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Introduction 

The second volumc of the Wizard Spell 
Compendium continues the work of the First. This 
volume provides an alphabetical reference to wiz¬ 
ard spells of the AD&D* game system, covering 
the letters E through Mn. The etitire series of Wiz¬ 
ard Compendium books covers wizard spells cre- 
ated for the game from 1975 to 1995. 

For the uninitiated, this is not a book of ‘Tear 
magica! spells. In a fantasy game wortd there are 
character» like Meri in the Magieian, who create 
marvelous magical effects with a wave of the 
hand, This is a book of marvelous effccts that can 
be used by the good guys (and the bad guys) in the 
course of a game session, The key to the game is, 
as always, the decisions made by the players 
(heroie or otherwise), and the impact those deci¬ 
sions have on the plot of the game, New spells are 
fun, but it*s even more fun figuring out unusual 
ways to use thero. 

Up to this time, lists of spell effects have been 
keyed to spell leve i; that is, relative spell power. In 
other words, if ali a gamer or Dungeon M aster 
knew was a spell namc, each level*s list of spells 
had to be ehecked, Although the final volume of 
this series will include level lists (as wcll as lists by 


race and magical speciaity) the most important 
principle of organization used in the series as a 
whole is alphabetical, 

The materia! in these books is presented in the 
most current game format, that ofthe 2nd Edition 
rufes, Some spell descriptions have been updated 
or combined with similar spell effects to eliminate 
duplication; some have been modified for beltcr 
play* and a very few have been dropped entirely, 

Variani magical systems, such as the rune magic 
system deiailed in our Viktng setting reference book; 
the kingdom-level magic of the Birthrioht* setting; 
the psionic Dragon-King magies ofthe Dark Sun* 
setting; and the very rare, pure-eneigy l *spel1fire” of 
the Forootten Realms* setting are beyond ihe 
basic scope of this book. The emphasis here is on 
those magica! effects that any magic-using character 
might find useful in the course of an adventure. 

About This Book 

The spells listed in this book are given alphabet- 
icaliy. Spell names that include a wizard's name 
are given a primary listing under that name; for 
exampte, for Teneri floaiing disk, the primary 
entry is under 4 T.” Another reference to the roain 
entry will be found at the second word of the spell 
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name; in this case the cntry would read: “Floating 
Disk, Tensert " 

Be aware that many spe 11 numcs are irreguler 
compound words, and that Standard alphabetical 
order follows complete words Thus, fire shield 
will appear before flrebaU. If you can't find a 
spell, try Looking for it as a compound form. 

Some spei Is will have multiple names; or the 
name of a spell might have bcen changed, cither to 
avoid confusiori with a better known speII with a 
similar name or to better match the spell effect. For 
example, intensify, which rnakcs natura! phenom- 
erta such as storms and earthquakes more severe* 
was renamed intensify nature to distmguish it from 
effects that might be intensi ficd by other spe lis, 
such as intensify summoning, Renamed spei Is have 
a short reference under the original name, 

Spells associated with specific campajgn worlds 
are markcd with a speciai Symbol so thcy can be 
easily recognizcd. See page 7 for a summary of 
these symbols, Also, spells that are associated with 
a specific monster ot nonhuman racc (such as 
dragons, cives* and so on) will be noted; the race 
namc separated from the spell name by a dash. 

GeneraUy, spell names and secondary gatne 
effects will be ItalicizttL For ex ample, the emotion 
spell has a secondary effect called hope. 

How To Use This Book 

Each spell in this book is organized along the 
same genera! lines, Each is listed by its name* 
school, and a numbcr of statistics that govcrn its use 
such as Leve! (of power), Range, Castjng Time, and 
so on, The game powers of each spell are described, 
along with any speciai rules that govem its use t how 
the spell larget can avoid or counter its effects, any 
limitations on how the spell can be used, and any 
speciai p reparat i ons or materia Is that necded for a 
successfiil casti ng. The detgils of any reversed form 
the spell might have are given ncxt Finalty, a sec- 
tion called Notes has been appended to each spetl; 
this deals with the spells recominended rarity in the 
campaign, and any speciai restrictiona on who (or 
what) can use it. 

Having covered the field briefly t a more detailed 
look is in order: 

Name: This is the name by which the spell is gen¬ 
era! ly known. Akhough we have tried to ensure 
unique names, this has not atways been possible. 
For cxample, create shade> a useful shelter from 
the sun in the arabian deserts of the AL-QADtM* 
setting, is very different from create shade, the evil 
spell that turns someone inio a dangerous shadow 
monster from the Plane of Shadows, a monster 


_ _ _ A 

known as a shade. Where two spells have the same 
name* the most genera! version is given first* while 
varianis casi by other races or found in speciaiized 
campaign settings are given later. 

School: Each school govems a type of magic* 
according to the type of eneTgy its spells employ 
and the speciai practices and methods used by its 
wizards. The basic schools are: 

SCHOOLS OF PHILOSOFHY 
Abjuration: Protective, warding* or banishing 
magica. 

Altemtion: Magic that changes physica! proper- 
ties of an objeci, creature, or condition, 
Conjuration/Summoning ; Calis or brings objects 
or creatures from elsewhere, 

Divination: Uncovcrs what is lost or hidden in 
the past, presern, or future, 

Enchantment/Charm: Bestows magica! proper- 
ties on objects or influences creatures magicalty, 
Uluswn/Phantasm: 111 usi ons create and alter 
appearances; phantasma affeci the mind. 

tnvocation/Evoca iion: Channels and shapes 
magica! cnergy to create an effect or object. 

Necmmancy: Magics working upon Life etiergy. 
induding the negative energy of the undead. 

OptlonaJ Schools: These include two groups of 
schools beyond the original eight, 

The Schools of Effect 
Dimension: Magics that affect dimensions, or 
access ex tradi mensional areas. 

Elementa! Magic: Subdivided into Air, Earth t 
Fire» and Water specialists, Arabian and oriental 
cultures have similar divisions. 

Force: Magics dealing with fields of pure cohe- 
sive magica 1 energies. 

Shadow: Magics that deai with shadow and 
darkne&s, inciuding the shadowstuff of the Demi- 
plane of Shadow. 

Schools of Thaumaturgy 
Atchemy: Uses powders and strange reagents to 
acbieve effects. 

Artifice: Uses items and devices to focus spell 
eneigies. 

Geometry: Uses diagrams, symbols and com¬ 
plex pattems to channel magical energy 

Wild Magic: Shapes dangerously uncontrolled 
raw energies; subjeci to unpredictabk surges. 

Universal School of Magic 
A speciai list of spells to which any wizard has 
access. 
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Re ver sed Forni: An entry of “Reversi ble” means 
the speiI can be cast with the opposite effeci. For 
examplc, the ftesh ro stone spell a pctrifying attack. 
can be revcrsed as stone to ftesh, providing a way to 
recover a character otherwise lost to a petrification 
attack. Usually, a wizard must memorize the exaci 
form of the revereible spcll he wants available. 

Level: This is the relative power levd of the spcll, 
ranging from t st level (weakest) to 9th Level (most 
powerfill). A kitig’5 wizard who can create potiona, 
magical scrolls, and magical items with expend- 
able charges will generally have access to a 6th- 
Lcvd spell a few Sthdevel spells, and an increasing 
numbcr of 4th- through Ist-level spells each day. 

Range: The distance from the caster at which the 
magical effect occurs. A range of “0" means the 
effeci is centered on the caster’s person or his loca- 
tion; in ihe lattcr case the effeci is usually immo¬ 
bile, “Tonch M means the effect can be used on 
another creature or object. Unless otherwise speci- 
fied spells are centered on a point vtstble to the 
caster and within the spelPs range; this can be a 
spccific creature or object if desired, Most ranges 
are mcasured in yards; some are mcasured in feet. 

Componente; These are the types of components 
that the spell requires; if the components are not 
present, the casting fails* “V” is verbali that is, a 
spoken incantation the wizard is assumcd to 
deliver while casting. U S” is somatic: that is, mca¬ 
sured and precise gestures with the hands, which 
the wizard is assumcd to makc while casting. 
is for materiali that is, physical substanccs or 
objccts that are annihalaicd by the spcll energies in 
the casting process, This abbreviation sometimes 
significa a focus, or device that is reusable; some- 
times this is a temporary focus whose premature 
destmetiqn will end the spell. 

Often the components are merely suggestive or 
colorful, at qther times they will be a significant 
restrictiori on how often a spell can be cast. Unless 
a cost for a component ts given in the description 
(which means the component is infended as a 
|imit> the cost is negligihle and can be assumcd as 
part of daily or monthly general expenses, 

Casting Time: This is relative time required to 
cast a spell Unless rounds, tums, or a Longer cast¬ 
ing time is speciFied the casting will be completed 
in the same round it is started. A casting time less 
than one round is a modifier to the initiat i ve roll, 
and is essentially the same as a weapon specd fac¬ 
tor. A spell that takes a round to cast comes into 
effect at the end of that round. 


Duration: This is how long the magical energy of 
the spell lasts. An msranianeous duration means the 
spell cncrgy comes and goes the instant the spcll is 
cast, ihough the effects might be long-lasting. A 
duration of permanent means the spell energy 
remains as long as the effect docs; this means that 
the spell is vulnemble to a dispel magic spcll This is 
an alie re d usage. Many spei Is listed in earlier 
sourccs as havtng a “permanent" duration (such as 
cure light waunds), will be akered in this series and 
in future publications to "instantancous." 

Spells with a sei duration (such as t round per 
level) must be kept track of by the player; those 
with a vari abi e duration are secretly rolled by the 
DM. 

Some spells can be ended by the caster at will; 
the caster must be in range of the center of the 
speirs effect and must ustially (though not always) 
speak words ofdismissal 

Area of Effect: This entry lists the creatures, 
dimensions, volume, weight and so on T that the 
spell can affeci Some spells have areas that can be 
shaped by the caster; of these, no dimension can be 
less than 10 feet unless the spell specifica!ly 
allows it. Many areas are given as eubes to make it 
easy to figure out areas of effect when using map 
gridded into 10-foot or 5-foot squares. Three- 
dimcnsional volumes are most often needed to 
resolve aeria! or underwater effects. 

Unless speci fica lly otherwise in the description, 
areas of effect conform to their physical surround* 
tngs; for example, a light spcll with a 60-foot 
radius centered in a elosed room that is a 20-foot 
cube will light the room. It wi!l not penetrate a 
solid wall to light a room beyond, 

Many arcas are given as geometrie ahapes. 

Radius: This might yield a circle, hemisphere, 
or sphere, depending on the si luat ion. 

Cloud: Usually given as a block of cubcs for 
convcnience, aithough \l'$ actually amorphous and 
billowy. 

Cone: This projects outward from the caster, 
with the smalkst end toward the caster and the 
largest diameter farthest from the caster 

Patk: This is usually a 10-foot wide line starting 
at the caster and projecting away in a straight line 
to a speci fied length. 

Spells that affect the caster's friends or enemies 
are ba&ed on the current percepttons of the caster. 

Saving Throw; This entry lists whether a spell 
allows a savmg throw, and oflen the effect of a suc- 
ccssful saving throw: <4 Neg." means the spell is 
negated and has no effect; i4 }T means that the spell 
inflicto damage and that a successful saving throw 
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halves the damage takem '‘None" means no saving 
throw js allowed to an unwilling subject. The resuit 
of a saving throw for a reversed spell is given in 
the paragraph that details the reversed form. 

The saving throw itself is a roll on a twenty- 
sided die; high numbers are generaily good. 

Wisdom allows adjustments to saving throws 
against cnchantment/chami spells, Dexterity may 
provide adjustments against spells that affeci a 
large area. 

Soiid physieal barriere may give saving throw 
modifiers and reduce damage, Covcr and conceal- 
ment may also affeci saving throws, 

A creature that successfully saves against a spell 
without obvious physieal effecta often fecis a hos¬ 
tite forcc or tinglc, but the exacl nature of the 
attack cannot be deduccd. 

Unlcss the spell specifies otherwise, if a charac¬ 
ter makes a saving throw. ait items carried and 
worn are assumcd to survive the attack. If the char¬ 
acter fails the saving throw, exposed items must 
make saving throws against the attack form. An 
item exposed by the destruction of a covering (a 
parchment scroll protccted by a bone scroll case, 
for cxample ) must also save against the attack. 

Unless speci fically forbidden, characters can 
voluntarily forego a saving throw and willingly 
acccpt the spell resuit. Even a character with a spe* 
cial resistance to magic (for example* an elf’s 
resistance to a charm spell) can voluntarily sup- 
press this if he wants. 

Spell Descrlption: This eontains the dctails of 
what the spdl does and how it works. Spei Is with 
multiple functions usually allow the caster to pick 
the desired function at the time of casting {for 
example, the emotion spell can create fettr, 
courage. hope. despair, joy . and several other 
effects). 

Spells that give bonuses or penalties to attack 
rolls, damage rotis, saving throws, and so on, are 
usually not cumulati ve; only the strongest magic is 
effective. However, duration may be a factor, and 
spell effects might overlap in different ways at dif¬ 
ferent times. 

Notes: This ncw section dcals with the spell's 
rccommended rarity on the following scalc; com¬ 
mori, uncommon* rare, very rare* and unique, 
These are discussed in detail in the Deftnitions of 
Spell Frequency. Spells of any rarity also may be 
restricted to certain raccs or specialty castcrs. 
Any unusual notes on a spelTs sourcc, such as a 
game world of origin* or a specific magazine are 
given here. 


Monster Petalis: Some of the spells summon 
or create monsters. The Standard abbreviations 
used for monster details given later Not ali mon- 
sters will use ali abbreviations. 

AC; Armor Class 
MV; Movement— FI; fly 

(MC) = Maneuverability Class 
HD: Hit Dice 
#AT; N umber of Attack s 
THACO: To Hit Armor Class 0 
Dmg; Damage 
*£d: Special Attacks 
SD: Special Defenses 
SW; Special Weaknesses 
MR; Magic Resistance 
SZ: Sizc 
MI; Morale 
AL: Alignment 

Spell Frequency 

Forgotten Realms players and DMs should 
note that the definitions used here are different 
from thoae used in Forgotten Rralms prod¬ 
ucta. These guiddines arc intended for genera! 
world settings. The DM, as always, is ftee to alter 
them as needcd for local campaign conditions. 

Commori Spell: The deiails and effects of a 
common spell are generaily known, even by wiz- 
ards who may not have the spell in their books, 
All spells in the Player b Handbaok are common 
spells. Spells listed for the basic wizard class in 
world-gpecific materia! (such as the Dakk Sun 
campaign set) are common for wizard» of that 
world, but might be rarer or even unknown else- 
where. 

Player characters can take common first level 
spells as starting spells (see Starting Spellbooks 
in the Wizard Spei/ Compendium VoL 1 Any 
limitation on spell selection—such as those for 
school, class, or kit—apply to all spells, even 
common ones. Note also that DMs may have 
their own campaign guiddines. For cxample, the 
DM might require every PC mage to have a meti¬ 
tor wizard, restricting any ‘ 4 free rt spells (those 
not found or directly researched) to spells in the 
books of the mentor. A DM might rule that 
named spells (such as Tensers floating disk) arc 
uncommon spells, as wdl. 

The DM always decides the rarity of t spell if 
there ia any question. 
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Uncommon Spell: Wizard spells found in the 
Tome of Magic faU inio this category, These spells 
are less well known, but not restricted to a race or 
specta! group like, for ex ample, witches, dragons* 
or ihe Red Wizards of Thay. A kit, school, or other 
specialty might allow sonae uncommon spells to be 
treated as common spells. Generalist mages can 
rescarch uncommon spells using the normal 
research niles. 

A player character cannot start with an uncom¬ 
mon spell or leam it in the course of normal level 
ad van cernent (unless, perhaps, a wizardly mentor 
knows itj. Such spells enter play when found on a 
magical seroII or in a spellbook, or when devel- 
oped as a resuit of research. In the average AD&D 
campaign, finding a new common or uncommon 
spell is a little more common than a fighter class 
character finding a +1 magical sword. Same 
uncommon spells may be restricted (see Restricted 
Spell). 

Rare Spell: Rare spells are specialized or hidden 
magic, such as those introduced in modules or 
accessorie®. In addition to spells that are just less 
well known, two special types of rare spells exist; 

1) Spells known by a speci fi c nonhuman race (Hke 
elven spells from the Complete Book of Etves ): and 

2) Spells of a specialty or campaign-specific group 
that is not given in the Player *s Handhook (like the 
spells of the Red Wizards of Thay, the spells from 
the Complete Necromancer 's Handhook, or spells 
of an w izard who specializcs in Elementa! Ftrc 
magic). Rare spells are Eikely to be restricted (sec 
Restricted Spell). 

As noted in the Player s Handhook, a special ist 
has bonuses to the "Chance to Leam” and spell 
rescarch rolls within that specialty. The specialis! 
treats the spells of the specialty as common, unless 
other factors apply (an enchantment/charm spell 
known only to dragons is stili considered rare for a 
wizard specializing in enchantment/charm magic.) 

Player characters have access to rare magies 
only as a resuit of campaign-specific conditions. 
Generalist mage research of mre magies has a base 
-15% penalty to the “Chance to Learn” and 
research success rolls, unless the character has 
access to some sort of knowledge or resource that 
would offset this. 

Certam campaign-specific or storyline condi¬ 
tions might allow rare spell research at common 
spell chances. For cxample, if a human wizards 
reward fpr an adventure on behalf of the cives is an 
elven spell, the DM may choose to waive some or 
ali of the *'Chance to Leam" roll t the research cost, 
and/or the research succcss roll (time requirements 
should not be waivcd under any circumstances). 


Very Rare Spell: Spells that appear only in maga- 
zine articles, or are otherwise variant should be 
classified as very rare. The DM should closety 
control very rare spells. For examplc, they might 
be available only in a singlc special book or tome 
in which they were recorded. Many very rare 
spells will also be restricted (see Restricted Spell). 

A DM who allows the spell to be rescarched at 
ali rolls for the success of the research secretly and 
announces the resuit to the player. At the DM's 
option, the Standard “Chance to Leam” might be 
reduced by up to 50% and the research success 
chances halved, or even quartered. 

Classifying a spell as very rare is one way for a 
DM to handlc an experimenta! spell that is foo 
powcrful or one that encroaches too much on the 
class abililies of nonwizards. It is also possible, 
over time, for a spell devi sed by a player character 
to become rare, uncommon, or even common. 

Unique Spell: This spell is known only to its orig- 
inal creator and is intrinsic to the creatori cam¬ 
paign function. Some spells of this type might be 
available only to a character holding a certa in posi¬ 
ti on or office. Most unique spells are of the 6th 
spell leve) or higher; the creator is nearly always of 
L 2th leve] or higher. Such spells are marked with a 
double dagger (ft)- 

If a unique spell can be leamed at ali, it can be 
leamed only from its creator (or in very rare cir- 
cumstances, from the creatoris writings). Merely 
having a spcllbook or scroll is not sufficient, 
though these might count as part of the creatoris 
“writings.” The Simbul j spell trigger is a unique 
spell. 

The acquisition of a unique spell or the crtation 
of onc by a player character is a major campaign 
event, similar in campaign impact to the compte- 
tion of an epic high-level quest, the opening of a 
fixed interplanar gate, the founding of a barony, 
the destmetion of an artifact, and so on. 

Other Definitioni 

Lost Spell: Rarely, a spell is mentioned for 
which no 2nd Edition detail exists (including a 
few spells deliberately wttbdrawn from the Sys¬ 
tem). No details are given for these other than 
the spell name, They are w lost knowledge,” 
included only to confirm their one*time exis- 
tence for the curious. 
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Restricted Spell: A restricted spell is barred to 
generattsts (thal is, the mage elass), and to ali olher 
wizards excepi those speciftcaJIy allowed in the 
spdl description or by the DM~ Optionally, an 
mdepcndently researched spell thal matches the 
efTects of a restricted spcli might be possible, but 
at no less than ftw levels above the listed Icwl. 

Magic in the World* 

Elemental magic in the traditional Forgotten 
Realms, World of Greyuawk», Dragqnlance* 
and Mystara* settings is based on air earth.ftre\ 
and water TTiis varies in other scttings: In the ori* 
entai scttings alr, earth.ftre t and water are joined 
by a fifth element, wood t and wizards are called 
ww jen ♦ In the Al-Qadim setting* the four basic 
clements are traditional, bul are called the 
Provwces of Ftame. Sand. Sea, and Wind. Also, a 
special type of wizard here, the shai'ir t reeeives 
spe11 s on demand froni small elementa! gentes 
known as gett. In the Maztica setting, specta) 
cri.aft magics exiat, called pluma (feather) and 
hishna (animal) magic. In the sword-and-sanda! 
Dark Sun setting, speHcasters are preservers or 
defilers, depending on whether or not their magic 
drains the living energy ofthat world. Here» 
psionies are as important as magic. In the 
Birthrjght setting, btoodUne abtltties augment 


normal magies; scions of evil bloodlincs are 
called dwnsJiegfren, and those of heroie bloodlines 
are called enshegiiert* In the Speluammer* set- 
ting, flying ships are propelled by spcllcastcrs 
using magical power sources called major and 
minor helms In ihc swashbuckling Red Steel* 
setting, latent magical abiiities called legacies 
resuit in baneful mutationi (the Red Curse) unies» 
contra lled by ex posuit to the rare ore cimabryl 
The depletion of ibis ore is cause for conccm. In 
the Ravenloft* setting, the Demiplane of Dread, 
gothic horror in form of dark larda, each a godlikc 
power trapped in a private domat n, keeps adven- 
turers on ihe run, looking for a way out and mak- 
ing special fear, horror, and RAVENLOFTpowers 
checks. The Planescape* setting presents new set* 
tings froms the inner Elemental Pia nes to the 
Guter Planes, where the gods live, Casting magic 
here requires special spell keys> and the denizens 
are divided into factions along aligiunem Unes 

Abbrevia I Ion s referri ng to Source Materini 

PHB -= Advanced Dungeons & Dragons 1 
Ptayer r s Handbook 

DMG = Advanced Dungeons & Dragons 
DUNGEON MASTER * Guide 
PO:SM ~ PuYER 5 OPTiOtf; Spelis Magic 

WoG *= World of Greyhawk setting 



Al-Qadim* 

A rabi an Setting 


A Guide to Spell Icons 



Setting of Kings 



Dark Sun* 
Psionic World Setting 


m e 

Draoonlance* Kara-Tur/The Hordc 

Epie Romance Orienial Setting 

Setting 



Ravenloft* Swashbuckling 

Gothic Fantasy Setting Fantasy Setting 


a S 

Maztica Planescape* 

Aztec/New Other Planes 1 

World Setting Setting 



Savagc Lands 1 Setting Fantasy Space Setting 


'Althnugli Iherc ia no sjwciftc for anvnge spdkutm, nuny worlds hnve areiti froni wtlich ihcse might come Thin icon 

mwltji npclk paUkularly nuited to nutLiml H savage I ' mzmd or witch-doctor. 
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Echoes 
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Eagle Form — Pluma 

(Altera tion) 

Levet; 5 
Range: 0 
Componenis: S 
Casting Time: 3 
Duration: Speciai 
Area of Effect: The caster 
Saving Throw: None 



Ebony Hand 

(Necromancy) 


Level: 2 
Range: 0 

Componente: V, S, M 
Casting Time: 2 
Duration: l nL/lcvel 
Area ofEfTect: The caster 
Saving Throw: None 



Echoes 


The easter can polymorph ruto the body of an 
eagle, Althougb he retains his own menta) i ty, hit 
points, and Hit Dice, the easter cannot speak, cast 
spells, or do anything else that is beyond the 
bounds of hts avian form, Howcver, he ean fly, 
and his Vision is exceedingly keen—perhaps 10 
times the acuity of his human eyes. 

Notes: Common for Maztican pluma masters 
and Eagle Knights; unknown by others. 


Eagle Form Attributes: AC 5; MV 6, FI 36 
(B); HD as easter; #AT 3; Dmg Id8/ld8/ld4 


Eagle Vision 

(AJteration) 

Lcvel: 3 
Range: Toueh 
Componenis: V, S 
Casting Time: 1 rd. 

Duration: 8 hrs, 

Area of Effect: Creature touched 
Saving Throw: None 

This 3rd-Ievel wizard spelJ confers the ability 
to see as if the recipient was wearing eyes of the 
eagle. This gives Vision 100 times greater than 
norma) at distanees of 1 foot or more, The crea¬ 
ture can see objects at 2,000 feet as clearly as it 
coutd normaily see them at 20 feet. 

Notes: Uncommon for Airmages; othcrwisc 
rare. 

Earth Elementa) Guide 

See elementa) guide, 

Earthen Gra§p, Maximilian\ 

See Maxim» han\s earthen grasp. 


This spell enhsnces the easter*» ability to 
deliver toueh attack spells* The castcr's hand 
shlmmers with an evil-looking black aura. The 
dweomer decreascs the opponent'» effective 
Armor Class against touch-delivered spells by 2. 
The ebony hand is usefess without spells allow- 
ing a toueh attack, The wizard can channei as 
many toueh attack spells through the ebony hand 
as its duration and the easter'» available spells 
allow. This spell can be used in combination with 
the spectml hand spell. 

The material component is five black lotus 
seeds. 

Notes: Restricted to necromancers; rare, 
(Updated Ifom PolyhedroN* Newszine,) 

Echoes 

(illusio n/Ph antas m) 

(Song) 

Lcvel: 2 

Range: 30 yds. + 10 yds,/leve! 

Componenis: V, S, M 
Casting Time: 3 
Duration; 2 rds ./level 
Area of Effect: I creature 
Saving Throw: A 

This spell causes every sound within the crea¬ 
ture s hearing to reverberate loudly in its mind, as 
if in an echo chamber. It becomes very difficult 
for the creature to understand speech, to pick out 
one sound frorn another, and the like. The recipent 
often tries to tiptoe in an exaggerated fashion, 
trying to reduce the noise level that only he hears, 

Sometimes the creature merely collapses in a 
moaning heap* No coordinated action with other 
creatures is possible for the victim, who often 
lashes out at anyone attempling to contact him 
closety Attack rolls, saving throws, and Armor 
Class have a -2 penalty, If a saving throw vs. spell 
is suecessful, the penalties are reduced to - L 

The victimas audttory nerves receive a great 
hammering. Creatures with keen hearing (such as 
cats, bats, predators in general, rabbits, and so 
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Effulgent Fpwralion. Elmiruitcrs 


on) flee and hide in order to fmd quid, or simply 
crouch in a comer. A sitence or deafness spell 
can mmually canccl the echo es spell if cast 
directly for this purposc. 

The maicrial component is a little tin gong or 
cymbal, which is struck as thc spell is cast. 

Notes: Very rare spell Known io be in the 
Cyclopedia Phantastica Vol III. (Updated from 
Dracon* Magazine.) 

Effulgent Epuration, Elminster^ 

See Elminstefs efhilgeni cpuration. 

Electric Are, MordenkaincnS 

See Mofdenkamen 's electric arc. 

Electric Bow 

(Evocationi 

Level: 7 
Range: 0 

Components: V P S, M 
Casting Time: 7 
Duration: Special 
Area of EfFect: Crcatcs I bow 
SavingThrow: None 

When cast, ibis spell creates a light-blue, 
glowing bow in the caster*s hands (or on the 
ground at his feet, ai the caster^s option). The bow 
can take any one of many fornis, dependmg on 
the level of the caster 

The caster can choose any type of bow allowed 
at his level or less. The electric bow created is as 
a normaI bow franges, firing rate, eic.}, and its 
missiles can strike any creature vulnerabfe to +3 
weapons or less. The bow can be used by the 
caster as if he has proficiency with the weapon, 
or by anyone of the caster's choosing who does 
have proficicncy in the weapon* The bow gives 
no bonus for exceptional Strength. The bow 
exisls until dispelled or it has fircd ali its arrows; 
it has one missile for every two levels of the 
caster 

Caster** 

Level Bow Created 

14ih hand crossbow or short bow 

l oth light crossbow or composite short bow 

I Bth heavy crossbow or long bow 

20th composite long bow 

22tb ballista 

The bow aiUomatically loads itself when drawn 
or coeked, a missile oflightning appearing in the 
weapon. The ballista cocks and loads itself upon 


- ^ 

the verbal command ^Load,'* and Tues upon the 
command “Fire " Each action takes one round, 
for a firing rate of 1/2. Flight arrows are created 
for short and long bows, and the appropriate 
quarrel appears for crossbow s. 

The missiles ofligktning are magical bolts 
with a +1 bonus to hit and damage They inflict 
base damage according to their type, plus an 
additional point of damage for every two levels 
of the caster above 20th (+1 at 22nd, +2 at 24th, 
etc.) to a maximum of+5 at 30lh level. 

However, only the special missiles oflightning 
created by the spell can be shot from the bow. If 
another missile of any sort is ptaced or eocked 
into the weapon, then the bow disappears and the 
spell is lost 

The material component for this spell is a trio 
of fine tail fcathers handpicked from a quail, tied 
together with the bowstring of the bow used to 
bring the bird down. The bowman who shot the 
bird must have been at least 8th level at the time 
of the kill 

Notes: Uneommon for Weather mages; other- 
wise very rare, Known to be in the Blue Book of 
Da 'Morde t Vol. III. (Updated from Dracon 
MagazineT 

Elee tricaI Screen, Otiluke^s 

See OtiIuke*s electrical screen. 

Electrica! Wards 

(Altera (Ion) 

(Artifice) 

Level: 4 
Range: Touch 
Components: V, S, M 
Casting Time: 4 
Duration: Special 
Area of EfFect: 1 object 
SavingThrow: None 

This variation of shocking grasp can be cast 
upon any metallic object. Items guarded by e/ec- 
trica! wards glow with a very faint blue light and 
radiate an unnatural aura of cold. The blue glow 
can be spotted only 25% of the time tn daylight, 
80% of thc time in shadow or torchlight, but is 
notieed ali of thc time in complete darkness, 

Any creature touching the objeci withoul 
speaking a special word of reiease (designated by 
the wizard at the time of casting) is struck for 
2d 10 points of electrical damage. A saving throw 
vs. spell for half damage is allowed. 

When thc spell is cast, the wizard also desig- 
nates a word of setting that rearms the spell The 
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Elemental Burst 


A 




spetl can be armed or disarmed by the words of 
release and setting any numbcr of times without 
affecting spcll duration; the tiectrical wards last 
uittil the spcll has discharged twicc or has been 
successfully dispelled. Over the long term, about 
a 3 to 5 month spari, the ward begins to fade and 
must be renewed, Like most wards, this spe 11 can- 
not be cast ici combination with itself or other 
warding magics. 

The material component is a short Icngth of 
coppcr wire. 

Notes: Uncommon for transmuter® and artifi- 
cers; otherwisc very rare. 

Elementa! Aura 

(AbjuraHon, E vocat ion) 

(Air, Earth, Fire, Water) 

Level: 9 
Range: 0 
Components: V 
Casting Time: 1 rd. 

Duration: l hr./levd 
Area of Effect: The castcr 
Saving Throw: None 

This spei! has four very different effects 
depcnding on the type ofeiemenral aura cast (air, 
earth, fire, water), The aura cannot be conferred 
upon another creature. It is not possiblc to benefit 
from more than one aura at one time. Elementa! 
mages are restrictcd to the auras of their own de¬ 
ment. 

Each aura is three inebes thick and covers the 
casiefs entire body An aura of air is hazy white 
in color, an aura of earth is duN gray* an aura of 
fire is flickering ied, and an aura of water is 
shimmering bluc. The auras have thesc eflfcets. 

AIR 

* immunity io gas and air-based attacks 

* total protection from physica! attacks by crea- 
tures of the eiemental plane of Air 

* ability to cast fly and protection from norma / 
missites, once each, 

EARTH 

* immunity to attacks from nonmagical weapons 
made of stonc or metal 

* immunity to physica! attacks by creatures of the 
etemcntal plane of Earth 

* ability to breathe and move at fuJl movement 
rate within the dement of earth 

* ability to cast walt of stone once 


FIRE 

• immunity to norma! and magica! fire 

* total protection from physica! attacks by crea- 
tures of the demental plane of Fire 

* ability to breathe and move at futi movement 
rate within the dement of fire 

• tota! protection from hostile environmental 
cfFects while traveling the plane of Fire 

« ability to cast wail of fire once 

WATER 

• immunity to water and cold-based attacks 

* total protection from phystcal attacks by crea¬ 
ture® of the plane of Water 

* ability to breathe and move at futi movement 
rate within the dement of water 

• ability to cast walt of ice once 


WOOD (Oriental only) 

* immunity to wooden weapons 

* total protection from plant-based attacks 
(excepi molds and fungi) 

* ability to pass without truce at will 

■ ability lo "planf sdf in an area with sun 
and water, regaining I hit point per hour 

* ability to speak w/A planis once 


The auras do not restrict the caster in any way 
The caster is free lo move and act normally while 
under the influcnce of an aura. 

Notei: Commoti for ali Elementa! mages; oth- 
erwLse uncommon (ToAf). 

Eiemental Burst 
(Conjura tlon) 

(Air f Fire, Stone, Water, Wood) 

Level: 1 
Range: 60 yds. 

Components: V T S 
Casting Time: 3 
Duratum: Instantaneom 
Area of Effeci: 10-fh diameter 
Saving Thrcw: 14 

Upon uttering a twisted phrase of great 
potency, the wu jen indicates the target point 
within the range of the spell. The target point 
must be an item composed of one of thc five cle- 
ments wood, fire, water, sione, or air. The de¬ 
ment then rdeases the magical energy within it in 
a sudden burst, In no case does the spell notice- 
ably affect the structure of the targeted item, 

Air; An air burst creates a concussi ve wave, 
stunning all in the area of effeci for I to 2 rounds 

-V 
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Elemental Ccwstrol 


unless a successfiii saving throw vs. spell is made. 

Fm\ A fire shoots off gtowing sparks, causing 
I d4 points of damage and a successful saving 
throw vs. spell resulta in no damage, The sparks 
have a 5% chance of igniting flammable objects 
in the area of effeci. 

Stone and Wood: Stone and wooden items 
throw ofF sharp slivers in ali directions oilt to the 
radius of the spell. AII within the area of effeet 
must make a suecessful saving throw vs. spell or 
suffer ld8 points of damage, The damage is 
halved if the saving throw is made, 

Water: Water pushes out in a strong wave, 
knocking down all who fail to make a saving 
throw vs. spell Boat* and vessels are unaffccted 
by the wave. 

Notes: Common in oriental settings; uncom* 
mon for Elcmental mages; othenvise very rare. 

Elementa] Control 

(Abjuratton) 

(Air, Earth, Fi re, Water) 

Levet: 5 

Range: lOyds, + 1 yd/level 
Components: X S 
CastingTime: l rd. 

Duration: Special 

Area of Effeci: 1 elemental or elemcntal-km 
Saving Throw: Special 



This spell allows the wizard to seize control of 
an elemental summoncd by someone else, This is 
determined by ihe outcome of a special control 
check, deseribed later, 

The wizard can make only one attempt per ele¬ 
mental; if the wizard does not seize control, no 
future efforts by the wizard to control that ele¬ 
menta! will succeed unlil ihe wizard gains an 
experience levcl* If the effort is suecessful, the 
elemental obeys the wizard for the remainder of 
its stay on the physica! plane. 

Control Check: The wizard roils ld20 and 
adds his Wisdom bonus. Add +1 per fi ve levels 
the wizard has more than the elementaE* Hit Dice 
(drop fractions). The DM roils ld20 and adds the 
Wisdom bonus of Ihe elemental** summoner. He 
adds +1 for every five Hit Dice the elemental has 
more than the wizard*s leve! (drop fractions). 

If the wizard has a higher total, then he has 
seized control, If the ralls are tied, the wizard can 
wrestle for control ftaking no other action the nexi 
round) or abandon the control attempt. If he wres- 
tles for control, then the elemental loses all actions 
excepi melee attacks and the tie is rerolled at the 
end of the nexi round. If the summoner has the 
higher torni, then the control elemental spell fails. 

Notes: Uncommon for abjurers and Elemental 
mages: otherwise rare, (Updated from Dracon 
Magazine,) 


Elemental Form 

(Alteration) 

(Province: Ffame, Sand, Sea, Wind) 


Levd: 4 

Range: Touch 

Componcnts: X S, M 

Casting Time: 4 

Duration: 1 tum + 1 tum/lcvel 

Area of Effeet; Creature touched 

Saving Throw: Neg. 


This spell has four forms, one for cach ele- 
ment The casier must choose which form will be 
assumed when memorizing the spell: air, earth, 
fi re, or water. In each form, the recipient can 
move and act without hindrance in a specific de- 
mental cnvironment at a rate of 12. The creature 
retains its hit points, THACO, and any spellcast- 
ing ability. It also gains a minimum base Armor 
Class of 4 and an element-based hand-to-hand 
attack for ld8 points of damage, Magical weap- 
ons are required to hit the creature. Unwilling 
crealures are entitied to a saving throw vs, spell. 

A small vial of the essence of the appropriate 
type of elemental is required to cast the spell; this 
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Htemernal TransmognficatiGii 


\ 


must cither be rcsearched and diatiUed as a 
potion or bargaincd for with the genies. 

Notes: Common in arabian settings; very rare 
elsewhere, but most likely in the hands of Ele¬ 
menta l mages. 


Elementa) Guide 

(Conju ration/Su m nion ing) 
(Province: Ftame, Sand\ Sea t Wind) 


Level: 2 
Range: 2 yds> 

Componente: V, S, M 
Casting Time: 2 
Duration; 1 tum/level 
Area of Effect: 30-ft. radius 
Saving Throw: None 



Each elementa! form of this spdl is distinet, 
and must be leamed and memorized separately. 

This spdl is much iike an dcmcmal form of 
the spdl unseeti servant, it conjures a tiny fire 
sprite, dust devii, pet rock, or a friendly puddle, 
wbich serves the caster exactly as an unseen ser¬ 
vant does. The caster must conjure the guide 
from a small amount of the elemcnt: a candle 
flame, a handful of dust, a vial of water, etc. It 
can serve as a native guide to its own dementa! 
plane, allowing the caster to move while on the 
plane without getting lost. 

The guide is destroyed if dispdled seni more 
than 30 feet from the caster, or if it takes more 
than 6 points of damage from a breath weapon, 
area effect spdl, or similar attack. 

The spell requires a golden bdl and mallet, 
which are noi consumed in the casting. 

Notes: Common in arabian settings; uncom- 
mon for Elemental mages; rare for others. 

Elemental Servant 

(Con ju rati on/Snm m on in g, 

Lnchantment/Cha rm ) 

(Air, Fire ; Stone, Water) 

Level: 7 
Range: 0 

Componems: V S, M 
Casting Time: 1 tum 
Duration: Spccial 
Area of Etfect: l elemental 
Saving Throw: Neg, 



This spell allows the wu jen to summon any one 
of the four types of elementals—air* fire, stone, ot 
water—and compel il to perform a Service for ihe 
wu jen, Midway through the casting, an elemental 


of Ifr Hit Dice of the appropriate type appears. The 
caster then States the Service he wishes completed. 
The Service must be one that is within the powers 
of the elemental, can be completed in one day/lcvd 
of experience of the wu jen or less. and can he donc 
within the natural dement of the elemental, Water 
dementa!s do not perform Services that takc them 
to lanci and fire elementals must remain in their 
fiery realms, for cxample. 

If the creature makes a successful saving 
throw vs. spell it disappears instantly, re tum i ng 
to its own plane, If the saving throw is failed, the 
elemental auempts to fulfill the mission. The 
wu jen need not supervise the actions of the ele¬ 
mental, agreeing to meet it at some predeter- 
mincd place when the mission is completed. 
Typica! scrvices include fire elementals forging 
a blade in the beat of a volcano* water elemen¬ 
tals recovenng items from the bottom of the 
ocean, earth elementals producing rare ores 
from the ccnter of the earth, or air demcnials 
carrying the wu jen to some loeaiion, Whcn the 
mission is completed and the meeting fcept, the 
elemental instantly rctums to its own plane. Ele¬ 
mentals resent bcing summoned and forced to 
perform Services and may attempt lo exact 
revenge at some later date. 

The maierial component for this spell Is a large 
quamity of the appropriate dement and a written 
documeni stating the exact nature of the Service 
to be done. 

Notes: Common in orientd settings; very rare 
dsewhere. 

Elemental Transmogrification 

(Alteration) 

(Province: Flame, Sand , Sea, Wind) 

Level: 8 
Range: 20 yds* 

Components: V, S 
Casting Time: 2 rds + 

Duration: Instantancous 
Area of Effect: 10 ft. + 5 ft./lcvd diam, circlc 
Saving Throw: Neg, 

This powerfu! spdl covers an arca 10 feet in 
diameter, with 5 feet bcing added to the eircle’s 
diameter for every level of the caster, 

This spdl afifects those items that are com- 
posed of an elemental materia!. Elemental mate- 
rials are those with strong lies to one of the four 
demenis, Metals, getns, and glass all have ties to 
the etemem of sand and would be affccted. How- 
ever, such things as cloth, living creatures, and 
paper have no real ties to an elemental province 
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and would be unaffected. Any item in the area of 
effect composed of an elementa! materia! is 
allowed a saving throw vs. spell 

If an dem that could be affected fails its saving 
throw, it is immediately transformcd into another 
dementa I type. The type of dement into which 
items are “transmogrified" is determined at the 
time of the casting, Elemental ists and sorcerers 
mu st cboose to transform items into an elementa) 
province to which they are related. 

The transmogrification is permanent and ime- 
versible. The effects of trans formati on into most 
elements is obvious, but fire needs a bit further 
explanan tion. 

When items are converted into fire, they 
become elemental fire, They bum very bright!y 
but briefiy for on!y one round, This flamc is hot 
but affecta nothing it touches; flesh doesn*t bum 
nor do flammable objects ignite. 

Any object affected by this spell tums into the 
appropriate e 1 ement, remains in place for one 
round, and then is Iransported to its associated 
elemental plane, 

Notes: Uncommon in arabian settings; very 
rare elsewhere. 

Elemental Turning 

(Abjura tion) 

Leve!: 4 
Range: Touch 
Componente: V, S, M 
CastingTime: 5 
Duration: 4 + ld4 rds. 

Area of Effect; 60-ft. radius 
Saving Throw: Neg, 

This spell aliows the wu jen to drive off elemen- 
tals by uttering a fearsome spei! that is their bane. 
Before casting the spell, the wu jen must determine 
the type of elemental that is affected, When the 
spell is cast, ali dementals of that type within the 
area of effect must make a saving throw vs. spell 1 f 
the save is successful, the creature can ignore the 
spell effect. If the saving throw is failed, the crea¬ 
ture flees the area of effect and does not enter it 
again for the duration of the spell. 

The spell centers about the wu jen and moves 
with hinu If the elemental creature is forced into 
a position where it cannot escape the area of the 
spell, it disappears to its own plane instcad of 
remaining. The spell does not break the eoncen- 
tration of any creature controlling the elemental. 

The materia! component for this spell is a 
pinch of the element opposed to the type being 
tumed, Tire for water dementals, earth for air de¬ 



mentals, a puff of breath for earth dementals, and 
a drop of water for fire elementals. 

Notes: Common in oriental settings; uncom¬ 
mon for Elemental mages elsewhere; otherwise 
very rare. 


Elevate 1 — Pluma 

(Alteration) 

Level: I 

Range: lOyds.flevel 
Componente: V, S 
Casting Time: 1 rd. 

Duration: I tum/levd 
Area of Effect: l item 
Saving Throw: None 

The elevate spell aliows the caster to cause an 
object of pluma to float into the air. This, the 
most basic, will causc a work of featherweaving 
to float upward at 1 foot per round. It can lift an 
object of up to l pound/lcvel of the caster in 
weighL The caster can move it toward or away 
from him, or causc gentle side to side movement, 
at no more than 10 feet per round of movemeni 
Notes: Restricted to Maztican pluma mages 
and those trained by them; common. 

Elevate II — Pluma 

(AJteration) 

Level: 3 

Range: lOyds./tevel 
Components: V, S 
CastingTime: 1 rd, 

Duration: 1 hr./level 
Area of Effect: 1 item 
Saving Throw: None 

This is a more powerful elevate spell. !t is 
capable of lifting a litter of feathers into the air, 
and a considerable amount of weight with it. The 
item to be elevated must be a blanket offeather- 
weaving, (See "plumalitter" under create talis- 
man of pluma), 

The caster can lift an amount of weight on the 
featherweaving equal to his level times 20 
pounds; a 15th-level elerie could elevate 300 
pounds on the floating litter 

The item can be raised at up to 10 feet per 
round, and can move horizontally at 120 feet per 
round. I t can move into the face of moderate 
winds, but a tnily severe storm will casily over- 
come it 

Notes; Restricted to Mazfican pluma mages 
and those trained by them; common. 
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Elminster’s Effulgent Epuration 

(Abjumtion) 

Level; 9 

Range: 10 ft/level 
Componente; V, S 
CastingTime: 1 
Duration; 1 tum/level 
Area of EfFect: Special 
Saving TKrow: None 

This powerful spcll catis inio being a number 
of floating, silver spheres, up to as many spheres 
as the caster has levels. Each of these spheres has 
the ability to absorb a single spell, spell-like abil¬ 
ity, or magical effect of any offensive type. After 
absorbing the spcll Ihe sphere fades out, laking 
the spell energy with it. 

Offensi ve spells can be genera! ly considered 
those that inflict damage on the target or place 
the target under a baneful or harmful influencc. 
Passive spells (such as walls) can sometimes be 
uscd in situations with harmful intent. Intent and 
situation are as important as spell effect for deter- 
mining whether a spcll is offensive or not for pur- 
poses of the epuration working. Various walls, 
spheres, some of Bigby*s spells, and most abjura- 
tions will not affect the epuration spell. Those 
spells that have area effects in which a silver 
sphere exists (such as a firehall) will simply not 
function—the magical energy will be sucked into 
the sphere before the damage is inflicted. 

Spells that are already in effect when the silver 
spheres enter them are not affected by this spell, 
but they are automatically negated if casi within 
10 feet of a silver sphere. Items with charges of 
offensive spells (such as wands) can be negated if 
the the sphere is placcd on or jn front of the 
wand. Qtherwise, the spheres do not affect magi¬ 
cal items or weapons, or potentially lethal items 
that are not activated* such as symbols. 

The caster can direct the spheres to drift at a 
maximum movement rate of 60 feet per round up 
to the limit of the spcll tange, The spheres ereated 
fram a single epuration must move as a group, the 
caster cannot move them individually or split them 
up. The wizard creating them can cast other spells, 
but cannot move the spheres in the same round, 

The caster can move and fight and move the 
spheres at the same time, If the caster leaves the 
area without the spheres* they remain until they 
absorb an ofFensive spell. Similarly, if the caster 
is slain, the silver spheres remain in the area, not 
moving, but not inflicting any damage. 

The sitvery spheres of epuration cannot be 
physically moved or attaeked, They have no solid 
physical prescnce and can pass through magical 
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and phy sica 1 barriers alike without harm. 

Neither the caster nor anyone clse can hamcss 
the spdl energy dissipated by the apheres, Even 
the spcIMike abilities of powers and crea tu res 
frorn othcr plancs can be affected by the silvery 
spheres of an cpuration, though the beings them* 
selves may not be. 

Notes: Very mre spell; known to Elminsler. 

FJminsters Evasion 

(E vocat ion) 

Level: 9 
Range: 0 

Componenis: V, S, M 

Casting Time: 1 tum + tota] casting times 

Duration: lnstantaneous 

Area of Effect: The caster 

Saving Throw: None 

A customized version of the contingency spell 
slanted toward the prescrvation of the caster, this 
spell will cause, under certain specific conditioni, 
the casteris body, mind, and spirit to travel to 
another location. The transfer is automatic and 
transfers oniy the body and those items physicalty 
attached to it, but leaving behind any attached 
items wcighing more than 50 Ibs, individually. The 
spell brings togctber body, spirit, and mind, even if 
in different locations. When casting this spell the 
wizard must detail six specific conditions that the 
evasion will function under, When any of these sit* 
uations occurs, the casteris form is whisked away to 
the location, This location can be on the same plane 
or on any othcr known plane of extstcnce or demi* 
plane that the wizard has visited. Also when casting 
the spell, the wizard indicates two other spells (cast 
immediatdy affer the evasion by the wizard) that 
will be cast once the wizard arrives at the location, 
The materia] componenis of this spdl are a pint of 
thc casteris btood and a gem worth at Jeast 5,000 gp. 
Both are consumed in the casting of the spell. The 
wizard also immediately loses 1-4 hit poinls, which 
rematn lost until the evasion spell is triggered, at 
which potm they are immediately recaveret! 

This spell was dcvelopcd by Elminster of 
Shadowdalc, with the intention of taking his form 
to a dimensional location he culis “Safehold" for 
cures and resurrection (if needed), As an ex am¬ 
ple, the six clauses he says he uses are: 

L Upon his own death: 

2. Upon loss of his mental faculties; 

3. Upon loss of his physical faculties; 

4. Upon destruction of both upper limbs; 

5. Upon destruction of total body volume; 


6. Upon his utterance of the word “Thade. n 

Supposedly Safehold contains enough comiti* 
gencies, spells, and magica! items to effect a safe 
rescue of the sage of Shadowdalc, should it be 
neces sary, 

Notes: Rare or very rare spell from the 
Forgotten Realms setting. 

Elm inster *$ Multiple Mouths 

(Evocation) 

Level: 3 
Range: Speci at 
Componenis: V, S 
Casting Time: 1 rd 
Duration: 1 rd.rievd 
Area of Effect: Special 
Saving Throw: None 

This spell creates one magic mouth per level of 
the caste r These are akin to those created by the 
2nd-level wizard spell of the same name. The 
mouths can appear on specific items or float in 
midair just above the head of a choscn recipient. 
A recipient must be personally known to the 
caster or met and clearly seen at least onqe; how* 
ever, the being^s current location nced not be 
known. The multiple mouths even can be made to 
appear in a chorus in thc same locale, usually in a 
ring around a specific point 

The mouths can speak any message uttcred by 
the caster during casting, duplicating tone of 
voice, hesitalions, volume, and the like, and can 
pass on magical words of activation and instrue* 
tions. An actual spell incantation uttered by a 
multiple mouth would not function, nor can its 
utterances trigger magical items, Someone who 
heard the mouth and repeated its words could 
acti vate a magical item, however. 

This spell has often been used to spread a 
warning—of an attack or fire, for example—in 
multiple locations throughout a castle or to share 
Information between widely scatlered beings 
(such as ali of the Seven Sisters at once). The 
multiple mouths can appear anywherc on thc 
same plane of existence, regardlcss of magical 
barriers or distance. 

A caster of this spell who possesses 10 or more 
expenence levels can, by inercasing the casting time 
of the spdl by one round per message, cause the 
multiple mouths to each speak different messages. 
In doing so, thc caster can also vary their speaking 
times so that those mouths that appear m the same 
place can be made to speak one affer another in a 
particular sequence, A caster of this spdl who is 
lOth level or greater can altematrvely elect to create 
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Eluding ihc Dcatb Blow 


only a single mouih, but have it repeat the same 
message oncc per round until the spell expires. 

The duration of the spell determines how jong 
the mouths remain visible if the caste? wants 
them to wait before triggering thetr speech (each 
mouth vanishes after it has spoken once). 

This spell is namcd for its creator, the farno us 
Old Mage of Shadowdale. It is used by some 
senior Harpers and by the Seven Sisters, who 
usuaJly change its manifestat ion from bearded 
mouths with EIminsteris dry voice to ruby-red 
femalc lips accompanied by a husky voice. 

Notes: Restricted to the Elmmster, the Seven 
Sisters, Khclben, and those trained by them; 
uncommon. 

Elonia’$ Hanc 

Reversed /orm, see Elonia T s glamer. 

EIonia’s Glamer 

(llfusion/Phantasm) 

Reverslble 

Level: 2 

Range: Touch 

Components: V, $, M 

Casting Time: 3 

Duration: l hr. + 2 tums/level 

Area of Effect: Creature touched 

SavingThrow: Neg, 

With this spell, the caster etihanccs the recipi¬ 
ent's personal beauty. The recipienti eyes become 
brighter, the hair and skin become more richly 
colored and lustrous, teeth become whiter, etc. 
The recipient is surrounded by a subtle glow in 
dim light and is covered with minute sparkles m 
bright light. Thcse effects raise the recipienti 
Charisma (or Appearance/Comeliness) score by 
two pomts (19 maximum). The effect is com¬ 
plete ly illusory and can be disbelievcd. The mate- 
rial component is a pinch of ruby dust. 

The reverse of this Spell t E fama jr bane t casts a 
lackluster pali over the recipient (hal reduces 
Charisma by two points (minimum 2), The mater- 
ial component for this version is a pinch of chaik. 
Notes: Rare or very rare spell. (Updated from 
Oragon Magazine.) 

Elude Blow 

(Abjtiration) 

(Forte) 

Reverslble 

Levcl: 4 

Range: 10 yds./leve) 


A 



Components: V, S 
Casting Time: 1 
Duration: I rd 
Area of Effect: 20-ft. radius 
SavingThrow: None 

The wizard can select any melee strikes in the 
area of effect and make them miss. fioth weap- 
ons and natural attacks (claws, teeth, etc.), 
including touch*ddivered spells, appear to bc 
knocked aside by an unseeit forcc. The spell 
takes effect cither in the round of casting, or in 
the following round, as the caster decides at the 
instant of casting, 

The caster can affect one creature per leveL 
The spell has no effect on any creature with more 
Hit Dice or Icvcls than the castcr has expeneoce 
levels. Creatures immune to most magic, such as 
golems, and those of demigod status or better are 
tiot affectet!. AH of thest count against the wiz- 
ard"s limit if taigeted. 

The reverse of this spell, doomstrikc , has the 
same range, area of effect, and limitations as 
elude blow, but alL melee strikes selectcd in the 
arca receive a +4 bonus to attack rolls. 

Notes: Uncommon forabjurers and Force 
mages; otherwise rare. 

Eluding the Death Blow 

A MysTara setting spell. alat clude blow. 
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Embalm 

(Necromancy) 


Level: 2 
Range: Touch 
Components: V* S, M 
CastingTime: 2 rds. 

Duration: Instantaneous 
Area of Effect: l corpse 
Saving Throw: Notie 

An embalm spell cnabtcs the caster to protect a 
corpse (or a part thereof) against ihe natural 
forccs of decay and dissolutiori, until sume later 
time when it is nceded for a spei i. ff the 
embalmed cadaver is later animated as a zombie, 
gelem, or other form of animated undead, the 
creature gains +2 hit points per Hit Dic (8 hp per 
Hit Die maximum) because of the greater 
strength and resiliency imparted by the spcll to 
the dead tissue. The spell has no beneficial effeci 
if cast on skeletal remains or on previously ant- 
mated undead 

Thus preservecl a corpse permanemly retains 
the same odor and appearance it had at the time 
of castitig, The embaim spcll does not reverse the 
cffects of putrefaction, but it does prevent any 
further decay of an individuaT» physical remains. 
Unlifce more powerfiil spells (such as Nutalhoe 's 
ninemei i or the priest spell spirit bind ), the 


embalm spell does not facilitate sub sequent res* 
urrection of a corpse. 

The materia! component is a salve of rare 
unguent» worth 100 gp> 

Notes: Restrictod to nccromancers; uncommon. 

Embattlement, AlgartlTs 

See Algarth*s embattlemcrot. 

Emotion 

(Enchantment/Charm) 

(Song) 

Level: 4 

Range: lOyds./level 
Components: V, S 
CastingTime: 4 
Duration: Special 
Arca of Effect: 20-ffc. cube 
Saving Throw: Neg. 

Whcn this spcll is cast, the wizard can create a 
single emoti onal reaction in the subject creature s. 
The following are typical: 

1. Courage: This emotion causcs the creatures 
affectcd to bccome berserk, fighting with a+1 
bonus to the attack dice, causing +3 points of 
damage, and temporarily gaining 5 hit points. 
The recipi ents fight without shidd and regard- 
less of life, never checking morale. This spell 
counters (and is countcred by) fear. 

2* Fear; The affectcd creatures flee in panic for 
2d4 rounds. It counters (and is countered by) 
courage. 

3 + Friendship; The affected creatures react more 
positively (for example, tolerance becomes 
goodwill), It counters (and is countered by) 
hate> 

4. Happiness: This effect creates joy and a feel- 
ing of complacent well-being, adding +4 to all 
reaction rolls and making attack unlikely 
unless the creatures are subjcct to extreme 
provocati on. It counters (and is countered by) 
sadness* 

5. Ha te: The affectcd creatures react more nega- 
tively (for example, tolerance becomes nega¬ 
tive neutrality). It counters (and is countered 
by) friendship. 

6 Hope: The effect of hope is to raise morale, 
saving throw rolls, attack rolls, and damage 
caused by +2. It counters (and is countered 
by) hopelessness. 

7. Hopelessness: The affectcd creatures submit 
to the demands of any opponenti surrender, 
get out, etc. Otherwise, the creatures are 25% 
likely to do nothing in a round, and 25% likely 
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to turn back or rctreai, Ii counters (and is 
countered by) hope. 

8. Sadness: This creates unhappiness and a ten- 
dency loward maudtin introspection, This 
emotion penalizes surprise rolls by and 
adds +1 n> KEiifiative rolls. It counters (and is 
countered by) happiness. 

AH creatures in the are a at the instant the spell 
is casi are affected unless successful saving 
throws vs. spell are made, adjustcd for Wisdom, 
The spell lasts as long as thc wizard continues to 
concemrate on projecting the chosen emotion, 
Thosc who fail the saving throw against jear 
must roll a ncw saving throw if they return to the 
affected arca. 

Notes: Common spell (PHB). 

Empath 

Aha empathic w r ound transfer. 

Empathic Control 

(Enchantment/Cha r m) 

(Mmtalism) 

Lcvel: 2 
Range: 60 yds. 

Components: V, S 
Casting Time: 2 
Duration: Special 
Areaof Effcct: 1 creature 
Saving Throw: Ncg, 

A more powerful vcrsion of the empathic 
seizure spell, empathic control allows thc w'izard 
to seize the mind and contro! the body of a single 
creature within thc spell's range, Creatures of 
more than 6 Hit Dice or levels, undead, nonintd- 
ligent or mindless creatures, and creatures 
warded by protection from evil are immune to 
empathic controL The subject is eniitled to a sav¬ 
ing throw vs, spell to resist the wizard*s control. 

The creature remaim aware while under the wiz- 
ard's command, It cannot be forced to act against 
its nature or perform obviousty se lf'-destrue i i ve 
aets. For example, an ore could be compelled to 
dee or surrender, but it could not be ordered to let 
an cnemy cut its ihroat or to fall on its sword. If 
such an order is given, the victim immcdiatcly 
gains a ncw saving throw with a 44 bonus to break 
free of the wizard*s influence, The caster suffers 
damage equa! to 25% of the damage takcn by the 
controlled creature while under his influence, due 
to empathic shock (rnund fractions down). 

The spell entis when the caster loses sight of the 
controtled creature for any reason, ceases to eon- 
centrate on maintaining his contrai or takes dam¬ 


age other than empathic shock. Note that the caster 
can send the controlled creature beyond the mitia) 
casting range, as long as it remains in sight, 

Noles: Common for mentalists; uncommon 
for necromanccrs or enchamers; otherwise rare. 
(Updatcd from Polyhedron Newszine.) 

Empathic Link 

(Unchantmcnt/Chflrm) 

(Mentalium) 

Levcl: 3 

Range: lOyds./level 
Components: V, S 
Casting Time: 3 
Duration: 5 rds./level 
Area of Effect: l creature 
Saving Throw: Special 

This spell aliows the caster io makc empathic 
contact with a creature and use its sensory ahili* 
tics by eoncentrating on them, The caster can use 
this spell to see through another^ eyes, hear 
through bis ears, and so on. No saving throw is 
allowed for creatures of animal intelligence, but 
unwilting creatures of semi-itiielligence or 
greater reccive a saving throw vs. spell, Noninteb 
ligent and unratable creatures are immune, as are 
creatures warded by protection from evil (or its 
reverse, protection from good). Elvcs and other 
creatures with immunity to chacm spells are 
affected by this spell normally. 

Once per rouni the caster can try, if desired, to 
control the actions of a linked subject by eoncen- 
trating upon thc Unk to the exdusion of ali othei 
activities, The subject receives a saving throw vs. 
spell to fight off the castcCs influence, Failure 
means that thc caster can command the subject to 
perform a speci fic, short action. If the subject sue* 
eceds, thc empathic link remains in effcct, but the 
desired action is not carried out, A third failure to 
force control in this way breaks the entire spell 

A caster who establishes control can direct the 
subjeci within eertain limirs. The subject cannot 
be ordered !o act against its nature or to engage in 
se If-destruet ion; any such orders are ignorcd, and 
thc creature immediately gains a ncw saving 
throw to break the entire spell with a 44 bonus. 

The link lasts as five rounds per leve) of the 
caster, although the caster can end it carlier if 
desired, Once established the link has unlimited 
range. The caster cannot cast spelts or attack 
while thc link exists. 

The empathic link is somewhat dangerous, as the 
wizard takes 25% of any damage suffercd by the 
subject creature due to empathic shock (round 
downl A caster who is using the subjecfs sensory 
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Empathic Pereeption. Rary's 


abilities can be afFected by special visual audhory, 
or olfactory attacks against the subject, such as a 
basiliskfe gaze, a banshee’s wail, or ghast stench. 

Notes: Common for memalists; uncoimnon 
for enchanters and necromancers; otherwise very 
rare. (Updated from Pqlyhedron Newsline.) 

Empathic Pereeption, Rary’5 

See Rary"s empathic pereeption, 

Empathic Sei/ure 

(Enchantment/Charm) 

(Mentalis m) 

Level: l 
Range: 30 yds. 

Compone nts: Y S 
Casti ng Time: I 
Durat ion: Special 
Area of Effeci: i creature 
Saving Throw: Neg. 

This spell enables the caster to seize the mind 
of a single creature and hold its body rigid. Crea- 
tures of more than 6 Hit Dice or levels, mindless 
or sightless creatures, and those under the influ- 
ence of a pmtection from evii spell (or its reverse) 
are immune to the effecta of the spell Elves and 
other creatures with immunity to charm spclls are 
affected by this spell normally. 

To establish the effcct, the caster must meet the 
victima gaze, A victim who fails a saving throw 
vs. spe It is held immobile until the caster takes 
damage (other than empathic shock) or ccases to 
concentrate on maintaining the spell lf the 
immobilized creature is injured while in the 
c aster’s power, the caster suffers empathic shock 
damage equa! to 25% of the damage inflicted 
upon the subjeci (round fractions down) f and 
must make a succcssful saving throw vs. death 
magic to maintain theseizure* 

Notes: Common for mentalists; uncommon 
for enchanters and necromancers; otherwise rare. 
(Updated from Pqlyhedron Newszine.) 

Empathic Shield 

Reversed form, see empathy 

Empathic Wound Transfer 

(Necromancy) 

Level: 4 
Range: Touch 
Componenis: V T S, M 
CastingTime: 1 rd. 

Duration: Instantaneous 



Area of Effect: Creature touched 
Saving Throw: None 


By casting this spell, a nccromancer transfers 
some of the wounds of another creature to him- 
selfp thereby parttally curing the recipient. Up to 
2 hil points per level of the caster can be trans- 
ferred; an 8th-level necromanccr could cure an 
ally of 16 points of damage (but takes 16 points 
of damage himself). 

This spell cannot restore amputated limbs, 
draincd life levels, or lost Jife. Tt cannot undo any 
continuously acting poison or disease. The spell 
only temporarily reverses such harm, which will 
then continue to affect the victim. 

The caster cannot dratn his or her own life* 
Normally, a wizard can transfer only his current 
hit points. However, if the DM uses the “hovering 
on death's door" rules, then a caster mighl volun* 
tarily drain himself to the brink of death (-9 hit 
points). The caster immediately loses conscious- 
ness in this case (as noted in the DMG ), but his 
conditi on docs not deteriorate unless he is further 
wounded by another agent. At the DNTs discrc- 
t)on, this spell en abies the caster to immediately 
restore an incapacitated and dying victim. 

Hit points lost by the wizard can bc regained 
by normal healing or magic. 

After the transfer is complete, the wizard tem* 
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porarily loses 4 points of Constitui ion to extreme 
qxhaustion; eaeh point is recovercd by one hour 
of complete rest, I f the caster’s Constitulion 
drops bclow 3, uneonsciousness resulta, and futi 
Constitution is not regained for 24 hours. 

The materia! eomponents are hair and blood from 
both the recipient and the caster, two newt eyes* and 
two wt>lf iceth (each frorn a different animal }. These 
componenti; are consumed in the casting. 

Notes: Restnctcd to necromaneers; rare, 

Empathy 

(Dlvination, Enchantment) 

(Mentalium) 

Reverslble 

Level: l 

Range: lOyds./levd 

Componcnts- V, S 

Casting Time: I 

Durat ion: 1 tum 

Area of Efifect: 1 creature/nd. 

Saving Throw: None 

By means of this spdl, the caster ean sense ihc 
basic needs, drives* and emotions of one or more 
creafures of animal inteJIigenee or highcr Hunger, 
thirst. fear t fatigue* pain, uncertamty. rage, hatred, 
curtosity, hostility, fricndlmess, love, and other 
emotional States ali can be detected by this spell. 

The caster can probe one mind per round* but 
the spell yields no results for creatures protccted 
against such detection, psionic creatures who 
know at least one defense mode, and cmotkmless 
or mtndless creatures such as undead, golems, 
and oozes* slimes, and jelties. ff employed 
against a psionic creature, empathy permits the 
caster to form an tmpression of whether the crea¬ 
ture is a weak, moderate, or strong psionic ist 
even if no emotions are revealed. 

The reverse of this spell* empathic shield. 
masks the emotions of any one creature within 
tange against any magica! or psionic probes for 
one fuil tum. 

Notes: Common for diviners and mentalists; 
otherwise rare. 

Empradweomer 

Reversedform , see maladwcomer. 

Enchant an Item 

(Enchantment* In vocat Ion) 

(Vniversai) 

Level: 6 
Range: Touch 


Componcnts: V, S, M 
Casting Time: Special 
Duration; Special 
Area of Effect: 1 item 
Saving Throw: Neg, 

This is a spell that must be used by a wizard 
planning to create a magical item. The enchant 
an item spell prepares the object to accept the 
magiq. The item must meet the following tests: I) 
it must bc in sound and undamaged condition; 2) 
the item must be the finest possible* considering 
iis nature* i.e., crafted of the highest quality 
materia! and with the finest workmanship; and 3) 
its cost or value must refleet the sccond test, and 
in most cases the item must ha ve a raw-malerials 
cost in excess of 100 gp. With respect to require- 
meni 3* it is not possible to apply this test to 
items such as ropes, lea the r goods* cloth, and pot- 
tery not normally embroidered* bejcwcled, tooled* 
carvcd, or engraved. If such work or materials 
can be added to an item without weakening or 
harming ita norma I functions, however, these are 
required for the item to be enchanted. 

The wizard must have acccss to a workshop or 
laboratory, properly equipped and from which 
contaminating magic can be screened. Any magi* 
cal item not related to the fabricat ion process 
(such as most protective dcvices) and within 30 
feet of the materials is a source of contaminating 
magic and will spoil the process. 

The item to be prepared must be touched by 
the spellcastcr. This touching must be constant 
and continua! during the casting time* which is a 
base 16 hours plus an additional 8d8 hours (as 
the wizard cannot work more than eight hours 
per day, and haste or any other spells will not 
alter the time required in any way, this effec- 
tively means that casting time for this spell is 
two days + ld8 days). Ali work must be uninter- 
rupted, and during rest periods the item being 
enchanted must never be more than t foot dis* 
tant from the spellcaster; if it is, the whole spell 
is spoiled and must be begurt agam, (Note that 
during rest periods absolutely no other form of 
magic can be performed* and the wizard must 
remain quiet and in isolation or the enchantmcnt 
is ruined.) 

At the end of the spell* the caster will know 
that the item is ready for the final test; He will 
then pronounce the final magical sytlable* and if 
the item makes a saving throw (which is exactly 
the samc as that of Ihe wizard) vs. spell* the 
spell is completed. The speUcasterV saving 
throw bonuses also apply to the item* up to ^3* 
A resuit of 1 on the ld20 roll always resuits in 
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Enchanted Blade 


failure, regardless of modifications* Oncc the 
speII is finished, the wizard can begin to place 
the desircd spell upon the item, The spe)! he 
pians to place must be cast within 24 hours or 
the preparatory spell fades, and ihe item must be 
enchanted agam. 

Each spell subsequently cast upon an objeci 
bearing an enchant an item spell requires 2d4 
hours per spell level of the magic being cast. 
Agam, durirtg casting the item must be touched 
by the wizard, and during the rest periods it must 
be always within 1 foot of his person. This proce- 
dure holds true for any additional spei is ptaced 
upon the item, and each successive spell must be 
begun within 24 hours of the last, even if the 
prior spell failed 

No magic placed on an item is permanent 
unless a permanency spell is used as a finishing 
touch. This always runs a 5% risk of draining 1 
point of Constitution from the wizard casting 
the spell. Also, while it is possible to teli when 
the basic spell (enchant an item) succecds, it is 
not possible to teli if successive castings actu- 
ally work, for each must make the same sort of 
saving throw as the item itself made. Naturally, 
an item that is charged—a rod, staff, wand, 
javelin oftightning, ring of wi$hes< etc.-—cannot 
be made permanent, Magical devices cannot be 
used to enchant an item or cast magic upon an 
objeci so prepared, but sero)Is can be used for 
this purpose, 

The materials needcd for this spell vary 
according to bolh the nature of ihe item being 
enchanted and the magic to be cast upon it. For 
example. a daak of disp/acement mtght require 
the bides of orte or more displacer beasts, a 
sword meant to slay dragons could require the 
blood and some other part of the type(s) of 
dragon(s) it will be effective against, and a ring 
of shooting stars might require pieces of mete- 
orites and the hom of ki-rin. These specifics t as 
well as other Information pertaining to this 
spell, are decided by the DM and must be dis¬ 
co ver ed or researched in play. 

Noles: Common spell (PHB). 

Enchanted Armaments 

Athasian Dragon King magic; 
psionic component renders the 
spell uncastable by wizards. 



Enchanted Blade 

(Evocatioa) 

Level; 2 
Range: Touch 
Components; V, S, M 
Casting Time: 1 tum 
Durat ion; Speci al 
Area of Effect; Creature touched 
Saving Throw: None 

When cast, this spell causes a sword blade of 
crackling electrical energy to appear in the recip¬ 
ienti hands. It is the size of a norma! long sword, 
but is virtually weighllcss. 

Electrical sparks flasti up and down the length 
of the glowing blade* The enchanted blade can be 
used in two ways—in norma I mei ce combat, or to 
Ore a bolt of crackling energy from its tip up to a 
range of 30 feet. An attack roll must be made in 
either case, Eifher method can be used ai any 
point in a combat (the wiclder decides), 

The spell has an absolute duration of 1 tum. 
However, it can disappear earlier, The sword 
can infliet damage up to the caster's level in 
six-sided dice to a maximum of 10d6 before 
disappearing, 

Before rolling the attack, the wiclder States 
how ni any dice will be used. If the hi t is suc- 
cessful, that arnoum of damage is inflicted, and 
that many dice are subtraeted from the sword's 
remaimng potential. However, the defender, if 
hil, is allowed a saving throw vs. death, If this 
save is successful, the damage is reduced by 
half If a 7th-level wu jen casts the spell, one 
attack can be made doing 7d6 of damage or sev¬ 
era! attacks can be made whose total damage 
equaIs 7d6. 

The enchanted blade is magical energy and 
thus can be used to hil creatures that can be hit 
only by magical weapons. However, the magi¬ 
cal bonus to hit such creatores is only +1 for 
every 4 levels of the casteCs experience (+1 at 
levels 1-4, +2 at levels 5-8, and so on). This 
bonus is only used to determine if the creature 
can be struck by the weapon; it does not 
improve the chancc to hit or Ihe damage caused 
by a successful hil. 

The maierial components for ihe spell are a 
small wooden sword and a sil ver rod. 

Notes: Common in oriental settings; virtually 
unknown elsewhere. 
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Enchanted Mirrors — Paramander 
(Altemdon) 

Levet: 5 
Range: Special 
Components: V, S, M 
CastingTime; l tum 
Duration: Permanent 
Area of Effect: Two mirrors 
Saving Throw: None 

This spell requires two spccially prepared mir¬ 
rors, These set up a resonating field that multi- 
plies the effect of the paramander^ magic. As the 
paramander casts the spell, the mirrors begin to 
emit a faint glow. They hover 3 feet apart above 
the grouncL facing each other, directly in front of 
the caster, and at his eye level, so thai his line of 
sight passes between them. 

Jn the last round of the casting time, the mir¬ 
rors will be in place, and the paramander 
cmplaces one of a limited number of spells into 
the area between the mirrors, If this is not done 
on the finat round of casting, the enttre spell 
complex fails and is wasied, The First spell effect 
fram the enchanted mirrors appears at the end of 
the tum in which the spell complex is completed. 
Thereafter, the effects of the emplaced spell are 
recast every third round. 

The cfifects of the emplaced spdl are at half the 
ability level of the caster (5th-level ability at 9th 
and lOth tevel T 6th-level ability at 1 Ith and I2th 
level, etc., to lOth-level ability maximum at 20th 
level). 

Gnly the spells listed here can be emplaced in 
the enchanted mirrors; othere will have no effect. 
If a spell is not released in a random direction or 
cemered on the mirrors, then it will be projected 
in a straight Hne-of-sight, paralie! to the mirror 
surfaces, along what was the casteFs line of sight 
when the mirrors were enchanted. Specific magi- 
cal spell effects are: 

Flare: This shoots a small ball of light, like a 
signal light, out in a random direction. The caster 
sets the range and either a color or sequente of 
colore, which will be repeated. 

Fog Cloud: Either effect can be specifted at the 
time of casting. The stationary effect is centered 
on the mirrors: the mobile effect moves at a con¬ 
stant 10 feet per round along the line-of-sight. 

Message: The direction is random and the con- 
tent of the message is fixed; subsequent recasi- 
ings repeat the original message. 

Audible Clamer. The exact sound or sequence 
of sounds is set, and repeats. 

Scare: The effect is projected along the Line- 
of-sight to a set range and Standard area of effect; 
the range cannot be changed. 


Oetect Invisibility: The path starts with the 
mirrors and extends along the Hne-of-sight The 
paramander is mentally atened if any hidden or 
invisible creature emers the path; a caster looking 
at the path can sec any hidden or invisible crea¬ 
ture in it. The spell duration makes this effec- 
tively continuous. 

Flaming Sphere: The sphere materi alipes next 
to the mirrors and rolls straight along the line-of- 
sight. 

Guj/ ofWind: The path starts with the mirrors 
and blows down the line-of-sight 

Confusion: The area of effect can be set any- 
wherc along the line-of-sight and within range; 
the area f s locat ion cannot be changcd, 

Dimension Door The destination is fixed with 
the initial casting. A single creature standing in 
the mirror line-of-sight and within 2 feet of the 
mirrors at the appropriate instant is transported. 

Fear: The cone originates at the mirrors and 
extends along the Line-of-sight, 

Guards and Wards: The spell is centered on the 
mirrors. As long as they are undisturbed, the spell 
remains in place. 

In addition, a light spell can be cast on either 
of the mirrors at any time without affecting its 
operation. 

If anything disturbs or comes between the mir¬ 
rors, both the enchanted mirrors spell and the 
repeating spell are canceled, and the mirrors fall 
to the ground, 

The caster can try to change the repeating 
spell, The original spell is dispelled by the 
eastefs dispel magic spell. This is 75% likely to 
remove the repeating spell; otherwise, the entire 
enchanted mirrors spell is dispelled and ceases to 
function. A successful dispel magic spell from 
another caster ends both the enchanted mirrors 
spell and the emplaced spell. 

The material components of this spell are two 
small, matehed mirrors of fine sil ver worth not 
less than 100 gp cach. 

Notes: Restricted to paramandere (a rare form 
of paladin/mage); common. 

Enchanted Torcta 

(Altera tion) 

(Akkemy t Fire) 

Level: 3 
Range: Touch 
Components: V, S, M 
CastingTime: 1 rd 
Duration: Permanent 
Area of Effect: l torch 
Saving Throw: None 
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This dweomer creales an everbumtng torch* The 
torch illuminates a 40-foo! radius, The enchanted 
torch cannot be extmguished by wind, or even by a 
gusr ofwind spell; nor will it go out if the torch is 
dropped. [t can bc extinguished by submera ion in 
water, lack of oxygen, or dispelling magic. The 
cnchantmcnt of this spell is not transferable; that is, 
another torch, a campfire, or a poo! of oil ignited 
by an enchanted torch will bum, but could be put 
out jusi as could an ordinary firc. 

The material components of this spcM are an 
ordinary torch and a pinch of phosphorus, When 
the spe 11 is casi, the phosphorus is sprinkled over 
the torch, which ignites with a fla me that bums 
indcfinitety 

Notes: Uncommon for Pire mages atid 
alchemists, rare for trans muters; otherwise very 
rare. Known to be in the Fire-Eye Scrolls . 
fUpdated from Dracon Magazine.) 

Enchanted Weapon 
(Enchantvnent) 

(Alchemy, Artifice) 

LeveJ: 4 

Range: Touch 

Components: V, S , M 

CastingTime: 1 tum 

Duration: 5 rds./lcvel 

Area of EfFect: Weapon(s) touched 

SavingThrow: None 

This spell turns an ordinary weapon into a 
magical one. The weapon is the equivalcnt of a 
+ 1 weapon, with + J to atiack and damage rolls. 
Thus, arrows, axes, bolis, bows, daggers, ham- 
mers, maces, spears, swords, etc., can be made 
into tcmporariiy enchanted weapons. Two small 
weapons (arrows, boits, daggers, etc.) or one 
large weapon (axe, bow, hamrner, mace, etc.) can 
be affected by the spcil* The spell ftmetions on 
exisling magical weapons as long as the total 
combined bonus is +3 or less. 

Missile weapons enchanted in this way lose 
their enchantment when they succcssfully hit a 
large t, but otherwise the spell lasts its full dura¬ 
tion. This spell is often «sed in combination with 
the enchant an item and permanency spells to 
create magical weapons, with this spell being cast 
once per desired plus of the bonus. 

The material components of this spell are pow- 
dercd lime and carbon. 

Notes: Common spell (PHB). 

Enchanting Gourmet, Quimby's 

See Quimby*s enchanting gourmet. 



Encompassing Vision, 
Mordcnkainen’s 

See Mordenkainerfs encompassing vision. 


Encrypt 

(DJusion/Fhantasm) 

Lcvel: 4 

Range: 10 ft +10 ft/level 
Components: V, S, M 
Casting Time: 4 
Duration: Permanent 
Area of EfFect: Special 
Saving Throw: None 

By means of this spell the wizard causcs a 
message of no more than 66 characters or letters 
in length to be made unreadable by anyone save 
the spellcaster, one other specific individua! 
named by the spcllcaster, and those entities 
referred to specifically by namc in that message. 
To ali others, the message appears as an iltegible, 
smudged scrawl. 

The magic of the spell defeats spells such as 
comprehend languages and read magic r but not 
true seeing, The message can be on any medium 
(paper, stone, wood or even soot or snow), but if 
the medium is destroyed, the encryptcd message is 
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dcstroyed as well. Otherwise, ihe encrypted mes- 
sage can be fully desiroyed only by a dispel magic 
or erase spdl or by the will of the original caster. 

The encrypted region radiales an aura of magic 
biii otherwise does not cal) attention to its pres- 
cnce. Magica I spei Is cannot be encrypted but any 
nonmagicai language can be. Individuals men- 
tioncd in the encrypted message see the message 
normally. If unable to understand the writing, 
they stili do not know what it says. 

Within Ihe limitatione of the spdl, encrypt can 
be used to coneeal the messages of the caster or 
of others. Longer messages can be encrypted by 
multiple eastings of ihe spell 

The material components of this spdl are a 
pinch of dust or fiuff and a feaiher, 

Notes: Rare spell Irom the Forgottkn Realms 
setting. Known to be in Orjalun s Arbutei 

Endless SIumber 

(Enchantment/Charmj 

(Atchemy) 

Lcvel; 8 

Rangc: Touch or special 

Components: V, S, M 

Casting Time: 8 

Durat ion: Permanent 

Area of Effect: I creature or object 

Saving Throw: None 

This powerful enchantment places its subjeci 
creature in a permanent,, unbreakable sleep. While 
sleeping* the creature remains in a state of sus¬ 
pendet! animation, rcquiring no air* food, or water. 
Subjects of this spell do not age, but tbcy always 
dream. Even ereatures normally resistant or 
immune to sleep cffccts are affected by this spell* 

The endless slumher spell must be cast e i Ihe r 
directly on ihe creature by touch, or else be cast 
on an object that dclivers the spell to its larget. If 
cast on an unwilling, mobile subjeci, the caster 
must make a successful attack roll. Failure means 
the spell is lost* 

If the spell is cast on an object the subjeci 
must eat the object (such as a fruit), be wounded 
by ii (a dagger or arrow), or wcar it (as a medal- 
lion or ring). Each method of delivering the 
spell has its own limitatione If cast on food, the 
spell dissipates if ihe object is not eaten within 
one day of ihe enchantment. I f cast on a weapon, 
the enchantment fails if the first attack fails. If 
cast on a decorative object, the enchantment is 
broken when the tokcn is removed from the 
sleeper, 

Dispel magic and Umited wish spei Is do not 


affcct this enchantment but a full wish speli can 
cancel it. Otherwise* ihe only means of waking 
the subjeci of an endless slumher spell is a single 
striet condition chosen by the caster upon com- 
plcting the spell. The most famous conditions 
include the slecpeCs retum to the place of his 
birtb, a solar cclipse* the death of an immorta) 
dragon, the kiss of a prince or princcss, or even 
the fall of a great ctnpire. 

The material components of this spdl are one 
emi re, perfeci, bluc lotus ftowcrand a pure chunk 
of amber. 

Notes: Uncommon for enchantcrs and Dream 
mages; otherwise rare. (Updated frora Dracon 
Magazine.) 

Energy Drain 

(Evocation, Necromancy) 

(Shadaw) 

Level: 9 
Range; Touch 
Components: V, S, M 
Casting Time: 3 
Duration: lnstantancous 
Area of Effect: I creature 
Saving Throw: None 

By casting this spell, the wizard opens a 
channd betwceo the plane he is in and the Neg¬ 
ative Energy plane, becoming the conductor 
bctween the two planes* As soon as he touches 
(equal to a hit if melce is involved) any living 
creature, the victim loses two levels (as if struck 
by a spectre). A monster loses 2 Hit Dite per- 
mancntly, bolh for hit points and attack ability. 
A character loses levels, Hit Dicc, hit points, 
and abilities pcrmancntly {until regained 
through adventuring, if applieable). 

The material component of this spell is essence 
of spectre or vampire dust. Preparation requires 
mere moments; the material component is then 
cast forth, and, upon touching the victim* the wiz¬ 
ard speaks the triggering word caustng the spdl 
to take effect instantly. 

The spdl remains effective for only a single 
round Humans or humanoids brought bdow zero 
energy levds by this spell can be animated as juju 
zombies under the control of the caster, 

The caster always has a 5% (1 in 20) chancc to 
be affected by the dust losing one point of Con- 
stitution at the same time as the victim is drained. 
When the number of Constitution points lost 
equals the casteCs original Constitution ability 
scorc, the caster dies and becomes a shade. 

Notes: Common spell ( PHB ). 
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Energy Transformation 

(Alteration) 

Level: 6 
ftange: 0 

Compone tus: V, S, M 
Casting Time: 4 rds. 

Duration; Spccial 

Area of Effect: 40-ft. radius 

Saving Throw: None 

This complex spell crcales a permanent, unde- 
tectable magica! field, It absorbs magica! dis- 
charges, such as spell effects and item functions, 
and uses (hem to power (that is, to externi the 
duration of) an existing magical spell or protec¬ 
tio^ with which the energy transformation is 
linked. The casting of the transformation must 
nam e this existing magic it is powering, and must 
also outline any desired limtts on the absorption 
area of The transformation, within the limits of 
the "arca of effect" given above, The spell field 
does not affeci any magical Uems or weapotis 
unlcss they are ustng a spelllikc effect when they 
contact the field; in such cases, the energy trans¬ 
formation field absorbs the spell effect but has no 
further effect on the item or weapon. 

The field absorbs spclls cast througb its area of 
effeci. It absorbs spells of ali types that come in 
contact with the field save abjuration and conju- 
ration/summoning spells, Any cxternal magical 
effects on weapons or itans will be sljghtly ham- 
pered by the field; for example, glowlng weapons 
or a continua! light spell cast on a torch will visi- 
bly dim and flicker whiie passi ng through an 
energy transformation field, 

In the Undermountain complex in the 
Forgqtten Realms setting, a wizard trying to use 
passwalf teieport, dimension door or a simi lar 
spell will encounter endless, overlapping fields of 
multiple energy transformation spells. The wizard 
simply tcleports or moves slightly toward the goal 
and the spell vanishes on contact with an energy 
transformation field. Maity of the wizard 
Halaster*s energy transformation spells silently 
drink the spell energy, using it to ftinher the magi¬ 
cal field that cloaks Undermountain^ passages 
and prevents scrying and teleportation magies of 
all types. Other uses might include a field around 
an icon, using spell energy to recharge a magical 
item within the icon itself. Only Mordenkainen £ 
disjunction, Umited wish. or a wish spell will 
destroy a single such field—a dispel magic will be 
absorbed by it without effect, 

The matenal components of this spell include no 
less than three '‘pcrmanenf* magical items (which 

J 


are consumed in the casting), three drops of Ihe 
caster^ blood, the eyc of any living creature, and a 
powdered diamond of not less than 5 t 0G0 gp value. 
Notes: Very rare spell from the Forgotten 
Realms setting; known to Halasler. 

Enervat ion 

(Necromancy) 

(Shadow) 

Level: 4 

Rangc: 10 yds./level 
Components: V, S 
Casting Time: 4 
Duration: ld4 hrs, + l hr./level 
Arca of Effect: 1 creature 
Saving Throw: Neg, 

This spell tcmporarily suppressos the subjecti 
life force, The necromancer points his finger and 
utters the incantatum, releasing a black bolt of 
crackling energy. The subject must roll a saving 
throw vs. spell, adjusted for Dexierity, to avoid 
the bolt. Success means the spell has no effect. 
Failurc means the subject is treated exactly as if 
he had bcen drained of energy levels by a wight, 
one level for every four levels of the caster. Hit 
Dice, spells, and other character details depen¬ 
dent on level are lost or reduced. Those drained 
to 0 level must make a system shock check to 
survive and are helplcss until the spell ex pire S. 

The spell effect cventually wears off either affer 
Id4 hours plus one hour per caster level, or affer 
six hours of complete and undbturbed resL Level 
abrlities are regaincd, but lost spells must be 
rememorized. Undead are immune to this spell 
Notes: Common spell (PHBf 

Enfeeble — Old Em pire 

(Necromancy) 

Level: 6 
Range: Touch 
Components: V, S, M 
Casting Time: 6 
Duration: Special 
Area of Effect: 1 creature 
Saving Throw; None 

This spell enabies a wizard to weaken the physi¬ 
ca! abilities of his target, making him weaker and 
less agile. The wizard must touch the victim within 
three rounds of casting the spell. ff he connects, the 
victim loses 1 point each of Strcngth and Dexterity, 
permanently. Characters with excepti onal Strcngths 
have their Strengths reduced to a basc of 18. One 
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point of lost Strength or Dexterity can be restored 
by a nestorotion, iimited wish , or wish spell Char¬ 
actere who havc cither charae teri Stic rcduced to 0 
become shadows, 

Creaturcs wirhout ability scores losc 1 HD of 
attacking ability (but not hit points) arui take a 1 - 
point AC penalty (to a worst AC of 10). Creatores 
rcduced to 0 Hit Dice or less cannot attaek and 
must make a saving throw vs. death magte or per¬ 
isti (that is, a roll of 16 or beitcr), 

The caster ages onc year each time a subjeci is 
sticcessfully draincd, The casting of this spell is 
an evil aef 

The material component for this spell is 
essence of shadow. 

Notes: Uncommon in the Old Empire; other- 
wisc very rare. As a ForgOTTEN Rbalms Old 
Empire spell, initial exposurc requires a mentor 
or a read Southern magic spell 

En h ance 

(Alteration) 


This spell is 30% likely io backfire when cast. 
This is modificd by -1% for each levei of the 
caster, A 16th-IeveI wizard, for example, has a 
14% chance of a backfire (30-16=*! 4). When the 
spell backfires, the wizard loscs ld4 points in the 
ability scorc named, 

Although many high-Icvel wizards know the 
enhance spell it is one they rarely use. Ii is pow- 
erfu!, dangerous, and exhausting, so it is 
employed only in the most dire circumstanccs» or 
to reward deeds truly worthy of hero i c status. 

The material component of the enhance spell 
de pernis upon the ability scare modificd. 


Strenglh The hom of a black bull 
Dexterity The whiskere of a eat 
Constitution The claws of a bear 


Intel ligence The tusks of a boar 

Wisdom Two wing fcathers firom an owl 
Charisma A lock of hair from a wotnan 
with a Charisma ofl 6 or more 
Notes: Uncommon spell 


Levei: 8 
Range: Toueh 
Components: M S, M 
Casting Time: I hr 
Duration: Special 
Area of Effeci: l person 
Saving Throw: None 

By means of an enhance spell the wizard can 
permanently increase onc ability score of his 
choice. The caster cannot cast this spell upon 
himself and casting it upon another individua! is 
so fatiguing that he must rest in bed for a fui I 
week (or lose one point oFStrength permanently), 

On those rare occasions when a wizard does 
cast this spell, he names the ability score to be 
modificd (Strenglh, Dexterity, Constitution, 
Intelligence, Wisdom, or Charisma). He adds one 
point to the destred ability score, The subject 
gains ali of the appropriate bonuses and special 
abilities associatcd with the new score. 

FoUowtng the casting of this spell however, the 
w izard loses ld4 Constitution points. Thus, if a wiz¬ 
ard uses this spell and rolls a 3, the wizard himself 
loses 3 Constitution points, This ioss is permanent. 

No ability score can be increased abave 22 by 
this spell, If a warrioCs Strength is modified to 
18, then percentile dice are rolled to dcterminc 
excepi i onal Strength, 

No ability score can be increased above 22 by 
this spell I f a warrioCs Strength is modified to 
18, then percentile dice are rolled to determine 
cxceptional Strength. 


Enhance Blood Ability 

(Alteration, Evocatlon) £ 

Levei: 3 • 

Range: Touch 
Components: V, S, M 
Casting Time: 2 
Duration: 3 rds. + I rd./levcl 
Area of Effect: Creature touched 
Saving Throw: None 

This spell enables a creature to tap the essencc of 
its bloodline directly to temporarily increase the 
power of one blood ability, The caster must know 
the bloodline derivation, blood ability» and ability 
power (minor or major) to be afFected. When the 
spell is cast, the chosen blood ability improves onc 
power—minor to major—for the duration of the 
spell Blood abilities of maximum levei gain no 
benefit firom the spell and blood abilities that have 
only one tevd of power cannot be cnhanced. 

At the end of the $peil's duration» the blood 
ability returas to normai The recipient then may 
not use the previously enhanced blood ability for 
one tum (he has stretehed it beyond its limita). 

The material components are two simi lar 
objects—one large and one small—representing 
the bloodline derivation of the target. (See the 
animal affintiy blood ability description in the 
Birthright rulebook fora list of totems.) The 
wizard breaks the smaller of the two totems dur- 
ing the casting of the spell 

Notes: Common in the Birthright setting; 
virtually unknown dsewhere. 
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En ha nce Fire Creature 
(Alteration) 

(Province: Flame) 

Reversi bie 

Level: 4 

Range; 10 yds/Ievel 
Componcnts: V, $, M 
CastingTime: 4 
Duration: ld6 rds. + 1 rd,/level 
Area of Effeci: J creature 
Saving Throw: Neg. 

This spell makes a creature of a fiery nature 
look and aet tougher. (Rccipicnts oflcn waive 
thcar saving throws,) The spell can enhance crea- 
turcs that dwell in fire or have the natural ability 
to manipulate fire, as well as creatores from the 
Elemental Plane of Fire, Examples include red 
dragons, hell hounds, cfrect* fire clcmentals, 
flame monoiiths, fire newts, and salamanders. 
Enhance fire creature does nothing to creaturos 
who mcrcly cast fire-bascd spells, such as the 
seven Magos of the True Flame. Nor does it 
affect individuals with fire-based magical items, 
such as fiametongue swords. 

A recipient of this spell looks bigger and more 
vigorous ihan before. Its flames are charged with 
scintillatmg vellow and purple streaks. More 
importantly, the recipient gains a +1 bonus to its 
attack rolls and damage. If a creature inflicts 
damage cxprcssed as a number of dice (such as a 
red dragon’s brcath weapon), then the bonus is +1 
point for each die of damage before any other 
modification is made. Finally, a creature native to 
the Elemental Plane of Fire gains a +1 bonus to 
each Hti Die. Damage is subtracted from the 
bonus hit points first 

The materia! component of enhance fire crea¬ 
ture is a rag steeped in piteh, 

The reverse of this spell, quench fire crea¬ 
ture , has the opposite resuit, The recipient Jooks 
less vigorous, and its flames are duller and red- 
der than usual. !t suffers a -l penalty to attack 
rolls and to each die of damage inflicted. A 
creature from the Elemental Plane of Fire suf¬ 
fers a -l loss from each Hit Die immediately. A 
successful saving throw negates the effects of 
this spell. 

The materia I component of quench fire crea¬ 
ture is a piece of damp cloth. 

Notes: Commem in arabian settings; very rare 

elsewhere. 



Enhance Maneuverability 

(AJteration) 

Reversi bt e 

Level: 5 
Range: lOyds. 

Componems: V, S, M 
CastingTime: 5 
Duration: ld4 rds. + 1 rd./level 
Area of Effeci: 1 ship, lOtons/level maximum 
Saving Throw: None or Neg. 

This spell can be casi on any speiljamming 
ship to increase its maneuvcrability class (MC), 
The maneuverability class can be inereased on)y 
one class by using this spell, for example, from 
MC C Io MC B. No ship can have its maneuver- 
ability inereased more than one class above its 
initial rating, regardJess of the number of increoxe 
maneuvemhility spe lis cast upon it 

The material component for this spdl is a vial 
of wind from an air-bosed world. 

The reverse of this spelt decrease maneuver- 
ability. acts similarly, but worsens the mancuver- 
ability of the ship. 

Notes: Commoti for spei Ic aster s from a spell- 
jamming culture; citherwise rare, 

Enhance Piant 

(Enchantment, tnvocatlon) 

Level: 5 
Range: Special 
Componems: V, S, M 
CaslingTime: 1 day + l-6days 
Duration: Special 
Area of EfFeet; I piant 
Saving Throw; Neg, 

This spell enhanees a living piant, Any natural 
piant (excluding molds, shambling mounds, 
hangmans trees, and the like) can be cnhanced in 
one respeet A grapevine could be made to grow 
faster, have broader leaves, bear sweeter fruit, 
and sq on, Only a single quality is cnhanced, and 
only if the piant normally has that quality, The 
piant must be normal and non-motile (incapable 
of independent movement). Once cast, the 
enhancemcnt Iasis as long as the piant lives; it 
cannol be reversed by a dispel magic spell, for 
example. Enhancements by means of this spdl 
alone are not passed on to the piant's offspring. 

Notes: Common for hedgc wizards and spe- 
cialists in nature magic; othcrwise very rare. This 
is the sccond version of the spell hedge enchant- 
mem. (Updated from Dracon Magazine.) 
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Enhance Rating 

(Alteratlon) 

Reverstble 

Level: 3 
Range: lOyds. 

Components: V, S, M 
Casting Time: 3 
Duration: ld4 rds, + I rd./level 
Area of Efifect: ] spe lljammer helmsman 
SavingThrow: None 

This speJl ean be casi only upon an individua! 
using a major or minor spelljamming hclm, This 
spell will raise the ship rating (SR, a mcasure of 
speed) of the spclljammmg ship by 1-2 points for 
the duration of the spell. Only one enhance ruting 
spell can be used at a time, A helmsman cannot 
cast it on himself. The spellcaster must be abie to 
see the helmsman upon whom the spell is to be 
cast. The spell not work if the helmsman is hiddert. 

The material component of this spell is a small 
ivory arrow, which is pointed upward as the spell 
is cast. 

The reverse of this spell, decrease rating, 
reduces the SR of the spelljamming helm and its 
user by 1-2 poims for the duration of the spell. 
The helmsman is allowed a saving throw vs. spell 
to avoid the effeet 

The material component is the same, but the 
ivory arrow is broken as the spell is completed. 

Noles; Common for speheasters from a speli- 
jamming culture; otherwise rare. 



This spell improves the effeet of empathic 
spells of 3rd level or less, including empathy, 
empathic seizure, empathic contrai, and empathic 
link . While this spell is in effeci, saving throws 
against any of the castefs empathic spells suffer a 
-4 penalty. In addition, the caster is completely 
protccted against empathic shock damage. The 
enhanced empathy spell also allows the caster to 
engage in other acti vities such as combat or spell- 
casting while maintaining his empathic spells. 

Notes: Common for menlalists; uncommon 
for enchanters and necromancers; otherwise rare. 
fUpdated from Polyhedron Newszine.) 

Enhanced Olfaction 
(Alteration) 
f Aichemy) 

Level: 2 
Range: 0 

Componente: V S, M 
Casting Time: 2 
Duration: 5 rds/level 
Area of EfFect; The caster 
Saving Throw: None 

This spell dramaticaHy increases the easter f s 
sensitivity to odors, giving him a sense of smell 
equal to that of the keenest bloodhound. This 
gives the caster a +2 bonus on surprise checks* In 
addition, while Ihe spell is in effeet the caster can 
(rack by scenlfadjudicated by the DM). 



Enhanced Empathy 

(Enehantment/Charm) 

(Mentalis m) 

Level: 7 

Range: lO yds/level 
Components: M S 
Casting Time: 7 
Duration: 5 rds/level 
Area of Effeci: The caster 
SavingThrow: Special 
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However, ihe caster*s sensinvity gives him a -2 
penalty to any saving throw against an olfactory 
attack, such as the stench of a ghasi, a troglodytc, 
a giant skunk, n stirtking doud spetl, and so on. 

The material component is a piecc of dried 
skunk eabhagc. 

Notes: Rare spell. (Updated from PolyhedroN 
NewszineJ 

En large 

(Atteratlon) 

(Dimension) 

Reverslbk 

Level; l 

Rangc: 5 yds./level 

Components: V* S, M 

Casti ng Time: 1 

Duration; 5 rds./level 

Area of Effeci: 1 creature or object 

Saving Throw; Meg. 

This spell causes instant growth of a creature 
or object, increasing both size and weight. H can 
be cast only upon a singie creature (or a symbi* 
otic or community entity) or upon a stngle objeci 
that does noi exceed 10 cttbic fect in volumc per 
caster level. The objeci or creature must be secn 
to be affiected It grows by up to 10% per level of 
experieuce of the wlzard, increasing this amouni 
in hcight, width, and weight 

A11 equipment worn or carried by a creature is 
enlarged by the spell. Unwilling victima are enti- 
tled to a saving thraw vs. spell. A successful saving 
throw means the spell faiis, ff insufficient room ia 
available for the desired growth, the creature or 
object attains the maximum possiblc size. bursling 
weak endosures in the process. but tt is constraitved 
without harm by stronger materiata—the spell can- 
not be used to crush a creature by growth. 

Magica! properties are not incrcased by this 
spell—a huge sword + / is stili only +l,a staff- 
sized wand is stili only capable of its normal 
functkms, a giant-sizcd potion merely requires a 
greater fluid intake to make iis magicaI effects 
operate, eic, Weigtu, mass, and suength are 
affected, though. Xhus T a table blocking a door 
would be heavier and more effective, a hurled 
stoue would have more mass (and cause more 
damage)* chains would be more massive* doors 
thicker. a thtn fine turned to a sizeable, longe r 
rope* and so on + A creature *s hil points* Armor 
CKass, and attack rolls do noi cbangc, but damage 
rotis increase proportionately wiih size. 

For example, a fighler at 160% nortnal size 
hits with his long sword and rolls a 6 for damage. 
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The adjusted damage roll is 10 {that is, 6x 1,6 = 
9 + 6, rounded up). Bonuses duc to Strcngth, class, 
and magic are not altered. 

The reverse speiI, reduce t negates the 
enlarge spell or makes creaiures or objecta 
smaller. The creature or objcct Joses 10% of ita 
original size for every level of the easter, to a 
minimum of 10% of the original size, There- 
after, the size shrinks by l-foot increments to 
less than I foot, by l-inch increments to l 
indu and by tfo-inch increments to a minimum 
of *Av of an inch—the recipient cannot dwindlc 
away to noihingness. 

For example, a 16-foot-tall giant rcduced by a 
15th-levcl wizard (15 steps) would be reduced to 
1,6 feet ( in nine steps). then to tt*of a foot or 72 
inehes (in one step), and finally to 2.2 inehes (in 
the Iasi five steps). A shrmking object may dam¬ 
age weaker materials affixed to It, but an object 
wi 11 shrink only as long as the objeci itself is not 
damaged. Unwilling creatures are allowed a sav- 
ing throw vs. spell. 

The materia! component of this spell is a ptnch 
of powdcred tron. 

Notes: Common spell (PHB). 

Enlarge Deseri Creature 

(Altermtion) 

(Province: Satui) 

Reversi Ide 

Level: 2 

Range: lOyds./level 
Components: V, S, M 
Casting Time: 2 
Duration: )d6 rds. + 1 rd./level 
Area of EfTect: 1 creature 
Saving Throw: Ncg, 

This spell allows the easter io inerease the size 
of a creature (including an intelligem one such as 
himself) in height, width, volume, strength, and 
weight, This inerease also boosts the damage 
inflieted by the creature’s physica! attacks pro- 
portionately. The wizard has no more and no less 
control over the enlarged creature after casting 
than he had beforc. 

The spell works best on desert creatures, but 
it can be cast on others, too. "Desert creatures” 
refers to animals and monsters that are nor- 
mally found in desert terrain. as well as individ* 
uals whose origins and backgrounds are in the 
desert (such as a desert nomad or ienktwetler), 
Anything carried or worn by the target of the 
spell increases along with him except a rider, 
should the target be a mount, The target can 



grow to a size chosen by the easter, with a max¬ 
imum 10% growlh per leve! of the easter Thus, 
a lOth-Ievel wizard can bring about 100% 
growth (doubling size), whlie a 20thdcvel wiz¬ 
ard can efTect 200% growth (tripiing the target 
creature^ original size). These are absolute 
maximums; neither the easter nor another wiz¬ 
ard can cast multiple enlarge spells on any 
given creature. If someone tries, the spell cast 
first is effective, but ali other enlarge spells are 
lost. An ornery wizard might hope to harm the 
target by increasing its size beyond that of its 
immediate surroundings. That carft happen. 
When the target meets a resisting force (even a 
te ut ceiling), growth stops before damage is 
ineurred. The DM T s best judgment applies, 

An enlarged creature can reach farther and 
move faster. (The lattcr is panicularly useful for 
a mount, provided the rider can remain seated,) 
Its new size never hampers ita normaI activities* 
including flight or climbing, As noted, its dam¬ 
age and movement inerease to the numbers 
appropriate to its new size, with all fractions 
dropped, However, the following statisties do 
not change: its Dcxterity, number of attacks, Hit 
Pice, hit points, and saving throws. (For exam- 
plc t a scorpion eould be increascd to the size of 
a dog f but its poisonous stinger would bc no 
more effective,) 

Every target of enlarge desert creature is 
allowed a saving throw vs. spell to avoid its 
effects. The save begins with a -6 penaity, but the 
pcnalty is adjusted by + 1 for every point of Intel- 
ligence above 12, Finally, if the target is not 
native to the desert, it gains another +1 bonus, 

The reverse, diminish deseri creature, allows 
the easter to shrink a creature by 10% for each 
level of the easter, to a minimum of 10% of its 
original size. Thus a lOth-levd wizard can 
shrink a beefy 6-foot-tall warrior to just balf a 
foot, The diminished individua! retains all Hit 
Dice and hit points, but attacks and movement 
rates are rcduced accordingly, with all fractions 
dropped. Otherwise, the reverse works jusi as 
enlarge, 

The material component of both versions of 
this, spell is a small stick of mahogany or teak. 

Notes: Common in arabian settings; very rare 
elsewhere. 


Enslave Elemental 

Athasian Dragon King magic; 
psionlc component renders the 
spell uncastahlehy mzards. 
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Ensnarement 

(ConjuraftonASuinmoning) 

(Geometry) 

Level 6 
Range: 10 yds. 

Components: V, S, M 
Casting Time: 1 tum 
Duratum Special 
Area of Effect: Special 
Saving Throw: Meg. 

Casting this spell attempta a dangerous act: to 
lure a powerful creature from another plane to a 
specifically preparcd trap, where it will be held 
until it agrees to perform one Service in retum for 
treedom from the ensnarement spell The type of 
creature to be ensnared must be known and stated, 
and if it has a specific, proper, or given name, this 
must be used in casting the ensnarement spell The 
spell causes an awareness of a gatdike opening on 
the plane of the creature to be ensnared. A special 
saving throw is then made to determine if the crea¬ 
ture detects the nature of the planar opening as a 
tnsp or bdieves it to be a gate. To save, the creature 
must roll equal to or less than its Imelligence score 
on Id20, The acore is modified by the difference 
between the creature's Intelligence and that of the 
speUcastei. If the creature has a higher scare, the 
difference is subtracted from ite dice roll to save. If 
the spellcaster has a higher scare, the difference is 
added to ihe dke roll 

If the saving throw succeeds, the creature 
ignores the spell-created opening, and the spell 
fails, If the saving throw fails, the creature steps 
into the opening and is ensnared, 

When so trapped, the otherplanar creature can 
freely attack the ensnaring wizard unless the 
caster has created a warding circle, Such circles 
may be temporary (drawn by hand) or permanent 
(inlaid or carved). Evcn with such protection, the 
entrapped creature may break free and wreak its 
vengeance upon the spellcaster. 

A hand-drawn circle has a base failurc chance 
of 20%, while one inlaid or carved has a base of 
10% (and that is for the fvrst time it is used to 
determine whether or not the job was dane prop- 
erly). The base chance is modified by the differ¬ 
ence bctwccn the wizard's combined Intelligence 
and expcrienee levd and the intelligence and the 
experience level or Hit Dice of the creature 
ensnared. If the spellcaster has a higher toral that 
difference in percentage poittts is subtracted from 
the chance for the creature to break free. If the 
creature has a higher total that difference is 
added to its chance to break free. 



The chance can be further reduced by careful 
preparation of the circle. IF the hand-made circle 
is drawn over a longer period of time, using spe- 
cially prepared pigments (1,000 gp value per tum 
spem drawing), the chance of breaking free ts 
reduced by 1% for every turn spem in prepara- 
tioa This can bring the base chance to 0%. 

Similarly, an inlaid or carved destgn can be 
brought to a 0% chance of the creature breaking 
free by inlaying with varians metals, minerals, etc. 
This cost will require a minimum of one fuit 
month of time and add not less than 50,000 gp to 
the basic cost of having the circle inlaid or carved 
into stone. Any break in the circle spoits the effi- 
cacy of the spell and enables the creature to break 
free automatically, Even a straw dropped across 
the line of a magic circle destroys its power. Fartu- 
nately, the creature withtn cannot so rnuch as place 
a straw upon any portion of the inscribed ward for 
the magic of the barrier absoluiely prevents it, 

Once aafely ensnared the creature can be kept for 
as long as the spellcaster dares, (Remember the 
danger of somethmg breaking the ward!) The crea¬ 
ture cannot leave the circle, nor can any ofits 
attacks or powers penetrate the barrier. The caster 
can offer bribes, use promises, or make threats in 
order to exact one Service from the captive creature. 

The DM will then assign a value to what the 
wizard has said to the ensnared creature, rating it 
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Enxtt Dream 


from 0 to 6 (with 6 being the most persuasive), 
This rating is then subtracted from the Intel IU 
gence score of the creature, [f thc creature nolis a 
successful Intelligence check against its adjusted 
Intelligence, it refuses Service. New offers, 
bribes, ctc., can be made, or thc otd ones re- 
offered 24 hours later* when the creature^ Inlelli- 
gence has droppcd by 1 point due to eonfinement, 
This can be repeatcd until the creature promises 
to serve* until it breafcs free, or until the caster 
decides to get rid of it by means of some riddance 
spell. Impossible demands or unreasonablc com- 
mands ane never agreed to. 

Once the single Service is completed, the crea¬ 
ture need only so inform the spellcaster to be 
instantly sent from whence it came, The creature 
mighi later seek revenge. 

Notes: Common spell (PHB), 

Enter Dream 

(Enchantrneiit/Oiarm) 


dreamer recognizes the caster as an intruder, or 
unless the caster announces that he is a wizard 
invading thc dream, the dreamer perceives thc 
message as a genuine dream, 

Altemately, the caster can remain passive and 
simply observes the dream, watching as thc 
dreamer *s unconscious mind reveals itself. While 
not as discreet as an ESP spell, enter dream can 
rcveal Information that the sleeper may not even 
realize when awake. For instance, a man ques- 
tioned about his long-lost brother may iruthfully 
answer that the boy ran away from horne when 
very young. The man’s dreams, however, may 
reveal that the man saw his father murder his 
brother, yet thc memory Ites buried in the sub- 
conscious mind, revcalcd only in dreams. 

The material component of this spell is a one- 
once strip of dneamwillow bark, which the caster 
must steep in hot water and imbibe. 

Notet: Common for Dream mages; uncom- 
mon for enchanters; very rare for others. 


Level: 2 

Range: LOyds./leve! 

Components: V, S, M 

Casting Time: l tum 

Duration: l tum/level 

Area of Effect: 1 sleeping creature 

Saving Throw: Special 

This spell sends the caster into a deep sleep, 
but it also allows the casteria own mind to enter 
the dream of another. The caster can observe the 
dreams of the spell'ii target, much as an audiente 
observes a p!ay, The spellcaster remains unde- 
tccted by the dreamer unless a saving throw vs. 
spell is successful (Wisdom modifiers apply), 
The caster can* however, purposefully reveal 
himself to converse with the dreamer or interact 
with the other elcments of the dream. In this case, 
the dreamer perceives the spellcaster as a pan of 
the dream, again unless he makes a successful 
saving throw. The spellcaster has no control over 
any aspect of the dream except his own actions. 

When he deteets the intrusion, the dreamer can 
attempt to ejcct the spellcaster from the dream. 
The contest is a matter of will, and the spellcaster 
must roll a saving throw vs. spell. As long as thc 
spellcaster succeeds, he can remain in the dream; 
if he fails, he awakes and cannot retum to the 
dream without casting another enter dream spell 
The dreamer can try to force the spellcaster out 
of the dream once each round* 

The enter dream spell has two mam uses. Like 
the 5th-level dream spell, it allows the spellcaster 
to deliver a message to the dreamer. Unless the 


Entomb 

(Altera tion) 

(Pravince: Sand) 

Level; 3 
Range; 30 yds, 

Components; V, M 
Casting Time; 3 
Duiation: 1 tum + i rd./level 
Area of Effecti 30-ff cube 
Saving Throw: Neg. 

This spell captures creatures in its area of 
effect by raising a block of solid stonc out of the 
earth to engulf them. The block must bc raised 
from natural earth, sand, rock or simi lar material, 
though it can burst through natural vegetation, 
Each target creature must make a successful sav¬ 
ing throw vs, £pell or be swallowed by the rock. 
Captured creatures can stili breathe and speak, 
but, they cannot break free or move unless they 
can pass through solid stone. Creatures that make 
their saving throws are not enfolded by the rising 
stone and are instead flung out of the area of 
effect, 

This spell is popular among dao slavetakers. 
Becausc it requires no somaric component, it can 
be used to preserve the secrccy of a slaving mis- 
ston. 

The material component is a cube of stone 
scored with lines on each side. 

Notes: Common in arabian settings; very rare 
elsewhere. 
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Enveloping Darkncss, NystuPs 

See Nyslurs enveloping darkness. 

Erase 

(Alteri (ion) 

(Geometry) 

Levd: l 
Range: 30 yds. 

Components: V t S 
CastingTime: ] 

Duration: InsiaiUancous 

Area ofEffect: i seroII or2 pages 

Saving Throw: Speciai 

The erase spei! removes writings of either 
magical or mundane nature from a scroll or 
from one lo two pages of paper, parchmcnt, or 
simi Lar sur faces. It removes explosi ve runes , 
gtyphs of warding, sepia snake sigih , and wfz- 
ard marks, but it does not remove itiusory script 
or symboh (see those spells), Nonmagical writ¬ 
ings are automatically erased if the caster is 
touching them; otherwise» the chance for sue- 
cess is 90%. Magical writings must be touchcd, 
and are only 30% likcly to be erased, plus 5% 
per caster levet, to a maximum of 90% (for 
example, 35% for a lst-lcvel caster, 40% for a 
2nd-level caster, etc.). 

Notes: Common spetl (PHB). 


The spell was developcd by elf mages (Prc- 
servers) who betonged to nomad tribes, and it has 
since been adopted by ali Athasian magic-using 
races who are both humanoid and do not already 
have clawed hands. 

The materia! component is a single erdlu claw. 

Notes: Common in the Dark Sun setting; very 
mre elsewhere. 



(Enchantmcnt) 


Erdlu Egg 


Erasement 

Reversedform> see memory. 

Erdlu Claw 

(Altera tion) 

Levd: I 
Range: Touch 
Components: V, S, M 
CastingTime: 1 
Duration: 5 rds./level 
Area of EfFect; 1 creature 
Saving Throw; None 

When this spetl is cast on a humanoid being, 
its flngemails grow into talons, precisely Hkc the 
claws of the erdlu bird. Once in this state, they do 
damage as Athasian hand razors (S/M: ld6+l; L: 
ld4+1), The claws do no damage to creatures that 
can be struck only by magical weapons. In gen- 
eral, this spell is memorized by a wizard as a 
weapon of last resort, if an enemy actually closes 
for melee, There are unconfirmed rumors that the 
spell is used in the process of enchanting real 
hand razors. 



Levd: 5 
Range: Touch 
Components: y S, M 
Casting Time: 2 tums 
Duration: 1 day 
Area ofEffect: 1 egg 
Saving Throw: None 

This spell causes an old erdlu egg filled with 
sand to become a fresh erdlu egg, with coments 
fit to eat. On any other world, the duration would 
be too short to do any practica! good, but on 
Athas, the disappcarance of the egg’s water will 
not come about until after it has already been 
sweated out of the recipienti body + Elf nomads 
developed this spell as a means of crcating an 
emergency food supply. Once the created food is 
eaten, the shell disappears, so a new shelt is 
required for each casting. Thus, possession of 
this spell doubles the number of erdlu eggs any 
tribe has. 

The material component is the old erdlu egg. 

Notes: Uncommon in the Dark Sun setting; 
virtualiy unknown elsewhere. 
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Erdlu Hide 


(Altera tlon) 


Level: 3 
Range: Touch 
Componenis: V, S, M 
CasiingTime: 1 rd. 

Durat ion: Spccial 
Area of Effect: 1 creature 
Saving Throw: None 



The wizard* of elf nomad tribes of Athas 
developcd this spell to provide an unarmored 
wizard with effective armor when he needs it the 
most. This spdl causcs the recipient*s skin to 
become as tough as the scaly hide of an erdlu, 
giving Ihe equivalent of scale mail (AC 6), This 
armor adds no weight or encumbrance to the 
wearer, lasting until successfully dispelle d or 
until the wearer sustains cumulati ve damage 
greater than 8 hit points, plus I hit point per leve! 
of the caster A protccted wizard ean stili cast 
spells. The erdlu hide spdl is cumulati ve with 
Dexterity and shield bonuses, but not with any 
other proteciive spell, such as giant fur or armor, 

The material component* for this spell are a 
pair of scales from an erdlu. 

Notes: Uncommon in a Dark Sun setting; vir- 
tually unknown clsewhere, 


(Evoeation) 


Erik's Quilis 



Lcvel: 3 

Range: 5 yds./level 
Components: \£ S, M 
CastingTimc: 3 
Duration; l to 3 rds, 

Area of Effect: I or 2 creatures within 20 ft. 
Saving Throw: Spccial 


This enchantment allows the caster to causc a 
number of magica! quilis (resembling porcupine 
quilis) to fly from his hands and unerringly strike 
a chosen targcf The quilis rcach their target even 
in a melee, and they seek chinks in armor and 
gaps in clothing when they strike. 

A wizard can conjure 2d4 quilis, plus l quili 
for every rwo levels above 5th; thus a 7th-level 
caster can create 2d4+l quilis, The quilis can be 
directed at no more than two oppanents, who 
must be within 20 feet of each other. 

Each quili inflicts 1 point of damage on the mitia! 
round. In the second rtmnd, a saving throw vs. spcll 
is allowed. Success ends Ihe damage: fartum means 
damage cqual to that of the fiist round is taken. 


In the third round, another saving throw vs« 
spcll is required. Success ends the damage; fart¬ 
ure means another round of identical damage is 
taken, At the end of the third round, ali of the 
quilis vanish. 

The enchantment is especially effective against 
spcllcasters, who cannot casi spells while suffer- 
ing damage from quilis. A shield spdl requires 
the caster to makc onc attack roll for the bursi of 
quilis aimed at the protected individua!. A miss 
means the shield speil stopped ali of the quilis 
aimed at that individua!. 

The material component is a porcupine quilL 

Notes: Uncommon or rare spell in Cerilia, the 
Bjrthright setting; virtually unknown elsewhere. 

ESP 

(Divination) 

(Mentalium) 

Level; 2 
Range; 0 

Components: Y S, M 
Casi ing Time: 2 
Duration: I rd^lcvel 

Area of Effect: 5 yds./lcvel (90 yds. maximum) 
Saving Throw: None 

When an ESP spcll is usctL the caster is able to 
detect the surface thoughts of any creatures in 
range—except for those of undead and creatures 
withoui minds (as we know them). The ESP is 
stopped by 2 feet of rock, 2 inches of any meta l 
other than lead, or a thin shect of lead foil, 

The wizard employing the spell is able to probe 
the surface thoughts of one creature per round, get- 
ting simple instinctual thoughts from lowerorder 
creatures. Probes can continue on the same crea¬ 
ture from round to round or can move on to other 
creatures. The caster can usc the spell to Help deter- 
mine if a creatum lurks behind a door T for example* 
but the ESP does nol always reveal what sort of 
creature ii is. If used as part of a program of inter¬ 
rogati on, an mtelligent and wary subject receives 
an initiat saving throw. Wisdom modifiers always 
apply, with a possiblc additional bonus up to +4 at 
the DM*$ oplion. If successful, the creature suc¬ 
cessfully resists and (he spdl reveals no additional 
Information. If the saving throw is failed, the caster 
can leam additional in formati on, according to the 
DM*s ruling. The creature*s Wisdom adjustment 
applies, as may additional bonuses up to +4, based 
on the sensilivity of the Information sought. 

The material component of this spelt is a cop- 
per piece. 

Notes: Common spell (PHB). 
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ESP —Witch’s 

(Dhination) 

Level: 2 
Range: Touch 
Components: V, S, M 
Casting Time: 2 
Duration: \ rd,/level 
Area of Effecti 1 creature/rd. 

Saving Throw: None 

This version of ESP requires Ihe caster to 
touch the subjcct and remam in physicaI contact a 
full round in order to probe his thaughts. Thus, it 
cannoi be used against an unwiliing subjeci 
unless the target is phystcally restrained or hcld 
in place. However, a elever caster could disguisc 
her intem by approaching the subjcct in a social 
situation and trying to make the contact look 
incidental; for cxample, she could take the sub* 
jcct*s arm while strolling together, or hold his 
hand while dancing, or some oiher innocuous 
activity. 

While the spell is in effect, the caster can 
probe Ihe surface thoughts of one creature per 
round, or maintam contact with ihe same creature 
for scveral rounds to make a more exhaustive 
search, 

The materia! component is a pinch of pow- 
dered mghlshadc. 

Notes: Witches are restricted to this version of 
ESP and cannot learn the Standard spell. A 
diviner or gypsy might (rarely) choose this ver¬ 
sion instead of the Standard version if the PM 
allows, (Updatcd from Dracon Magazine.) 

Estate Transference 

(Altera tlon) 

(Dimensioni 

Level; 9 
Range: 0 

Components: V T $> M 
CastingTtme: iOtums 
Durat ion: Permanem 
Arca of Effect: 2 sq. mi./level 
Saving Throw: None 

This powerful spell allows a caster to transfer a 
large area of land in the Prime Material plane to 
any of the elemental planes. AII buildings, 
people, and wildlifc within the area of effeci are 
also transported. The land fbrms a pocket of the 
Prime Material plane within the elemental plane. 
The pocket is a spherc with a diameter equa! to 
the diameter of the land. The surface of the 


pocket allows creatures to enter or exit the 
pocket, but prevents Ihe elements from entenng 
the pocket. 

Inside the pocket, the land is surrounded by air 
of a temperature matehing that of ihe Prime 
Material plane at the moment the land was 
moved, In addition, a source of water is created 
within the pocket. 

Before the spell is cast, the area to be moved 
must be surrounded by solid markers of material 
from the deslination plane. Thus, if a wizard 
wants to move his castle to the Elemental Plane 
of Fire, he must First surround the area with solid 
blocks of matter from the plane, such as hardened 
magma or magica!ly crystallized fire. The bfocks 
must be spaccd no more than fi ve feet apari and 
can be placed above ground or under the surface 
(at a depth of no more than three feet). 

The wizard must be within the area to be 
moved when the spell is cast. When the land 
moves, a hemisphedeal crater is left behmd in the 
Prime Maierial Plane. Inside its pocket on the 
destination pfanc, the land continues its existence 
as if nothing changed, with the excepiion of occa* 
sional visits from planar creatures. 

Any land that is moved in this manner cannot 
bc moved again with this spell. 

The material component (in addition to the 
markers) is ihe appropriate magical device to 
control elememals of the desircd plane ( howi 
commanding water elementats, hrazier eam - 
manding fire elementals\ censer controiting air 
elementah „ or stone contrai ling earth elemen* 
tah). The item must be permanently placed at the 
heart of the area of effect and cannoi be used for 
any other purpose. If the device is disturbed in 
any way, the spell immediatcly fails, allowing the 
energies of the elemental plane to flood imo the 
protccted area. 

Notes: Uncommon (7bM). 

Ethereal Banishment—OEd Emptre 

(Altera tion) 

(Dimensio») 

Level: 5 

Range: 10 yds./levet 
Components: V 
CastingTime: I 
Duration; 1 turn/level 
Area of Effect: l creature 
Saving Throw: Neg, 

This spell temporarily sends one creature into 
the Ethereal plane, The subject is trapped in Ihe 
Ethereal plane for the duration of the spell unless 
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relcased by the caster; any oihcr attcmpt to rcturn 
to thc Prime Matcrial plane will fail, except by the 
intervention of POwers or a wish spell, At the end 
of the spell thc creature is retumed to the plane it 
was banished (rem. An unwilling creature receives 
a saving throw vs, spell to avoid the effect 

The material component for this spell is a onc- 
eighth of a vial of oil of etherealness, or oil from 
a creature native io the Ethereal plane. 

Notes: Uncommon in the Old Empire; other- 
wise very rare. As a ForgOtten Realms Old 
Empire spell» initia! exposure requires a mentor 
or a rtad Southern magic spell. 

Etherealness 

Aka ethereal bamshment (Old Empire spell). 



Etherealness 

(AUeratkm) 

(Dimension) 

Levet: 6 

Range: Touch 

Components: V ( S 

Casti ng Time: 1 

Duration: I hr/level 

Area of Effect: Creature(s) touched 

Saving Throw; Ncg, 


By means of this spell» the wizard and up to six 
other crcatures joined by linked hands become 
ethereal (along with their equipmcnt). Whiic 
ethereal, the group necd not stay together The 
group f s presence ean be detectcd only by detect 
phase w true seeing, or similar spe! Is and effects. 
No physica!» or magica! attack can aflfect them, 
unless thc assailant is ethereal as well (although 
some monsters» such as the basilisk» have gaze 
wcapons whose powcr extends into the Ethereal 
Plane). The spell recipients are actually in the 
Border Ethereal and can stili perccive their physi- 
cal surroundings, but the world appears gray, 
misty, and indistinct to them. Note that as ethe¬ 
real crcatures here can perccive the physica! 
world» an individua! could scout out his surround- 
ings or make good an escape from the safety of 
the Border Ethereal. 

The wizard and his companions can remain in 
the Border Ethereal for up to one hour per level; 
when the spell expires» they rcturn to norma! 
existence, although the wizard can choosc to 
end the spei! before its full duration. The wizard 
also has the option of moving himself or the 
group from the Border Ethereal into the Deep 
Ethereal» in which case they remain ethereal 
when the spell ends. He will have to use this 
spell again or find another way back in order to 
retum to the horne plane. 

The wizard can use etherealness to banish an 
unwilling subject He musi make a successful 
attack roll in order to touch him* and the subject 
receives a saving throw vs. spell to negate the 
effect. An unwilling subject automatically 
remains in thc Border Ethereal for an amount of 
time specified by the wizard at the time of the 
casting» but no more than one hour per caster 
level When used like this» etherealness docs not 
affect the casten only the subject. 

Notes: Uncommon for dimensionists; other- 
wise very rare ( FO;SM ). 

Evaporate Fluid —Wltch 
(Altera tton) 

(Air, Alchemy) 

Level: 6 

Range: 10 yds./level 
Components: V ( S, M 
CastingTime: 6 
Duration: Instantaneous 
Arca of Effect: 50-fr cubc 
Saving Throw: Spectal 

This spell causes any mass of exposed liquid 
designated by the caster—within the speirs vob 
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ume limit—to sublimate into the atmosphere. 
Water, acid, blood, oif Chemical Solutions, poi* 
son, potions, or even molten rock or mctal can be 
transformed into harmless steam or vapor Even 
if the subsiance wotild norma!ly remain danger- 
ous as a vapor or gas, the evaporate fluid spdl 
renders it inert and completely safe; dangerous 
temperatores or toxic properties are dissipated. 
The caster cao aflect a volume up to a 50-foot 
cube or its equivalent. 

The fluid evaporatos from the enlire surface, 
lowering the level of the entire body of water at 
once. This spell does not allow the caster to cre¬ 
ate a passage or selectivcly reveal a submerged 
objeci, In large hodies of water, the wizartTs 
efforts may produce negligiblc or unnoiieeable 
results, 

The evaporate fluid spell can be focused to 
attack a single creature with an aqueous or liquid 
body, such as a water weird, a slimc, an ooze, and 
similar monsters. The creature is allowed a saving 
throw vs. spell to lgnore the effects, but if it fails 
it suffers 10d6 points of damage. Sueh creatures 
are likely to flee. 

The matcrial component is a bit of salt. 

Notes: Coramon for witehes; rare for others. 


EvarcTs Black Tentacles 

(Conj u ratinn/Sum moning) 

(Shadow) 

Level: 4 
Range: 30 yds* 

Components; V S, M 
CastingTime: 1 rd. 

Duration: l hr./levcl 
Area of Effeci: 30 sq* ft./level 
Saving Throw: None 

This spdl creates many rubbery* black tenta* 
cies in the area of effeci These waving members 
seem to spring forth from the earth, floor, or 
whatever surface is underfoot—-includiitg water. 
Each tentacle is 10 feet long, AC 4, and requires 
as many points of damage to destroy as the level 
of the wizard who cast the spell. There are ld4 
such tentacles, plus one per experience level of 
the spdlcastcr. 

Any creature within range of the writhing ten* 
lacies is subject to attack as de.ermined by the 
DM, The target of a tentacle attack must rotl a 
saving throw vs. spdl. If this succeeds, the sub¬ 
jeci suffers I d4 points of damage from contact 
with the tentacle: the tentacle is then destroyed. 
Failure to save indicatos that the damage infticted 
is 2d4 points, the ebon member is wrapped 
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around iis subjeci, and damage will be 3d4 points 
on the second and all succeeding rounds. Sinec 
these tentacles have no intelligence to guide 
them, there is the possibili ty that thcy cntwine 
any objeci—a tree, post, pii lar, even the wizard 
himself—or continue to squcezc a dead oppo- 
nenL A grasping hold established by a tentacle 
remairn until the tentacle is destroyed by sonae 
form of attack or until it disappears at the end of 
the spell's durat ion. 

The component for this spell is a piece of ten¬ 
tae le from a giant octopus or gianl squid. 

Notes: Common spell (PHB). 

Evasion, Elniinster’s 

See Elminsteris evasion. 

Everfire 

Loxt spell Supposedty from Dungeon* Magazine, 
no trace of this spell was found while this hook 
was heing prepared A reasonahle substitui ion is 
the ftrebrand spell) 

Everlasting Fire 

(Evocatlon) 

(Fire) 

Level: 4 
Rangc: 5 yds* 

Components; V, S, M 

Casting Time; 4 

Duration: Permanent 

Area of Effect: I objeci or construet 

Saving Throw: None 

This spell creates a very smail gate to ihc Ete- 
mcntal Plane of Fire, calling through flame about 
equal to that on a torch. The flame is complctely 
norma! in ali ways, cxccpt that since it comes 
from the Elementa) Plane of Fire, it needs no fljel 
and continues to buro under any circumstante— 
without air, undcrwater, when covered with sand, 
etc. The flame lights any flammablcs that touch 
it, and it never goes out unless a dispel magic 
spell (or a stronger spell, like limited w ish) is 
used to extinguish it. 

The everlasting fire spell can be cast on a 
mobile or stationary object, but it burns anylhing 
flammable. The spell eannot be placed on any 
type of creature except a magical construet. Most 
casters place everlasting fire on an object made 
of stone or sturdy metal. 

This spell can be used to make a magical item 
in the ssme manner as continuat Ught can be 
placed on a rod. Such an “everburning torch" 
must bc niade of some non flammable materi al. in 


order for the item to be carried safcly, some insu* 
lation should be used. A Daltim s proof against 
fire spell (describcd elsewhere) is a good way to 
make it possible to carry the “everburning torch" 
The material componente for this spell are a bit 
of wood soaked in lamp oil; the material is con- 
sumed during casting. 

Notes: Rare spelL Known to be in Daltim s 
Tome of Fire. 

Everpresent Record 
(Conjurarion/Summoning) 

Level: 4 
Range: 15 ft. 

Components: S* M 
Casting Time: 5 
Duration: I day/level 
Area of Effect: 1 creature 
Saving Throw: None 

The everpresent record spell rescmbles the i st* 
level wizard spell sorcerous serite , except that 
the wizard can cast it on another: a magical quili 
pen appears besidc the caster and begins writing 
all the subject says. One e the spell is cast, the 
subject can travcl any distancc away from the 
quili and it will continue to transcribe. Onty a 
successful dispel magic. limited wish, or wish 
spell will halt the writing, 

Vain wizards use this spell on thcmsclves to 
record all their words for posteri ty. A more use fui 
applicatioit, however, is to cast it covertly on an 
enemy to leam secret Information. The enchant- 
ment makes ordinary ink on the record perma¬ 
nent and ihe parchment extremely resistant to 
damage (+8 bonus to all saving throws). 

This spell can be costly. The wizard must pro* 
vide 100 sheets of parchment and a bottle of ink 
for each day the spell will last 

Notes: Uncommon for conjurers; rare for 
others. 
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Everwatching Skull 

(Abjumtion, llluslon/Phantasm) 

Level: 2 
Range: 20 yds. 

Componente; V* S, M 
CastingTime: l rd. 

Duraiion: 1 tum/level 
Area of Effect: 1 creature 
SavingThrow: Special 

This spell, also known as the curse of the grm- 
tting skull P creatcs the illusory image of a grin- 
uing human skull with twinkling eyes; it is 
visible to all U floats at the shoulder of the vic¬ 
ti m, lookittg at him and seeming to reaet to his 
actions, ti moves to always gaze into his eyes, 
responding to head and eye movcmcnts, From 
time to time, it moves its jawbone in a soundless, 
laughing motioa 

This image is nothing more than a nuisance. It 
can serve to scare off a known thief rntirk a being so 
that he can casily be folLowed through crowds, or 
anger a wizard into wasting destructive spells on it. 

A grmning skull reflects all dlspel magic spells 
back upon the caster. It is not affected by attacks 
or spells that deal physical damage. An antimagic 
shell or any relatcd spell of 4th level or higher 
(such as a minor globe of invulnerahility) will 
destroy it. 

When the spell is cast, the target crearure and 
the caster each roli ld20 and add their level to the 
resuit. Ef the caater's total is higher, the skull 
appcars-“but if the victimas total is greater, the 
spell is lost T and a distorted skull appears only 
momentarily. fliekers, and is gone, 

The spell's material components are a pieee of 
bone and a spark or flame. 

Notes; Very rare spell, (Updaied from Dragqn 
Magazine.) 

Evolve 

(Necromancy) 

Level: 8 
Range: Touch 
Components: Y S, M 
CastingTime: 1 rd. 

Duration: Special 
Area of Effect: l animal 
Saving Throw: Neg. 

With this spell, a wizard can cause a normal 
antmal to evolve and change into an intelligent, 
basically humanoid lifcform. By using evolve on 
multiple specimens and exerting patience, a wiz¬ 


ard can potemially create an entire race of servant 
creatures. 

The creature to be affected musi be a normal, 
nonmagical animal. Small creatures are usually 
the target of the spell* but a normal animal of any 
size can be used, Whilc mammats are the besi 
subjects, the spell can be successfully performed 
on all sons of creatures, includi ng such diverse 
animals as reptiles and inseets. The spell does not 
work on piante. The animal receives a normal 
saving throw based on its Hit Dice to avoid the 
effects of the spell; the saving throw is adjusted 
according to the creature^ life order, as summa- 
rized on the tabi e. 

Life Order Adjustment 

Mammal 0 

Bird +1 

Reptile +2 

Amphibian +3 

Fish +4 

Arthropod +5 

CKher +6 

If the animal makes its saving throw, nothing 
happens, but nothing prevents the wizard from 
trying again, If the creature falis its saving throw, 
the animal begins lo change; the exact change is 
left largety to the DM to determine, with the 
input of the player of the spellcaster. 

First, the creature grows or shrinks, approach- 
ing man-size, 

Sceond, the creature approaches a human 
appearanee. An animal with four limbs bccomcs 
one with two arms and two legs; one with a dif¬ 
ferent number of limbs might have more arms. or 
in certain cases, more legs. A leglcss animal suh- 
jected to the spell might grow limbs, but instcad 
might simply acquire a more upright appearance, 

If the resuit ing creature has hands, these are basi- 
caJly human in appearance; the creature’s face 
might also approach a human countenance, to 
some extern, A creature without hands develops 
some way to manipulate objects. 

Third, the creature acquires an average Intelli- 
gencc (8-10) and the ability to generate tan- 
guage, The being does not neeessarily know 
□nything, but has the ability to Icam (some have 
the ability to communicate in the language of 
their creator; this seems to happen randomly), 

Fourth, the creature becomes a being with ld3 
Hit Dicc (depending mostly on its size and dispo¬ 
sitioni As with the change in size, the creature 
approaches human norm: a creature less than I 
HD becomes a I HD creature, while one w-ith 
more than l HD is reduced to 2 or 3 HD. A crea- 
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ture that stans with 1 HD might remain at that 
level, or might increase to 2 HD + 

The creature'® other statistics—such as 
Armor Class, movemeiu rate, number of 
attacks* and damagc—are dependent on thc 
cxact type of creature in qucstion* its final size, 
and any other factors the DM includes. In gen- 
eral, thcse statsstics gravitate toward human 
nortns, though natural attacks should earry 
through, For example, a spider subjected to the 
evolve spefl might have a poisonous bite attack 
and the abiljty to make and move through webs; 
a dog used for the spell might have a bite attack 
and highly deveJoped senses of hearing and 
smell; an evolved frog could hop* but must stay 
moist. 

The evolved creature should not have magica! 
abililies of any kind, nor should it typically 
advance in any character classes. As a genera! 
guideline, refer to the numerous humanoid or 
near-humanoid monsters found in the 
MonstbouS Manu a i" accessory (see: aarakocra, 
builywug, crahman, ettercap t gnolk grtppli, 
kenku* kuo-toa, lizard mam locathah. manscor* 
pion, sahuagin* tabaxi, tako, and thri-krcen). An 
evolved creature might develop unusual powers 
or abilities* but the DM should adjudicate the 
situations carefully. 

The evolution of the subject takes place over a 
fuII day, beginning when the wizard is done casi- 
ing the spelL During this time* it is wise to keep 
the creature in a secluded place, where it cannot 
harrn itsclf, and where it can be observed, or pos- 
sibly even comforted as it goes through such 
great changcs. 

The creature 1 » overall personality is affected 
greatly by this formati ve period, and while there 
are no guarantees as to its disposition, it is more 
Hkcly to apprectate or admire an individual who 
at Icast appears to be caring and nurturing. 

When the day of evolution is over, the creature 
is fully fimctional, able to survive and Icarn. An 
evolved creature can likely breed with others of 
its kind allowing the new species to proliferate. 
The change cannot be reversed once completed 
by any magic short of a JuU wisk 

Besides the subject animal* certain material 
components are necded: a btt of organic materia! 
from the caster (such as hair or blood), a pearl 
worth at least 500 gp, and a miniature tool of any 
kind. The animal changes radically and thc com¬ 
ponents are consumed during casting. 

Notes: Rare spelL 
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Exalted Eye 

(Altera tion) 

(Mentali&m) 

Level: 7 
Range: Special 
Components: V, S, M 
Casting Time: 3 
Duration: I rdVIevcl 
Area of Effeci: Spccial 
Saving Throw: None 

This is a much more powerful form of the wiz- 
ard eye spclL By casting this spell, the wizard 
can view anywhcre within a 10 square mile area 
per level of the caster. For exsmplc, a lOth-level 
wizard can view within a 100 square mile area. 
The exalted eye moves one mile per round, haif 
that if it is scarching for something, and every- 
thing in view of the eye is subject to the spelFs 
automatic claimudience and clairvayance abi ti¬ 
ties, Further, the caster nccd not concentrate to 
use the exalted eye: he can perform other duties, 
resl, or cast other spells. 

The exalted eye cannot be seen by others, but a 
detecr magic spcll will show its location. A suc- 
cessful dispel magic will end the spell, 

The eye can move in any direction and, unlike 
a wizard eye t if can pass through solid objccts, 
including living creatures. The eye also can be 
used in conjunctiori with a crystal ball, giving the 
caster a much greater range. The caster uses the 
crystal ball to observe an area, and then casts the 
eye through the ball to whatever range the caster's 
level allows the eye to wandet 
The exalted eye is in some respects an exten- 
sion of the castefs mind, Therefore, if the caster 
has the ability to communicate telepathically, he 
can do so through the eye, 

The material component is an eyelash from the 
caster. 

Notes: Very rare spell. 

Exctiange 

Aka exchange wounds. 

Exchange Wounds 

(Nccroniincy) 

Levet: 8 
Range: Touch 
Components: X &, M 
Casting Time: 5 rds. 

Duration: Spccial 
Area of EfFect: 2 creatures 
Saving Throw; Neg. 


This spell is sim i lar to the empathic wound 
tranfer spell, cxcept that it allows the caster to 
transfer a hit point disability (of up to 2 hit pontis 
per level of the caster) beiween any two crea¬ 
tures, cxcluding the caster. The wizard must be 
able to the grasp both the creature with the dis- 
ability and the creature about to receive it without 
having to make atlack rolls, so the two beings 
involved must cither be willing to undergo the 
spell or else be sleeping or unconscious. 

The recipient of the disability is entitled to a 
saving throw vs. spell if unwilling. If the saving 
throw succeeds, the exchange is negated and 
nothing further happens. 

I f the recipient fails the saving throw, the dis¬ 
ability passes through the wizard infliciing him 
for an instant, if such a wound would norma!ly 
place the wizard below zero hit points, it immedi- 
ately docs so, and the spell ceases; the wounded 
creature is healed and the second (recipient) is 
unharmed. 

The material components for the spell are hair 
and blood from both creatures, two newt eyes, 
two wolf teeth (each from a different animal), and 
for a ruby fwonh at least 5,000 gp), which is 
shattered as the disability passes through the 
caster. 

Notes: Restrictcd to necromancera; rare. 

Excruciating Sereen, Otiluke's 

See Otiiuke*s excruciating screen. 

Expeditious Fire Extiuguisher, Nystufs 

See NystuPs expeditious fire extinguisher. 

Expeditious Retreat 
(Alteratton) 

Level: I 
Range: 0 

Components: V, S 
Casting Time: I 
Duration: 3 rds, + I rd./level 
Arca of Effect: The caster 
Saving Throw. None 

When cast, the expeditious retreat spell pro¬ 
vides the wizard with an amazing fleetness of 
foot, enabltng him to run in great leaps and 
bounds. The caster’s movement rate is tripled for 
the duration of the spell, so a wizard with a 
movement of 12 would be able to run at a rate of 
36 while the spell was in effect. In addition* the 
wizard can jump up to 5 feet in the air or make a 
15-foot horizontal leap with ease. 

The wizard does not have to move while the 
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spe11 is In effect, but if he moves ai ali, his uimat- 
ural speed and bounds prevent him from taking 
any other actions excepi for ninning—in olher 
words, hc can’l take a half-move and throw a mis¬ 
sile* or eharge, cast a spell, or do anything clse 
cxcept move, 

The wizard cannot tncrcase his movernent fur* 
ther by any means, including addirional move- 
ment-aflFceting magica! spells or items, 

Kerith* the spelFs creator, was a wizard noted 
for his astounding lack of courage in the face of 
even the most insigni f icant dangers. He de vel* 
oped this spei3 earty in his carecr to assis! in his 
frequent and precipitous withdrawals from com- 
bat. Kerith was noted for his cynica! observation 
to a compamon: 41 1 doiTt have to outrun the troll 
I just have to outrun yau” 

Notes; Uncommon speII {PO:SM) 

Expiosive Runes 

(Altcrstinn) 

(Artifice* Geometry) 

Level: 3 
Range: Touch 
Components: V t S 
CastingTime: 3 
Duratjon: Speeial 
Areaof EtTcct: 10-fL radius 
Saving Throw: None or % 

By tracing these mystic runes upon a book, 
map, scroll, or stmilar objeet bearing written 
Information, the wizard prevent* unauihorized 
persons from rcading his material. The expiosive 
runes arc difficult to deteet: 5% chance per level 
of magic-use of the reader: thieves have only a 
5% chance, Trap detection by spdl or magica! 
dcvice always fimis these runes, 

Whcn read, the expiasive runes detonate, 
dei i veri ng 6J4+6 points of da mage to the reader, 
who gets no saving throw. A like amoum, or half 
that if saving throws are made, is suffered by 
each creature within the blasl radius. The wizard 
who cast the spell, as wdl as any he instmets, ean 
read the protccted writing without triggering the 
runes. Likewise, the wizard can remove the runes 
whenever desired. Others can remove them only 
with a successful dispel magic or erase spelL 
Expiosive runes otherwise last until the spell is 
triggered. The item upon which the runes are 
placet! is destroyed when the cxplosion lakes 
place, untess it is not normally subject to destruc- 
tion by magical fire (see the item saving throws 
in Chapter 6 of the Dvngf.on Mastek Guide\ 

Note: Common spell (PHBf 


Extern! Fear 

Reversedform. see focus fear. 

Extension I 

(Alteratlon) 

Level: 4 
Range: 0 
Components: V 
CastingTime: 2 
Duratjon: Speeial 
Area of Effect: Spccial 
Saving Throw: None 

By use of an extension I spell the wizard pro- 
longs the duration of a previously cast 1 st-, 2nd-, 
or 3rd-lcvcl spell by 50%, Thus, a levttation spell 
can be made to function 15 minutes/level, a hold 
persan spell made to work for three rounds/level, 
etc. Naturally, the spell affccts only spells that have 
durations. This spell musl be cast immediately 
afker the spell to be extended, either by the original 
caster or another wizard. If a complete round or 
more elapses, the extension fails and is wasted. 
Notes: Common spell (PHB)> 

Extension 11 

(Alteratfon) 

Level: 5 
Range: 0 
Components: V 
CastingTime: 4 
Duration: Specta! 

Area of Effect: Speeial 
Saving Throw: None 

This spell is the same as the extension f spell, 
excepi it extends the duration of 1 st-through 4th- 
level spells by 50%. 

Notes: Common spell {PHB). 

Extension III 

(Alteration) 

Level: 6 
Range: 0 
Components; V 
Cast in g Time: 6 
Duration: Speeial 
Area of Effect: Speeial 
Saving Throw: None 

This spell is the same as the extension f spell, 
cxcept that it will extend Ist- through 3rd-level 
spells to doublc duration and will extend the 
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duranon of 4th- or Stb-leveJ spdls by 50%. 

Notes: Common spdl [PHBl 

Exterminate 

(Necromancy) 

Level: 1 
Range: 5 yds, 

Componems: V, S, M 
CastingTime: l 
Duration: instantaneous 
Area of Effect: 1 cu. ft./level 
Saving Throw: None 

This spei) instantaneously snuffs out the life 
forces of small rodents and vermin in the area of 
effect (1 cubic foot per level h induding such nor¬ 
ma! pests as flies, mice, beetles, rats< spiders, and 
the like, Only creaturos with up to 3 hit points per 
level of the castor (9 hit points maximum) and 
animal intdligence or less can be affected. 

More powerful wizards can affect bigger pests, 
induding large spiders, stirges, poisonous snakcs + 
and giant or huge centipedes. If the targeted crea- 
tures are extremely small (1 hit point or les&h an 
area up to l cubic foot per level can be cleansed of 
pestSi to a maximum of 10 cubic feei One larger 
creature per level can be kiflcd up to 10 creatures 
maximum. Familiars arc immune to this spdl, 

This spdl is well suited to indoor or outdoor 
applicatioris and is a favorite among nccro- 
mancers who live among pestilence. Cruci wiz- 
ards have bcen known to exterminate benign 
animals (and sometimes others' pets) with the 
spdl, The somatic gesture is a pointed finger, 
while the caster verbaltees a bw zzzt sound, 

The materia! components are a pinch of laven- 
der and dried garlic. 

Notes: Restricted to necromancers; common, 

Eye in the Sky, Darsson 's 

See Darsson*s eye in the sky 

Eye of Artifice 

See seven-eyes, 

Eye of Mystra 

(Alferatfon, Invocation) 

Level: 9 

Range: 10 ft/level 
Componems: V t S 
Casting Time: 9 
Duration: 1 rd. 

Area of Effect: I being or item 
Saving Throw: None 
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Eye of Pttwer 




This spell can bc used only by iruc servanis of 
Mystra, All others who cast it only see a floating, 
feminine eye appear. The eye winks mockingly at 
them and then vanishes. 

An eye of Mystra appears as an all-knowing, 
beautiful human orb aboul the size of the casterfc 
head. Its pupit is a very dark blue, and its lashes 
are long and black, It bends its gaze on a single 
being or item chosen by the c as ter, and a visible 
ray of cold blue lighl as large as the eye, and as 
long as is necessary, leaps oul from it. 

The ray never misses, and when it falis on the 
chosen irem or being, all magic is removed firom 
ihat target—mcluding memorized spells and 
enchantments that ha ve not takcn cffect yet or are 
long terni. Magical aging and longevity are both 
reversed, and any magical disguises or 
shapechanges are stripped away. Healing, neu* 
Iralizc poison magic, and the like that occurred in 
the past are unaffeeted. Psionics are also unaf- 
fectcd by this spell, as are other items or beings 
the ray may pass over or touch on, Only the cho¬ 
sen larget is **disenehantcd.” 

This spell does not remove spellcasting ability 
from any creature, though its draining effect on 
magical items is permanent. Magical artifacts are 
immune, or partially immune, to the effeets of the 
eye, 

An eye of Mystra fails when used against a 
being who is one of the Chosen of Mystra. If the 
caster of an eye of Mystra is forced to use the 
spell under compulsion* its effect is only the 
mocking wink* 

Notes: Restricted to true servants of Mystra 
(the Forggtten Rkalms setting goddess of 
magic)—the Scven Sistere, Elminster, and a fcw 
others; very rare. 

Ey« of Power 

(Alteratiorc* Evocation) 

Level: 9 

Range: 10 ft./level 
Componcnts; X S 
Cast ing Time: 1 tum 
Dumtion: 1 rd/levet 
Area of Effect: Special 
Saving Throw: Special 

This spell enables the caster to create a wiiard 
eye that is akm in all respects to the effect of the 
4th4evel wizard spell of the same name, except 
that it can appear anywhcrc, at any distance from 
the caster in the spell range, it is a visible, ftying 
eyeball. and spells can be cast through it. 

In other words, the caster can work spells in 


the usual way, but eleci to have them erniued 
silently from the eye, as if the eye was one of the 
caste r*s hands. Saving throws against the se mag- 
ics are permitted if the spells normally allow sav¬ 
ing throws. 

The caster need not concentrate on the eye to 
maintain its exsstence. but must do so to move it, 
Only one spell per round can be cast through the 
eye, and the eye halts during the casting. Only 
spells of 7th level or less can be cast through an 
eye of power More powerful spells fati, simulta- 
ncously causing the eye to collapse. No being 
other than the creator of an eye of power can cast 
spells through it, 

Jf the eye is destroycd by damage, the spell 
ends early, 

Notes: Restricted to the Seven Sistere, their 
apprentices, and select Harpere; very rare. 


Eye of Power: AC 1; MV 11 21 <A); hp 77; 
SD makes saving throws as if tt wcre the caster. 


Eye of Sfone 

See seveo-eyes, 

Eye of the Eagle*Tenser’s 

See Tensefs eye of the eagle. 

Eye of the Mage 
Eye of the Mind 
Eye of the SouI 
Eye of the Sword 

See seven-eyes, 

Eye of the Tiger, Tenser’® 

See Tenser’s eye of the tiger. 

Eye of Venom 

See seven-eyes. 

Eye-Shield — Dragoti Knight 

(I nvocatton/E vocati on) 

Level; 3 
Range: Touch 
Componcnts; X S t M 
CastingTime: 3 
Duration: I hr./level 
Area of Effect: Creature touched 
Saving Throw: none 

This spell causes the subjecfs eyes io be pro- 
tected from all dazzling condii ion s and targeted 
magica) effeets that impair vision, a)though there 
is no tangible barrier before the creature *s eyes. 
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An individual protected by this spell suffers no 
penalties to vision or attack rolls due to glare 
from thc sun or from spell s such as blindness or a 
darkness spell cast to blind. It does not allow nor- 
mal vision in areas of magica! darkness nor does 
it countcr the effecis of dim lighling or natura! 
darkness, 

Notes; Rcstricted to Dragon Knigbts of Krynn 
(in thc Dragonlance setting) and those trained 
by them; common. 

Eyebite 

(Knchantment/Chiirm, IHuston/Phantasm) 
(Mentalium) 

Level: 6 
Range: 20 ytk 
Components: V, S 
Casting Time: 6 
Duration: 1 rd./3 levels 
Area of Effect: l creature 
Saving Throw: Special 

An eyebite spell enablcs Ihc castcr to mcrely 
meet the gaze of a creature and speak a singlc 
word to cause an cffect. This gaze attack is in 
addition to any other attacks allowed to the wiz¬ 
ard. The wizard selccts onc of four possible gaze 
attacks at the time the spell is cast T and this attack 
cannot be changed. For cxample, a I2th-level 
castcr who chose fear would have four opportuni- 
ties to make gaze attacks causing fear* one for 
each round of the spell*s duration. Any gaze 
attack is negated by a successful saving throw vs + 
spell, with Wisdom adjustmcnis. The four efifects 
of the spel l are as follows: 

Charm: The wizard can charm a single person 
or monster by gaze and by uttcring a single word. 
The cffect is to make the charmed subjeci 
absolutcly loyal and docile to the castcr, even to 
the point of personal danger. II is otherwisc the 
same as a charm monster spell. AII creatures 
other than humans, demihumans. and humanoids 
save with +2 bonuses. 

Fear: The wizard can cause fear by gaze and 
by spcaking a single word. The subjeci flees in 
blind terror for ld4 rounds. Aftcr this* thc crea¬ 
ture refuses to face the caster and cowcrs or 
bolts for thc nearest cover if subsequently con- 
fronted by the caster (50% ehance of either). 
The lattcr cffect lasts one tum per caster level. 
This attack can be negated by spell s Ibat counter 
fear 

Sicken: This power enables thc caster to merely 
gaze, speak, a word and cause sudden pain and 
fever to sweep over the subjecti body, Creatures 


with ability scores funciioti at half effectiveness; 
others inflict only one-half damage wilh physical 
attacks. Movement is at one-half norma! rate. The 
suhject remains stricken for onc tum per level of 
the castcr, after which all abilitics return at the 
rate of one point per tum of complete rest or one 
point per hour of moderate activity* The effects 
cannot be negated by a cure disease or heal spell, 
but a remove curse or successful di spei magic 
spell is effective. Creatures other than humans* 
demihumans, and humanoids save with +2 
bonuses versus this attack. 

Sieep: The wizard can cause any indivtdual 
to fall into a comatose slumber by means of a 
gaze and a single word, unless the subjeet suc- 
eessfully rolls iis saving throw vs. spell. Crea¬ 
tures normally subjeet Io a Isi-level sieep spell 
save with a -2 penalty. An affected creature 
niust be shaken or otherwise shocked back to 
consciousness. 

In all cases, the gaze attack has a speed factor 
of 1. This spell does not affcct undead of any 
type, or extend bcyond thc plane occupied by the 
caster. Note that the caster is subjeet to thc effects 
of his reflected gaze and is allowed any applica- 
ble saving throw. In the case of a reflected charm 
gaze* the caster is paralyzed until it wears off or 
is countered. 

Notesr Common spell (PHB)> 

Eyefire 

(E vocat ion) 

Level: 5 
Range: 0 
Componcnts: V* S 
Casting Time: 5 
Duration: l rd./3 levels 
Area of Efifect: I cneature/round within 
20 ft. + 5 ft,/level 
Saving Throw: l A 

This dramatic spell causes the caster*s cyes to 
glow a fearsome* bright cmcrald green. The 
round of casting* the easter T s entire countenanee 
takes on such a frightemng aspect that every 
creature with less than 4 Hi! Dice or levels must 
pass an immediate morale check or run away in 
terror. 

The nexi round, the wizard can discharge 
twin bolts of erackling green energy at an oppo¬ 
nent, who musi be within the arca of cffect (65 
feet at 9th level* 70 fcei at lOth* etc.). The attack 
causes ld8 points of damage per level of the 
caster (save vs. spell for half damage)* to a max¬ 
imum of I5d8. In subsequent rounds, the caster 
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Lytrs of Ihc Undead 





can change targets and attack within a 90° field 
of vision- 

Spdl duration is one round per three levels of 
the caster, to a maximum of five rounds, so a 9th« 
level caster can attack with eyefire twicc, a 12th* 
level caster thricc* and so on. Exposed magical 
items carried by those who fati their saving 
throws vs, spell must save vs, magical fire or be 
rendered nonmagicaL Normal items are unaf- 
fected. 

Notes: Very rare spcll t originally from the 
FoRGOtTEN R&alms setting. 


forged between the necromancer and the cadaver, 
allowmg him to see and hear anything that the 
corpse can, Only an unwilling undead creature 
receives a saving throw vs, spdl to avoid the 
dweomcr. If the undead creature is a wiiling ser¬ 
vant of the necromancer, no saving throw is nec- 
essary, and a dead body receives no saving throw. 

Since a dead body is not able to direct its eyes t 
it is unlikely to see much of use unkss preparedl 
although it can be an effective listener. An undead 
creature, able to move around* and is a better sub- 
ject for the spell, 

The necromancer cannot control the undead 
creature through this spdl, but must rely upon the 
creature *s orders or instinets to provide the appro- 
priate views, The more self-willcd and intelUgenl 
the undead, the better the chance of seeing or 
hearing something uscfuL 

Although the corpse must be within 30 yards 
of the necromancer when the speil is casi, the 
caster can be up to one mile away and stili see 
and hear through the undead creature* In the 
Ravknloft setting, the spdl ceases to work if the 
caster and undead are in different domains and 
the borders of either domain (or any mtervening 
domain) are dosed. 

The material components for this spdl are an 
eye and an ear of a dead man, Castmg this spdl is 
cause for a Ravekloft powers check. 

Notes: Restricted to necromancers and undead 
spei lea sters; uncommon. 

Eyesore, DrenaTs 

See DrenaTs eyesore. 


Eyes of the Undead 
(Necromancv) 

Level: 4 

Rangc; 30 yds. 

Components: V, S, M 
Casting Time: 4 
Duration: l hr./icvel 
Area of Effeci: 1 undead creature 
Saving Throw: Neg. 



This spdl is cast upon any dead or undead 
body of Small size (S) or less. Once cast, a Link is 
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Fabricate 
(Altera tion, Endiantmcnt) 
(A Ichemy, A rtifice) 

Level: 5 

Rangc: 5 yda./level 
Componente: V, S, M 
Casting Time: Special 
Durali on: Permanent 
Area of Effcct: I cu, yd./level 
Saving Throw; None 


By means of this spell, the wizard is abte to con- 
vert materiat of one sort into a produci that is of the 
same materiaL Thus, the spellcaster can fabricate a 
wooden bridgc ffom a ctump of trees, a rope ftom a 
pateh of hemp, clothes from flax or woo), and so 
forth. Magica! or living things cannot be ereated or 
altcrcd by a fabricate spell. The quality of items 
made by this spell is commensurate with the qual- 
ity of materia! used as the basis for the new fabrica- 
tion. If the caster works with a mineral, the arca of 
eflfect is reduced by a factor of 27 (I cubic foot per 
levet instead of 1 cubic yaidl 

Allicies requiring a high degree of craftsman- 
ship (jewelry, swords, glass, crystal, etc.) cannol 
be fabricated unless the wizard otherwise has 
great skiJI in the appropriate craft. 

Casting requires one fui! round per cubic yard 
(or foot) of matcrial to be affectcd by the spell 
Notes: Common spell 




aL.WiS 


Face-BJur — Ninja 


Fabricate — Wu Jen 

This 3rd-level spell is the same as the 
Sth-level version, except for a casting 
time of 3. It is restricted to those 
rramed in oriental magic; common . 


Q 


Fabulous Fireball, Fallion’s 

See Fallion s fabulous fireball. 




Face 

(Enchantment/Charm, 

[Iliisicm/Phantasm) 

Level; 3 

Range; Touch 

Components: V, S, M 

Casting Time: 1 tum 

Duration: 2 tums/level 

Area of Effcct: Creature touched 

Saving Throw; Special 


By means of this spell, the wu jen is abte io cre¬ 
ate the illusion that he is of a higher social level, 
litte, office, or position than he actually is. When 


cast, the wu jen decides what particuiar 
thing is increased—social level» title, or 
office. Upon completion ofthe spell, the 
appropriate status is increased by ld4 ranks. The 
spell surrounds the wu jen with the appropriate air 
of confidence, aura of power, mannerisms, speeeh, 
and etiquette appropriate to the rank. 

Upon those unfamiliar with the rank assumed 
the spell has a greater than normat effeci. They 
give the wu jen an inordinate amount of respeet, 
their encounter reaction rotis are 10% greater 
than that dictated by the assumed mnk (or -2 on 
the encounter reactions, Table 59, in the DMG). 
They unhesitatmgly believe the wu jen really is a 
member of the assumed position and is quite 
fearsome and powerful. The confidence he radi¬ 
ales impressos those affectcd greatly. Those 
familiar with the rank assumed arc allowed a sav¬ 
ing throw vs + spell If faitedL they treat the wu jen 
as if he were of the assumed rank. If successful, 
they begin to notice slight flaws in the behavior 
of the wu jen. After one tum they beeome suspi- 
cious of the wu jen and after two tums they real- 
ize he is an impostor. Whcther they communicate 
this to others and what actions they take depend 
on the situation. Those of higher status are also 
allowed a saving throw vs, spell with the same 
resutis for succcss or failure. Of course, they 
never treal the wu jen as an equal. The materia! 
component for this spell is a drop of honey. 

The reverse of this spell, Iase face, causes the 
victim to beeome socially graccless. The victim 
must be touched (normat attack roll) but no saving 
throw is allowed. The victim and those with him 
arc not immcdiately aware ofany changc, but when 
social graces are Important the victim somchow 
manages to do the wrong thing to the obvtous 
notice of those around him. The exact effeci of 
such blunders are adjudicated by the DM, depend- 
ing on the situation and NFGs involvcd. 

The materia! component for Iase face ts a 
small piece of charcoal 

Notes: Common in oriental settings; very rare 
elscwherc. 


(lltission) 


Face-Blur — Ninja 


Level: 1 
Range: Touch 
Componcnts: S 
Casting Time: 4 rds. 

Duration: 1 for./level 

Area of Effeci: Creature touched 

Saving Throw: None 
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The fiinja casis this speiI on himsclf or on 
another* willing subjeci. The spell alters the sub¬ 
jecti features slightly, making them unremark- 
able—neither handsome nor ugly. The gaze of 
any witness slides right off the features of a crea¬ 
ture affected by this spell. 

Someone who is keenly and alertly looking at 
the faces of everyone he sees* such as a dedicated 
guard scanning a crowd to find someone who has 
just disappeared into it ? gets a saving throw vs. 
spell to avoid its effect». If the observer makes his 
saving throw, he sccs the actual features instead of 
the nondescript face, Immunity to the spell lasts the 
length of the spell duration* but the spell itself is 
not dispelled and wiii worit on people who have not 
made their saving throws, The person who success- 
fiilly saves against this spell has no idea that a spell 
is in effect; he does not see the false features fade 
away and feels no hint of magic. 

This spelTs success depends on the creature i 
maintaining a mental attitude of dullxiess and 
boredom. When a creature deliberateiy does 
something interesting while wearing this spell— 
if he attacks someone, saves a lifc, or robs a mer- 
chant—the spell ends and every witncss can see 
his truc features. This spell can be cancelcd by a 
dispei magic spell. 

Notes: Restricted to ninja and those trained by 
them; common. 


Facet 


(Alteratlon) 



Levd: 5 

Range: Touch 

Components: V, M 

CastingTime: l tum 

Duration: Instamaneous 

Area of Effect; l gem or picce of jewelry 

Saving Throw: Special 


The facet spell increases the value of a gem or 
picce of jewelry by removing flaws and improving 
the quali ty of the gem, When a wizard successfully 
casts facet upon a gem or item of jewelry set with 
gems* the value of the piece doubles. Thus a wizard 
successfully casting^fticef on an emerald valued at 
500 gp increases the gem's value to J f 000 gp. The 
gem or piece to be enchanted must succccd in an 
item saving throw vs. crushing blow. 

If the wizard has the gem cutting or appraising 
nonwcapon proftciency» the saving throw is at a 
+2 bonus. If this spell is cast on the same item 
more than once, the saving throw receives a -1 
penalty for each successive casting (thus the third 
casting would receive a -2 penalty, ctc.h A gem 


or piece of jewelry worth more than 25*000 gp 
cannot be enchanted by the facet spell. 

The spell was developed by a Khinasi wizard- 
merchant of Cerilia (of the BiftTHRJCrHT setting). 

The material component is a jcwelcr’» polish- 
ing cloth, which must be rubbed across the gem 
or jewelry to be enchanted. 

Notes: Common in the BiRTHRroHT setting; 
otherwise virtually unknown. 

Faerie Sword — Elf 

(1 n voc a do n / E vocati on) 

Leve!: 7 
Range: 0 

Components: V, S, M 
Casting Time: 6 
Duration: 1 rd ./2 leve Es 
Area of Effect: Special 
Saving Throw: None 

This spell creates a slender, shimmering sword in 
the caster's hands. The sword gives a single-class 
mage a +4 to hit, and can hit creatures that can be 
hit only by magica! weapons, The sword inflitts 4d4 
points ofdamage against man-sizcd or smaller 
opponents* and 5d4 points agamst larger creatures. 

A caster who successfully attacks can clcct to 
inflici either damage or a random magical effect 
upon the target. If the caster elects to tnflict a 
magical effect* roll d!0O* add the caster'» level, 
and refer io the table. 

Die Roll Effect 

01-25 No effect; victi m takes no damage 
26-50 Target suffers 8d4 points of damage 
51-75 Target suffers 1 Qd4 points of damage 
76-85 Target tmprisorted in forcecage 
86-90 Target randomly polymorphed 

91-95 Target must successfully save vs, pet- 

riftcation or be tumed to stone 
96-97 Target randomly te I eported d 100 yards 
98-99 Target randomly teleported dl00 miles 
100+ Target dies; saving throw vs. death 
magic negatos this effect 
The material component of this spell is a tiny 
gold or crystal sword (worth at least 250 gp), which 
disappears immediately atter the spell is cast. 
Notes: Restricted to cives; rare, 

Faithful Hound, Mordenkainei^s 

See Mordenkainen’s faithful hound. 

Faithful Phantom Defenders, 
Mordenkainerfs 

See Mordenkainen's faithfuJ phantom defenders. 


J 


338 


V 




A 


False Fa«e 
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FaithfuI Phantom Guardian, 
Mnrdenkiiinen's 

See Mordenkainen^s faithful phantom guardiaa 

FaithfuI Phantom Shicld-Maidens, 
Morde nkaineifs 

See Mordenkainen*s faithful phantom shield- 
maidens. 

Falling Wall 

(Evocation) 

Level: 2 
Range: 0 

Components: V, S, M 
Casting Time: 2 
Duration: 2 rds. 

Area of Effect: 20 x 20 ft. by 4 in. thick 
Saving Throw: None 

This spell enables the caster to create a tempo- 
mry wall of armor piate, which “falis” into place 
from above. The wall is stationary once it strikes 
an immobile surface {fleor or ground) and 
remains unmoving* regardless of force dtrectcd 
against it, trntil the spell expires (whereupon it 
melts away). It can withstand anything short of a 
dispel magte or dis integrate spell, or contact with 
prismalic magic of any sort (ineluding the color 
spmy spell). Firehalls that strike it will rebound, 
fiaming spheres and the like are halted, and so on. 
Magic missiles dodge around it unless it com- 
pletely seals an opening, such as a doorway 
(which is Ihe most commori use of the spell), 

A falling wall is Lightning-fast Though it is very 
rare for one to hit a creature or moving object, if 
this occurs the wall strikes for 2d4+12 points of 
damage. More often, the wall slams down in the 
face of an onrushing missile or chargtng being; 
creatures that strike a falling wall will be Stoppcd 
by it typically taking l d6 to 4d6 points of stunning 
damage, depending on how fast they are moving 
and how large they are (faster increases damage, 
laiger body size decreases it). A running warrior in 
piate mail usually suffers 2d6 points of damage. 
Only 25% of stunning damage is permanent, the 
rest is temporary, nonlethal damage. 

Once a falling wall is created, the caster is free 
to cast another spell, flee, read a scroll, or per- 
form any other activity, A caster cannot will his 
own wall to vanish; it must be destroyed as notcd 
above or expirc. 

The materia 1 component of this speII is a piece 
of metal that is, or was once, part of annor wom 
into battle. 

Notes: Very rare spelL (Updated from Dragon 


Magazine.) The damaging effects of this wall 
ha ve been reduced from earlier versi on». 

FallioiTs Fabulo us Fireball 

(Evocation) 

iFire} 

Level: 5 

Range: 100 yds, + 10 ydsVlcvel 

Components: V, S, M 

Casting Time: 5 

Duration: [nstanumeous 

Area of Effeci: 5-ft, to 20-ft. radius sphere 

Saving Throw: l A 

The wizard Fallion devised this variation of the 
3rd-!eve! wizard spell fireball for use in close 
quarters or in twisting dungeon passages. It dif¬ 
fers from the original fireball in two respects; 

First, the area of effeci is variable» ranging 
from 5 to 20 ft. radius sphere, This allows the 
caster to usc it in crampcd areas without fear of 
being engulfed in his own spell. The exact area of 
effeci is determined at the instant of casting. 

Sccond, Fallion s fabulous fireball can maneu- 
ver around comere, The fireball can tum 45° for 
every level the spellcasler has attained. The wiz¬ 
ard specifies the path at the instant of casting. 
The wizard might state that the fireball is to 
travel 50 feet, tum 90 degrees to the right, travel 
20 feet, tum 45 degrees to the left, travel 30 feet 
more, then detonate. 

If the fabulous fireball contacts an objeci before 
completing its path, it detonates there. Living 
beings caught in the path must individually save vs. 
spell to avoid the spclt^ detonation, saving a scc- 
ond time against its effects if the first saving throw 
is failed. The spell duration is instantaneous ito 
matter how complex the path is. The maximum 
range is 100 yards plus 10 yands per caster level. 

In a 11 other respects, ineluding damage, mater¬ 
ia! components, and saving throws, this spell is 
identical to the 3rd-Ievel fireball spell. 

Notes: Very rare. Known to be in the Fire-Eye 
Scrolls, (Updated from Dragon Magazine.) 

False Face 

(AJferation, Necromancy) 

Level: 3 

Range: 10yds,/level 
Components: V, S, M 
Casting Time: 3 
Duration: 1 tum/leve l 
Area of Effect: Caster 
Saving Throw: None 
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t False Traeks 


This spell cnablcs a necromancer to copy the 
face of another humari, demihuman, or human- 
oid, either living or dcad. It has no effect on 
undead. The wizard gains the faciat features of 
the chosen individua! of either sex, providing Ihe 
subjeci lies within range and the caster can 
clearly sec the face he is trying to emulate, 

The caster does not gain any sensory abilities {or 
disabilities) associated with the new face. For exanv 
ple, if the caster capies a blind man f s face, the wizard 
stili retains his or her normal sight. The caster rctains 
his or her normal voicc, too, as well as height, bodily 
appearance, spctls and spdl-Uke abilities, 

The false face serves as an effective disguise* 
though it radiates a magica! aura of necromaney. 
Spells that detect or banish illusions have no 
effect on this disguise; the false face is not illu- 
sionary. it can be reversed with dispel magic. 

The materiaI components are a small ball of 
naturaI rubber and a small rnirror, both of which 
are consumed in the casti ng. 

Notes: Restricted to necmmancers; uneommon. 

False Traeks 

(Kiluston) 

Level: 1 
Range: 0 
Components: S 
Casting Time; 1 rd> 

Duration; \ tum/lcvel 
Area of EfTect: The caster 
Saving Throw: None 

For the duration of this spcll, the ninja leaves 
traeks approphate to a commoti normal animal 
(herd bcast, decr, fox, ctc.), The ninja chooses the 
species when the spell is cast His footprints will be 
those of an animal, moving at whatever pace the 
ninja maintains. (ITthe ninja is rurming, he leaves 
behind the running footprints of the animal ) If bits 
of the nmja"s clothing become snagged on under- 
brush, they will appear to be bits of animal hide, 
Hawever, i f the ninja drops an item ofequipment or 
a garment, this spell will not conceal its nature 
No saving throw is allowed. However, the spell 
can be removed by casting a dispel magic spell If 
such a spell is cast on any part of the trail the 
ninja has left behind, the entire spell is canceled 
and ali traeks revert to normal 

The effccts ofthis spell are cntirely iilusory. 
When the spell duration ends t all affected foot¬ 
prints revert to normal. 

Ninja use this spell to elude pursuers, When 
someone a ninja wishes to ambush is hunting a 
specific type of animal, the ninja will leave traeks 



of that animal for the quarry to follow 

Notes: Restricted to ninja spellcastcrs and 
those trained by them; common. 

False Vision 

(Divination) 

Level: 5 
Range: 0 

Components: V, S* M 
Casting Time: 5 
Duration: )d4 rds. + I rd/level 
Area of Effect; 30-ft* radius 
Saving Throw: None 

When this spell is cast, the wizard is able to 
confound any attempt to scry (by means of either 
a spell or a magical dcvice) any point within the 
area of effect of the spell, To use the spell he 
must be aware of the scrying attempt, although 
knowledge of the scryer or the scryer p s location is 
not necessary. Upon casting the spell the caster 
and ali he desires within the radius of the spell 
become undetectable to the scrying. Furthcr* 
more, the caster is able to send whatever message 
he desires, including vision and sound, according 
to the medium of the scrying method, To do this, 
the caster must concentrate on the message he is 
sending- Once concentration is brokcn, no further 
images can be sent, although the caster remains 
undetectable for the duration of the spell, 

The materia! component for this spcll is the 
ground dust of an cmerald worth at least 500 gp f 
which is sprinklcd into the air when the spcll ts cast. 

Notes: Common spell [PHB). 

Familiar Enhancer 

(Alteralion, Enchantment) 

Level: Special 
Range: 10 ft. 

Components: V, S, M 
Casttng Time: 72 hrs. 

Duration: Instantaneom 

Area of Effect: The casterfs familiar 

Saving Throw: None 

This series of related enchantment s are not 
true spells. Instead, they are special processes 
developed by the wizard and keyed to a type of 
familiar (cat, load, weaset, etc.). 

The wizard must rescarch the process to 
enhance his type of familiar; each enhaneement, 
from I to VOI t is researched as a spell of the next 
higher level {familiar enhancer / is researched as 
a 2nd-Ievel spell, etc.) according to the DMG 
rules for spell rescarch, No enhancer level can be 
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Famil tar Enhancer 




Famil tar Hnhancer 


skipped: A familiar cannot rcceive familiar 
enhancer fll until it has reccived familiar 
enhancer U, and so on. Special familiars (imp f 
quasit, etcj cannot be enhanecd. For the purposc 
of the spccial powers, ihe spellcasting Icvel of the 
familiar is equal to the leve! of its wizard* 

As the cnhancement of a familiar coniinnes, the 
familiar should develop a personality thai seems 
almost himitin* displaving specific traiis, likes, dis- 
likes, opinions, habits* and foiblcs (DMG Table 70 
may provc useful). Its animal qualitics also develop 
as its personality matures. A black cat might 
develop discriminating and expensi ve tastes in food 
and creature comforts; a crow might becomc a col¬ 
lector of gaudy gemstones and jeweliy; and an otter 
might develop a froliesome personality combining 
a short attention span for serious matters with a 
love tbr playful pranks. 

The familiar takcs on some of the alignment 
view and attitudes of iis wizard. though a leaning 
toward the neutra) alignment, a holdover from its 
simple animal origin, will always remain, The 
familiar may tend to become more of an tndepen- 
dent NP€ as it is enhanecd, The DM should care- 
fully considcr if rclaxing the dependcncy of the 
familiar on the wizard will improve the campaign 
play. 

Notes: Rare. (Updated from Dracon Magazine.) 
Familiar Enhancer I 

The familiari intellect improves, rising into 
the Low Intclligence range (4 + ld3). The famil¬ 
iar can now think in the wizard *s native tongue 
and communicate in words and simple scntences 
with its wizard through their cmpathic link. 

The familiar gains one speci a I power from 
Table I. Unless otherwise noted (or obvious), 
familiar spell abilities afTect only the familiar. 

Familiar Enhancer II 

The familiari intellect rises into the Average 
Intclligence range (7 + Id3), The familiar can, 
with patient tutoring by the wizard, leam to com¬ 
municate in other languagcs, up to the maximum 
number of languagcs permiued by its Intelli- 
gence. The acquisition of certain special powers 
may cnable a familiar to learn languages from 
someone other than its wizard. 

The familiar gains another special power as 
determined by a dicc roll. Note that stronger 
powers will replacc weaker powers of the same 
general type. 

Id 10 Special Power 

1-8 One from Table I 

9-0 One from Table II 


Familiar Enhancer III 
The familiari intellect improves to the Very 
Intel ligem range (10 + Id2), The familiar can 
now be tutored to read languagcs as well as com¬ 
municate with them through the cmpathic link 
with its wizard, 

The familiar acquires another spccial power as 
decided by dice roll. 

Id 10 Special Power 

1-6 One from Table I 
7^0 One from Table 11 

Familtar Enhancer IV 
From this point forward, the intclligence of the 
familiar will not improve. One or more special 
powers are obtained with each additional 
enhancer as noted. 


IdlO 

Enhancer IV Special Power 

1-3 

One from Table 1 

4-8 

One from Table 11 

9-0 

One from Table III 

Familiar 

Enhancer V 

IdlO 

Enhancer V Special Power 

1-2 

Two from Table I 

3-4 

Two from Table 11 

5-8 

One from Table III 

9-0 

One from Table IV 

Familiar 

Enhancer VI 

IdlO 

Enhancer VI Special Power 

1-2 

Two from Table 11 

3-5 

One from Table III 

5-8 

One from Table IV 

9-0 

One from Table V 

Familiar 

Enhancer VII 

IdlO 

Enhancer VII Special Power 

1-3 

One from Table 111 

4-7 

One from Table IV 

8-0 

One from Table V 


Familiar Enhancer VIII 

IdlO Enhancer VIII Special Power 

1-2 Two from Table III 

3-5 One from Table IV 

6-0 One from Table V 


V 


J 


341 




A 


Familiar Lnhantcr 


Table 1 

di00 Speclal Power 

01“03 Dancing light sphere (1 only) t 
twice per day; 2 rounds per Icsvcl 
of the wizard. 

06-20 Detect magic iwiee per day, The 
familiar cm judge intensity, but 
canrtot idcnlify a school. 

21-25 Feather fall twtce per day. 

26-30 Jump (1 jump), thrte times per day. 

31-40 Pass withour rmtv, oncc per day 5 
routids per level. 

41-60 Proiection from evil once per day; 

2 rounds per level (protectiori 
from good if the wizard is cvil). 

61-75 Sfwak mth animat (own general 
tanufy; for examplc, a black eat 
could talk to any feline), twicc per 
day. This gives no spcuial influencc. 

76-80 Spider ctimb, once per day* 

81 -95 Unseen servam, once per day For 

3 tums ± 1 tutu per level 

96-00 Familiar enn derect one type of 

meta), mincral, vcgctable or other 
substancc within 30 feet three 
times per day, for ! tum per usc. 
At DM\ option, familiar ntay dis- 
play an obsessive interest in the 
substanee. and may seck and col- 
lect it at inopportune times. 

Table EI 

dlOO Spedal Power 

01 -10 Blur ; twicc per day. 

11 -20 Change self, once per day. Must stili 
bc own essentia) animal fotra, but 
orn change color/partem, subtle 
body fcaturts (black cat to si mmc 
or manx), and size (± 25 %), 

21-25 Comprehend language. once per 
day. Rcading a written message 
requires Intdligenee of 10. 

26-35 Deiect evtl r once per day f detect 
good if wizard is evil)* 

36-^*5 Derect invisible, once per day, 5 
munda per level of the familiar. 

46-50 Grtase, 5x5 ft*, once per day, 

5 1 -60 Proiection from cantrips, once per 
day; duratum 24 hours. 

76-80 Spevk with anima is (mvn biologica! 
dass; for examplc, a black cat could 
talk to any mamma!), twicc per day, 
Thk gives no spccial influcncc. 

8I -85 Sense of direction: 90% accurate 
to sense truc north, use at will If 
wrong. roll for direction identified 
as north: 1*2 cast, 3,4 south, 5,6 
west. Once the familiar is wrong 
it will call the wrong direction 
‘"north’* for the resi of the day. 


86-00 

Blending as mhe, 90% success 
chance, but ean’t mimic an other 
creature, Once per day for 2 
rounds per level. 

Table Ifl 

d!00 

Speclal Power 

01-10 

Alter self once per day, to form of 
another animal familiar. 

n-2o 

Charm animal. 1 HD per 2 levcls, 
once per week. Must he of same 
family (black cat/fdine), Charm 
lasts 1 tum/level. 

21-25 

Fh\ once per day* Familiar sprouts 
wings. Familiars alrcady ablc to fly 
gain 50% specd 12 to !8 f etej. 

26-40 

JmislbUify once per day, or knock 
oncc per day (50% chance of 
citfaer), 

41-50 

Minor Image, once per day 

51-65 

Speak with animals (any nonmag- 
tcal type), three times per day. 

This gives no speclal influenee. 

66-70 

Water hreathing, once per week. 

71-80 

Enemydetection (as wand) 30-fooi 
raditis, once per day for 1 tum. 

81-85 

Detect mips (as wand) twice per 
day for 1 tum; untike wrnid, can*t 
Hnd sccrci doors. 

86-95 

IntcUtgence rui sed to High 
(12+Id2)* 

96-00 

Familiar gains a norma) voice and 
can speak any language it knows* 

Table IV 

dllHt 

Speclal Power 

01-10 

Blink, once per day t as spell. 

n-20 

Charm animal 1 HD per 2 levels, 
once per week* Must bc of samc 
biological dass (black cat/mam- 
mal), Charm lasts 2 lurm/level, 

21-25 

Delude, once per day Note that a 
familiar taking the aJignment of 
another animal could conceal its 
status as a familiar. 

26-35 

Hold animal (of same family), 
oncc per day. 

36-45 

Item, oncc per week. AfFects an 
object not in the possession of 
another; the dweomer is dispellcd 
if any creature other than the 
familiar touches it* 

46-55 

Protectiori from normat missiles, 
once per week. 

56-65 

Summon animals (of familiars 
species), once per week. One ani- 
rna! per 2 levels will appear. 

66-70 

Tongttes , once per day. If animal 
docs not have specd/* rerolt. 


J 


342 


V 







Fang Fist — Alhoon 
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71-80 Wrmthform, once per wock. 

81 -85 Gllbness (as potion), once per 

week, for l round per tcvel, If ani¬ 
mal does not have speech, reroll. 

86-95 Inldligencc raised to Excep- 
tional (14+ ld2). 

96-00 Polymorph to a specific human 
©r demLhuman form* oncc per 
day for up to 2 tums/levcL DM 
decides exact detaih of appear- 
ance. Hic points and Imelligcnce 
are retained but outer form is 
typica! of race; enhanced animal 
senses arc lost in this form (as 
will be \v»zard's surprise bonus). 

Table V 

dJOfl Speciat Power 

01-10 Charm animal> 1 HDpcr2lev- 

els, oncc per wcek, Can bc any 
nomnagica! animal ofany class. 
Charm Iasis 2 tums/lcvcL 

11-20 Dimension daor, once per wcck. 
Up to 200 Ibs, in the familiari 
grasp or jaws can be taken. 

2 1-35 Holti animal (of same biologica! 

class), once per day, 

36-45 Impruved imisibittty* oncc per day 

46-55 Simes kin, oncc per rnonth. 

56-70 Sumrnon animah (of same fam- 
ily), once per week; llmited to 1 d6 
animais of 3 HD or less each (a 
cat could summon cheetahs, but 
not tigera). 

71 -75 Telekinesis. once per day; can move 
25 tbs. 10 fect/fuund; also can 
mani pulate levers, kcys, eic. Can 1 ! 
expend all power in one round. 

76-80 Persumim (as potion), oncc per 
day for 1 round per levcl Gives 
+5 rcaeiion rolt (basc Charisma 
11) and one suggestion. If animal 
does not liave speech, reroll. 

81 -90 Intelligence raised to Genius (16 
+ f d2); also gains a +2 bonus vs. 
mind attacks. 

91 -00 Polymorph to specif[c animal of 

family (e.g., cat to leopard), once 
per week Air up to 1 tum per tovcL 
Reccives ncw AC, move, and 
attack routme, Retuins hitpoims, 
attack rolls. saves. and mental 
abilities. Form cannot cxceed 10 
times hasic animal weight. 


Fang, AlustriaCs 

See AJustriaTs fang. 



Fang Fist—Alhoon 
(Alterathm, Necromaitcy) 


Level; 2 
Rangc: 0 

Componente; V, S 

Casting Time: 2 

Durat ion: 1 rd,/levcl 

Area of Effeci: The caster *s arm 

Saving Throw: None 

This spell temporarily transforms one of the 
caster'» arms, from elhow to fingertips* into a 
snakelike, flexiblc body ending in a fanged, bit- 
ing mouth. It is retractable, from a minimum of 1 
foot in length to a maximum of 15 feet, and can 
lash out with lightning speed, to surprise foes 
who think they're out of reach. 

This i4 snake-arm” strikes with a bonus of+! to 
all attack rolls, and bites for ld8+4 points of dam- 
agc. It can't be combined with poison effects, and 
the caster can use only verbal-componcn! spells 
while it’& in existence. The arm is AC 4, and will 
tum back to the caster^ real arm if dealt more than 
12 points of damage in a single round (the caster 
takcs all damage suffered by the arm in the normal 
way). The caster can also rctum the arm to normal 
at will; however, this ends the spell 

The snabe-am^s jaws can grip and hold items 
such as wands and ropes. By curling iis lips over 
ihc teeth, it can grasp quite firmly without sink* 
ing iis teeth into fragile objects, The snake-arm 
has the same strength as the casteCs real arm. 

Notes: Restrictcd to Alhoon; common. 
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faniaitic Fcticcrs. Bigby's 


Fantastie Fencers, Blgby 's 

See Bigby*s famastic fencers. 

Far Reaching I 

(Altemtlon) 

Lcvcl; 3 
Range: 0 
Componente; V 
CastingTime: 2 
Duration: Special 

Area of Effeci: Affccts nex! spe 11 cast 
Saving Throw: None 

This speD allows the wizard to extend the range 
of any onc 1 st- or 2 nd-level spell by 50% or any 
one 3rd-lcvd spell by 25% + Tire spell to bc afFectcd 
must be cast on the round immcdiately following 
the far reaching / spell, [f a complete round or 
more c lapses, the far reaching / is wasted. 

Far reaching / affects only a spell cast by the 
same wizard* It does not afFect spells that have 
range of 0 or touch. 

Notes: Uncommon spell (JoA/f 

Far Reaching II 

(Altemtion) 

Level: 4 
Range: 0 
Components: V 
Castmg Time: 4 
Duration: Special 

Area of Effeci: Affects nexi spell cast 
Saving Throw: None 

This spelTs function is identical to the 3rd- 
level far reaching 1 spell, except that a spell of Ist 
or 2nd level has iis range doubled and a spell of 
3rd level has its range increased by 50%, Any 
spell of 4th level has its range extended by 25%, 
The spell to be affccted must be cast on the round 
immediaidy following th e far reaching U spell or 
the latter is wasted, A wizard can use this spell 
only to affect his own dweomers, It does not 
affect spei Is with range 0 or touch. 

Notes: Uncommon spell (ToM), 

Far Reaching III 

(Altemtion) 

Level: 5 
Range: 0 
Components: V 
CastingTime: 5 
Duration: Special 


Area of Effect: Affects next spell cast 
Saving Throw: None 

This spell operates cxactly likc the 3rd-!evel 
far reaching J spell except that the range of any 
spell of levels 1-3 is increased by 150%; the 
range of any 4th- or 5th-level spell is increased 
by 50%, The spell to be affccted must be cast on 
fhe round immediately following the far reaching 
IU spell or the latter is wasted, A wizard can use 
this spell only to affect his own dweomers. It 
does not affect spells with range 0 or touch. 

Notes: Uncommon spell (7hM), 

Farscry 

(Altemtion, Dlvination) 

(Mentalist) 

Levd: 5 

Range: Touch 

Components: V t S, M 

CastingTime: 5 

Duration: 12 rds. + 2 rds./level 

Arca of Effect: Creature touchcd 

Saving Throw: None 

The easier confers upon the recipient the ability 
to hear, see, speak, and even touch distant beings 
and objccts on the same plane, The spell recipi¬ 
ent s norma! Vision and hearing can be used 
through up to three focal objects (though only one 
focal point can be used at a time), The recipient 
can transfer his senses to another focus for the next 
round, at will. The spell requires frorti one to three 
focal points through which the affccted bcing can 
farscry; these must be solii in organi c objects with 
a smallcr surface area Ihan the spell recipienti 
head. The objects must bc touchcd during casting: 
they are not altered by the spell, The focal pomis 
radiate a magical dweomer. 

By means of the farscry spell, the recipient sees 
and hears things as if he were standing where the 
focal points are, but he cannot ‘W’ or move a 
focal point to change its view. The spell is not 
impaired if the focal point is moved by another 
being or by other causes. The recipient can speak 
normally through a focal point and touch what the 
focal point touches—in ract, anythlng that heats or 
othcrwise harms a focal point harms the spell 
recipient (though bc can end the spell at will). 

The transfer of the recipienti sense of touch 
through the spell also allows him to activatc magi- 
cal items by touehing them with the focal point and 
speakmg through it. Touch spells can be deltvered 
through the focal point, and words of activatkm 
spoken through it* This spell is often used with an 
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ac complico who holds and direets an item triggered 
by a wizard who has cast ihis spell on himself 

While the recipienti speech is emitted from a 
foeal point, other sounds around the recipient are 
not transmitted. Unlike objects enchanied with the 
magic mouth spell* the focal point does not change 
iis appearance or exhibit other spell manifestations. 

The spell requires a glass, crystal, or amber 
ring (which must bc transparent, not ‘frosted’) of 
any shape or size* that bears the engraved symbol 
of a human eye. 

Notes: Uncommon for diviners; otherwise 
very rare, Originally from the Forgotten 
Rf.alms setting. 



Farseer 

(Alteratfon) 

(Artifice) 

Levet: 1 
Range: Special 
Components; V, S* M 
Casting Time: 1 
Duration; 4 rds, + l rd T /levd 
Arca of Effecti Field of vision 
Saving Throw: None 

This spell cnables the wizard to scc anything in 
plain view as if it were closcr, The range of this 
speti is hmited only by the casteri line of sight, and 
the subjeci is seen as if roughly 10 times eloser 
The spell requires is a miniature tube of iron 
sct with two quartz crystals, the whole worth not 
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less than 50 gp. The devicc is not consumed in 
the casting* 

Notes; Common for arttficcrs; otherwise very 
rare, (Updated from Pglwedrqn Newszine.) 

Farspeakcr 

(Altera tion) 

(Artifice) 

Levd: 3 

Range: Touch 

Components: V, S, M 

Casting Time: 3/box 

Duration: 1 hr./level 

Area of Effect: I box/leveh to 12 

Saving Throw: None 

This spell cnchants two or more special ly con- 
structed boxes so that words spokert into one will be 
heard from ali the others, The boxes must remajn 
within one-half mile per levet of the castcr, to a 
maximum of 5 miles. Boxes taken out of range will 
become functional when brought back into range 

The boxes must be constructed of a sturdy 
cenimic material and filled with a fine sil ver wire; 
the cost is about 100 gp each. Thcy are roughly 8 
inches square and weigh about two pounds each* 
The boxes are rcusable* The wizard must touch 
each box in the course of casting the spcll. 

The material component is hearfs blood from 
a hydra with at least as many heads as the nurnber 
of boxes to be activated. 

Notes: Common for artificers; otherwise very 
rare, (Updated from Pqlwedron Newszine.) 

Fascinate 

(Iltusion/Pha ntasm ) 

Lcvel: 2 
Range: 30 yds. 

Componems: V* S 
Casting Time: 2 
Duration: Special 
Area of Effect: 1 creature 
Saving Throw: Neg. 

By means of this spell the illusionist attempts to 
captivate the subject creature s attention and gain 
its love, friendship, and/or obedience. The spell 
creates an illusion around the spellcaster so that he 
becomes, in the eyes of the subject, a trusted and/or 
desired companion. Unless a saving throw vs, spell 
is successful, the subject will follow the illusionisi 
wherever hc goes* if possiblc withoui undue risk to 
Hfe and safety. Creaturcs of animal imelligence can 
be affected* but non-intelligent creaturcs are not 
subject to & fascinate spell. 
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Fauguc — Elf 


If the illusionist is ablc to converse with the fasci- 
nated creature, the subjeci will obey rcquests from 
the spcllcastcr as long as a rol! of 3d6 per request 
does not cxceed the Appearanee (or Comeliness) of 
the illusionis! Ifthese sub-ability scorcs are not 
used, the Chansma score can be uscd instead, 
Rcquests that are obviously against the betier 
interests of the creature add +1 to the dice roll, and 
the more hazardous and unreasonablc of these 
rcquests will add from +2 to +6, The spell is shat- 
tered whencver the fascination check is failed and 
the subject will likety be filled with rage and hate. 

Creatures of norma! sort with animal Intolli- 
gence will remain fascinaied for only a short time 
(1-4 days), but if the illusionis! has been carefiii to 
treat the subject wdf, attend to its nceds, and feed 
it, therc is a 2% chance per point of Appearance 
for Comeliness) that the subject will willingly 
befriend and follow him or hcr. Otherwise, the 
creature will attack (if it was not cared for) or 
leave (if it was cared for) when the spell wears ofif. 
Notes; Restricted to illusionists; uncommon. 

Fatigue — Elf 

(Enchantmeitt/Charm) 

Level: 4 
Range: 0 

Components: V, $, M 
Casting Time: 5 
Durat ion: Instantaneous 
Area of Effect; 60-d cone, 30-ft. diameter at 
base. 5-ft. at casteCs end 
Saving Throw: Neg, 

This spell causes ali creatures within its cone 
to feel weary and tired. For I round per level of 
the caster, those affected move at half rate, flght 
at -2 to hit and damage, and suffer -2 to their 
morale. Elves and other creatures resistant to 
sieep are likewise resistam to this spell, 

The matcrial component is a small stonc* 
Notes: Uncommon for elves, who jcaiously 
guard it; othcrwise very rare. 

Fear 

f Illusion/Phantasm) 

(Shadow) 

Level: 4 
Range: 0 

Components: V, S, M 
Casting Time: 4 
Duralion; Instantaneous 
Area of Effect: 60-ft. cone, 30-f! diameter at 
end, 5-fr at base 
Saving Throw: Neg, 
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When a fear spell is cast, the wisard sends forth 
an invisible cone of terror that causes creatures 
within its area of effect to tum away from the caster 
and flee in panic. Affected creatures are likety to 
drop whatever they are Holding when struck by the 
spell: the base chance of this is 60% at Est level (or 
at 1 Hit Die), and cach level (or Hit Die) abave this 
reduces the probability by 5%. Thus, al lOth level 
therc is only a 15% chance, and at 13th level no 
chancc, of dropping ilems. Creatures affected by 
fear flee at their fastest rate for a number of melee 
rounds cqual to the le vel ofexpertence of the spell- 
caster. Undead and creatures that successfully roll 
their saving throws vs. spell are not affected. 

The materia! component of this spell is either 
the heart of a lien or a white feather 
Notes: Common spell (PHB). 

Fear Aura 

(Abjuration) 

Level: 5 
Range: 0 

Components: V, S, M 
Casting Time: 5 
Duration: 2 rds./level 
Area of Effect: 60-fL radius 
Saving Throw: Special 

While this spell is in effect, the mere sight of 
the castor causes ali creatures of two Hit Dice or 
less within Ihe area of effect to fice in terror. 

Creatures with more than two Hit Dice but less 
than the caster^ level must save vs. spell at -2 or be 
immobilized unable to move or aeL Creatures 
immobiHzcd by terror can try to ward offblows, 
suffering a -1 penalty to Armor Class; they eannot 
attack. Each round an immobilized creature can try 
a new saving throw without penalty to shake off the 
spdfs effect and regam its freedom of aclion, 
Creatures whose levels or Hit Dice equal or 
exceed the caste r’s are unafFected, as are mindlcss 
creatures or creatures immune to fear, 

The material component es a scrap of cloth 
from a lichls shroud. 

Notes: Very rare spell. (Updatcd from 
Polyhedron Newszine.) 

FearWard 

(Abjuratum, Nccromancy) 

(Geometry) 

Level: 8 
Range: 0 

Components: V t S, M 
Casting Time: 1 rd. 

Duration: t tum/level 
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Piradier Float 


Arca of Effect: 5-fL radius 
Saving Throw: None 

Fear ward creates a mobile aura around the 
caster, making him and allies in the area of effect 
immune to ali forms of fear. It also blocks special 
area attacks of the undead; aging, stench, wails, 
spoilage* etc, H has no effect on other attacks, 
including special undead attacks delivercd by 
touch. The spell ends if the caster is slain. 

The materia! components for this spell are spi- 
der fangs and a hair from the head of a ghtrnl 
Notes: Restrieted to necromancers and abjur- 
ers; uncommon, (This version rcplaces the one in 
the Complete Wizard s Handbook). 

Fearfire 

(Enchantment/Charm, Illusion) 

(Fire) 

Lcvel: 3 
Range; 0 

Components: X S, M 
Casting Time: 4 
Duration: 4 rds. + I rd./level 
Area of Effect: 30-ft. radius 
Saving Throw: Neg. 

This spell allows a wizard to tcmporarily charm 
a group of creatures. To cast the spell, the wizard 
must break a piece of wood of any size; once bro- 
ken* a 30-foot radius arca around the wizard erupis 
in magica! flamcs and energy that simulates the rct- 
ributive strikc of a staffof the magi, 

Up to one creature per two levels of thc caster 
within Ihc area of effect (rounded up, with a maxi¬ 
mum of 5 creature s at lGth level) must make suc- 
cessful saving throws vs. spell to resist the effects: 
those who faii are in awe of thc caster and will obey 
the caster*s suggestions out of sheer terror of the 
wizarcTs power Affected creatures treat thc wizard 
as their all-powerful mas ter, but effects other than 
duration duplicate those of a charm spell. 

This charm effect can affect elves and creatures 
normally immune to charm spclls; subtract 20% 
ffom such creatures* normal resistances to charm 
when gauging the effects of this spell. Blind crea¬ 
tures are immune to this particular spell. 

This spell is one of the flashiest illusions created 
within the history of thc Watchful Order of Magists 
and Protectors of Waterdeep. It was granted to them 
by Aleedor Kolat the Enchanter in exchange for 
sonte rare material components and minor spells. 
Notes: Common for the Watchful Order and 
Aleedor Kolat in the Forgotten Realms Setting; 
otherwise very rare. 


Feather Fall 

(Altcration) 

(Air) 

Levet: l 

Range: lOyds./level 
Components: V 
Casting Time; t 
Duration: 1 rd./tevel 
Area of Effect: Special 
Saving Throw: None 

When this spell is cast, the creature(s) or 
objcct(s) affected immediatcly assumes the mass 
of a piece of down. The rate of falling is instanlly 
changed to a mere 2 feet per second ( 120 feei per 
round), and no darnage is incurred upon landing 
while the spell is in effect, However, when the 
spell duration ceases, a normal rate of fall occurs, 
The spell can be cast upon thc wizard or sotne 
other creature or object up to the maximum range 
and lasts for one round for eaeh level of the wiz¬ 
ard, The feather fall affects one or more objects 
or creatures in a 10-foot cube* as long as the max¬ 
imum weighl of the creatures or objects does not 
excced a combined total of 200 pounds plus 200 
pounds per level of the spcllcaster. 

For cxample, a 2nd-level wizard has a range of 
20 yards, a duration of two rounds, and a weighl 
limit of 600 pounds when casting this spell. The 
spell works only upon frce-failing, flying, or pro- 
pelted objects (such as missiles). It does not 
affect a sword blow or a charging creature. Note 
that the spell can be effectively combined wilh 
gust of wind and similar spclls. 

Notes: Common spell (PHB). 

Feather Float 

(Alteration) 

(Water) 

Level: 1 

Range: lOyds./lcvel 
Components: V t S, M 
Casting Time: I 
Duration: 3 rds. + I rd./level 
Area of Effect: 10-ff. cube 
Saving Throw: Special 

This spell prevents objects or creatures within 
the area of effect from sinking into water or other 
Liquids. The caster can affect a total weight of up 
to 200 pounds, plus 100 pounds per level, divided 
between as many objects or creatures as he 
chooses to include in the spell, Affected objects 
and creatures bob to the surface and remain 
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afloat for the duration of thc spell, regardless of 
subsequent drifUng. 

Anything affccted by this spell resists being 
pulled under with a buoyant force equa! to its 
normal wcight. Ifcast on an unwilling creature- 
for examplc, a merman trying to eseape the wiz- 
ard by diving—-a successful saving throw vs. 
spei! negates the effect, though thc creature 
counts toward the spell limit, 

The material component is a duck's fcathcr 
Notes: Commem for Sea mages; uncommon 
for Water mages; otherwisc rare. (Updated from 
Pol yhedrom News/i nc.) 

Featherfoot — Ninja 

(Alterarum) 

Reversi ble 

Level: 2 
Range: Touch 
Compotients: S 
CastingTime: 5 rds./levd 
Duration: l tum 
Area of Effect: l person 
Saving Throw; None 

The person affccted by this spell gains the magi¬ 
ca! ahility to move quictly and weighllessly at a 
normal wulking pace or slowcr. Ifhe tries lo go any 
faster, thc spell is broken and lost. The person 
affccted by this spell does not leave footprints, nor 
does he set off wcight- or pressure-hased traps. 

While the spell is in effect, the person gains 
+30% to his move silently rolL (If without this 
skill, the person has a 30% ehance to move 
silently, as a thief for the duration of the spell. 1 
The reverse of this speli T leadjbot r affects one 
creature. The victim is allowed a saving throw to 
avoid being affccted by thc spell. The victim of a 
leadfoot spei i moves loudiy and heavity. Silent 
movement and hiding in shadows is impossible; 
the creature also automatically sets off any pres- 
sure-based traps it steps on (no mll is neccssary). 

A leadfooted creature inside the area of a 
siience spell moves normally; he can be heard if 
he fails io make a move silently roll. 

Notes: Restricted to ninja spellcasters and 
those imined by them. 

Featherwcaving — Pluma 

(Alterat ion) 

Level; l 
Range: 0 

Componcnts: S ( M 
CastingTime: Special 




Duration: Special 
Area of Effect: Special 
Saving Throw: None 

The featherweaving spell is a hamionious exer- 
eise, strongly Maztican in character. The caster 
must sit quietly, in peaeeful surroundings, He 
works bits of down into a fine tnesh of cotton or 
maguey fiber, and slowly creates a tapestry of brib 
liant featherwork* The weaving can be worked tnto 
an ahstraci design, a symbolized image (a Mayan 
or Incan design is common), or a realistic image. 

The weaving is a retaxing, mcntaUy healthful 
activi ty, For every hour that the caster spernis con- 
centrating on the spell, he can rccovcr l point of 
damage. Hc also weaves approximatcly one squarc 
inch of his ultimate creation during an hour. 

The weaving must be complcted before the 
caster advances to the next level of abilityi A fim- 
level caster must weave a piece 1 square foot in 
size; at sccond level, 2 sq* ft, and so on. A fifth- 
level pattem wcavcr can crcatc an item 5 feet by 5 
fcet or larger; a truSy large weaving can become a 
featkeriifter (see create talisman of pluma). 

The materiaI components of the spell are the 
feathers and mesh needed to make the piece. 

Notes: Restricted io praciitioners of pluma 
rmgic (the Maziica setting); common. 

Feathery Flyer, MurdoclCs 

See Murdock’s feathery flyer. 

Feeblemmd 

(Fnchantment/CH&rm) 

(\fenfalism) 

Level: 5 

Range: 10 yds./level 
Componcnts: V, S, M 
Casting Time: 5 
Duration: Permanent 
Arca of Effect: I creature 
Saving Throw: Neg. 

This spell is used solely against people or crca- 
tures who use magic spells, The feeblemind 
causes the subjccfs intellcct to degenerate to (hal 
of a moronic child. The subjeet remains in this 
state until a heat or wish spell is used lo cancel 
the effects. Magic*using beings are very vulnera- 
blc to this spell; thus, their saving throws are 
made with the fbllowing adjustmems: 

Saving Throw 
Spell U*e of Target Adjustment 

Priest +1 

Wizard (human) -4 

Combinat ion or nonhuman -2 
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Wisdom adjustments apply to the saving throw. 

The materia! component of (his spell is a hand- 
ful of day, crystaL glass, or mineral spberes, 
which disappears when thc spell Is cast, 

Notes: Commoti spell (PHB). 

Feeling Fingers, Blgby f s 

See Bigby 1 » feeling fingens. 

Feign Death 

(Necromancy) 

Level: 3 

Range: Touch 

Components: Y S 

CastingTime: 1 

Duration: 1 hr, ^ 1 tum/leveJ 

Area of Effect; Creatu re touchcd 

Saving Throw: None 

By means of this spell, thc caster (or any other 
creature whose levels of experience or Hit Dice 
do not exceed tbe wizartTs own level) ean be put 
into a cataleptic state that is tmpossible to distin- 
guish from death, Although the person or crea¬ 
ture affected by the feign death spell ean smcll, 
hear, and know what is going on» no feeling or 
sight of any sort is possible, Thus, any wounding 
or mistreatment of thc body is not felt and no 
reaction occurs; damage is only half normal En 
addition, paralysis, poison. and energy-level 
dram cannot aftect an individual under the intlu- 
cnce of this spell. Poison injcctcd or otherwise 
introdueed into thc body takcs effect when the 
spell recipient is no longer under the influcrace of 
this spell, although a saving throw is permitted. 

Note that only a willing individual can bc 
afTected by a feign death spell. The spelleastcr 
can end the spell effects at any time destred, as 
wtll a successful dia pe i, but a fu II round is 
required for bodily functions to begin again. 

Notes: Commoti spell (PHB). 

Feign Destruction 

(Altera(ion, Illuskm/Phantasm) 

Level: 4 
Range: 0 

Components: V, S, M 
CastingTime: l 
Duration: Jnsiantaneous 
Area of Effect: The caster 
Saving Throw: None 

This unusual spell allows the caster to feign his 
own death or destruction while actually making 
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good his escape. In ordcr to preparc the spelL the 
wizard must create a replica of his own body. A 
lich can use a pile of dust and bones, but a living 
wizard may find that a prescrvcd corpse or dead 
clone is iteeessary to supply a believable body, The 
c aster can also choose to add duplicates of his own 
dothing and gear in ordcr to dress the body prop- 
crty* but the only mctal that can be used in prepar- 
ing the body is unenchanted iron—if the caster 
wants a copy of his golden amulct with the body, 
hc’ll have to settte for a replica made from iron. 

After the fakc body has been prepared, the 
wizard can cast feign destruet ion to switch places 
with the body. The caster musl bc within 1,000 
yards per level of the prepared body at the time 
the spell is cast, and the body must bc in the cxact 
place and poaition it was left by the wizard, If the 
duplicate has been undisturbed, the feign destrue - 
tion spell instantly teleports the wizard to the 
body*$ location while bringing the body to the 
spot of the casting. A brief illusion of the wiz¬ 
ard's “death n covers the moment of the exchange, 

A Lich using this spell also gains a special misdi- 
rection effeci that causes detection magies to indi¬ 
cate that the lichli spirit has retumed to itsphylactery. 
This effeci lingere for 1 hour per caster level, 

While the feign destruction spell cneatcs a very 
plaiistble dcalh sccne, especially if the wizard was 
badly wounded at the time, it is not infallible. 
CarefuJ opponents may be ablc to discem the trnth 
with a thorough examinatiori of the ‘"remains " 

The material component is dirt from a vam- 
pire*s grave, sprinkled over the duplicate body, 

Notes: Uncommon for liches; very rare for 
living characters. 

Feign Undead 

(Necromancy) 

Level: 5 
R finge; Touch 
Componems: V, S, M 
Casting Time: 5 
Duration: I tum + 1 r&/levcl 
Area of Effect: Person touehcd 
Saving Throw: None 

This spell can makc the caster or any wtlling per* 
son appear to be a zombie, The target looks likc a 
zombie, ccases to breathe, and feels no pain or 
emotion. He becomes immune to paralysis* poison* 
or attaeks that drain Strength or enerj^ Icvcls. Poi- 
son attaeks require a saving throw vs, poison onty 
when the spell expires. The immunity to pain does 
not protect the person from damage, but does block 
penalties due to excessi ve paiti. 



The personi body lookes just Like an animated 
corpse—the skin color changes, and flcsh shrinks 
to show the bones. His joints become stifTand his 
movements jerky, When he attaeks, it is as a nor- 
mal zombie, striking last in the mclee round The 
personi alti re does not change; the individua) 
must attend to the state of his clothes himself. 
Spelts that normally affeci undead have no influ- 
ence over him, which might reveal his true nature. 

Most creatures seemg the person will assume 
the individual is a zombie, Actual undead won*t 
attack the person unless ordered to do so. If the 
individual does something out of character for a 
zombie, then the chances that an intelligent crea¬ 
ture deduces that he is not what he seems 
increases. Qn the Dem i plane of Dread, casting 
this spell requires a Ravenloft powere check, 

The materia! component for this spell is a bit 
of bone and dirt from a grave. 

Notes: Uncommon in the Ravenloft setting; 
othenvise very rare, 

Fellblade 

(Afojuration* E vocati® n, Necromancy) 

Level: 6 
Range: 0 

Componems: V, S, M 
Casting Time: 1 rd. 

Duration: I tum/leve! 

Area of Effect: Creates l blade 
Saving Throw: None 

The casting of this spell brings imo being a 
smoky gray, blade-shaped bar of foice (up to 4 feet 
in length) in the caster^ grip. A fellblade passes 
into nothingness in an instant if it leaves the 
caster^ hand. (It cannot be given away or sheathed 
to be wielded later.) Its use preci udes spellcasting 
of any type. Lt vanishes instantly if the caster dies» 
beeornes unconscious, or is feebleminded 1 Other- 
wise the blade can be wielded for one strike per 
round (norma! attack roll required). 

The fellblade s strike can have one of three feli 
effects* sclcctcd by the caster prior to each attack, 

• Da mage. The blade can inflict 2d4 points of 
damage, functioning as a wcapon able to hit ali 
creatures at normal chances, 

• Drain, The blade can drain from any creature it 
hits the exaei hit points necessary to heal all cur¬ 
rent damage to the sword-wielder, up to the maxi¬ 
mum possessed by the target, Each time hit points 
are actually drained* the duration of the spell 
shortens three full tums, 

• Curse. The blade can inflict 1 point of physical 
damage and bestow curse (the reversed forni of 
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thc 4th-level wizard spell remove curse), This 
power can be uscd oniy thricc per day by any spell- 
easter, even if more ihan one feilblade spell is cast 
The magies used evoking this blade are potent 
and extremely evil Spellcaaters of good or neu¬ 
tra 1 alignmeni are at risk if they employ this spell, 
The matcrial components of this spell are a 
drop of the casterY blood, a piecc (any size) of 
co!d*wroughi iron, and a drop of unhoty water. 
Notes: Very rare, usually found in the hunds of 
evil wizards. Known to be in The Glandar's Gri- 
moire . 


Fiendform 

(Altera tton) 

Levet: 5 
Range: 0 

Components: V t $, M 
CastingTime: 1 rd. 

Duration: ld4+ I tums/2 levels 
Area of Eflfect: The caster 
Saving Throw: None 

Onty wizards of evil alignment can leam this 
spell, which grants its caster the form and abiti - 
ties of a randomly selected creature from (he 
Lowcr Planes. When cast, roll dlOO on the 
fotiowing table to determine the form that the 
wizard takes, (If the DM does not ha ve access to 
the Planmscape Monstrous Compendium** 
Appendix L roll randomly for a ftend listed in the 
Monstrous Manual Tome,) 

Die Roll Fiend 

01-15 TartarYi, alu-fiend 

16-30 TanarYi, bar-lgura 

31-40 TanarYi, eambion 

41—45 TanarYi* succubus 

46-50 TanarYi, chasmc 

51-55 TanarYi, nabassu 

56-60 TanarYi, balor 

61-65 Tanafri, vrock 

66-75 Yugoloth, dergholoth 

76-85 Yugaloth, mezzoioth 

86-90 Yugoloth, yagnoloth 

91-95 Yugoloth, arcanaloth 

96-00 Yugoloth, nycaloth 

Lnlike poiymorph or simiiar spells>yieni# 0 m 
grants its caster many abilities of the creature 
rolled, including special attacks and defenses, 
immunities, Armor Class, and hit points, Fiend¬ 
form does not grant abilities based on Imelli- 
gence, innate magical abilities, magic resistance, 
or the ability to gate in other cxtraplanar entities. 


The caster also gains the vulnerabilities of the 
form, as determined by the type of fiend rolled. 

After the spell expircs, the caster rclums to his 
or her original form. Any damage suffercd while 
in fiendform remains when the caster takes his 
original form, A caster slain in fiend form must 
save vs, death magic or bc slain in normal form 
as well. In that event; the caster reforms as a 
manes in the Abyss and is not restorable by any 
means, Even if the saving throw is sueccssful, thc 
caster immediatdy reverts to normal form with 0 
hit points and lies in a coma for 3d 10 hours. 

The material component of the fiendform spell 
ts a crystal statuette of a fiend (of any type) worth 
at least 3,000 gp. The statuette shatters when the 
spell ends; it is left behind when the spell is cast 
to focus energy required for the spell. If it is pre- 
maturely shattered the spell ends immediatdy. 

Notes: Rare; usually found in the hands of evil 
NPC spdlcasters. 

Fiery Backlash, GameloiCs 

See GamelonY fiery backlash. 

Fiery Constrictor* Fonesfs 

See Foresfs fiery constrictor. 

Fiery Cube, DarssoiTs 

See Damon's fiery cube. 

Fiery Eyes 

(Altera tion) 

(Fire) 

Level: l 
Range: 0 
Components: V, S 
CastingTime: 5 
Duration: 3 rds./level 
Arca of EfFect: The caster 
Saving Throw: None 

This spell causes the wu jen’s eyes to glow 
with an minatura! fire, So Itt, they projeci bcams 
of bright light to a range of 3 feet, clearly illumi- 
nating the area as if lit by a lantern. Furthcr, by 
fixing his sight on one spot for 3 rounds, the wu 
jen can cause combustible materials to burst into 
small, flickering fiames if desircd. 

Any creature looking at the wu jen must make a 
saving throw vs. spell. If the saving throw is failed, 
the creature hesitates for an instant, fascinated by 
the unearthly light, Creatures so aflfected automati* 
cally lose the initiative on the next combat round. 

If cast in conjunctiori with a hypnosis, hypnotic 
panem* or masssuggestion spell, the viciims suf- 
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fer a -I penaity to thcir saving throws ifthey are 
looking at the spellcaster The wu jen ean control 
the eoior of the light emittcd from his eycs, rang* 
ing from a reddish glow to bril liant yellow. 

Notes: Coinmon in oriental settings; othcrwisc 
verv rare. 


Fiery Fists 

(Altera tion) 

(Province: Flame) 

Level: 3 
Range: 0 

Components: V» S* M 
Casi ing Time: 2 rds, 

Duration: 2 rds. + 1 rd./level 
Area of Effect: The easter 
Saving Throw: None 

When this spell is east the casteCs hands bocome 
enshrouded with blazing btue fire, making them 
deadly weapons, tf the easter touches an opponeni 
<a hit on AC 10, adjustcd for the victims Dextcnty 
and magical protectioni, the magical fire leaps up 
in a smoky explosion The fire causes 2-7 points of 
flame damage (Id6+I ), and the noxious smoke 
forccs the creature struck to make a saving throw 
vs. poison or stand helplessly coughing and chok- 
ing for M4+1 munds thereafter (the smoke aflfeets 
only the creature struck). Although the easter has 
two fiery fists, the spell allows only eme effective 
attack per round, so roll only once to hit. 

The matenal component is a lump of coal held 
in the easteCs hand. 

Notes: Uncommon in arabian settings; other- 
wise very rare. 

Fiery Protector, Daltim 1 * 

See Daltim s fiery protector. 

Filter 

(Abjuratinn) 

(Air, Atchemy) 



of any kind, mcluding thosc created by spells of 4th 
level or less (such as stinking cloud). The excepti ons 
are poisonous vapors creatcd by a creature of 8 Hit 
Dice or more, and dragons* breath weapons (such as 
the chlorine gas of a green dragon); in thesc cases, 
the creature protected by fiher suffers half damage 
and makes a saving throw tbr quarter damage, 

The maierial components for this spell are a 
strand of spider web and a serap of cotton cloth 
approximately one inch square. 

Notes: Uncommon spell, 

Filth\s Bane 

(Altera tlon) 

Level: l 
Range: Touch 
CastingTime: I rd. 

Components: V, S 
Duration: Instantaneous 
Area of Effect: Creature touched 
Saving Throw: None 

Casttng/r/fA 's hane completely deans the body 
of one creature of up to huge size, clothing, and 
any equipment hdd. The targei creature smells 
ffesh and clean aftcrward—as does its breath. Its 
clothing, if any t appears soft* ffesh, and pressed; 
howevcr, the spdl does not remove old ground-in 
siains, nor rcpair rips and holes. 

Notes: Uncommon spell; originally from the 
Mystara setting. 

Find Direction — Ninja 

(Divinaliori) 

Level: 1 
Range: 0 
Components: S 
CastingTime: 1 rd. 

Duration: Instantaneous 
Area of Effect: The easter 
Saving Throw: None 



Level: 2 

Range: Touch 

Components: V, M 

CastingTime: 2 

Duration: 1 turn/levcl 

Area of Effect: 10-ft, radius sphere 

Saving Throw: None 

This spell creates an invisiblc globe of protection 
that fllters out ali noxious elementa from poisonotis 
vapors; thereforc, a creature protected hyfifter takes 
no damage and suffers no pena tues Irom poison gas 


By performing kuji-kiri finger exercises* Ihe 
ninja obtains a momentary understanding of his 
current direction. This can be very helpful when 
he has become lost 

The ninja understands the actual direction in 
rclation to true north, south, east, and west; the 
prcsence of lodestones will not affect the spell, 
The spell works underground, in darkness* when 
the ninja is upside down, and in any sort of dis- 
orienting circumstance. 

Notet: Restricted to ninja spcllcasters and 
those trained by them. 
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Find Familiar 

( Coii j urat kin/Summoning) 

(Song) 

Level: t 

Range; l mi/level 
Components: V, S, M 
Casting Time: 2d 12 hrs* 

Duration: Special 
Area of EfFcct: I familiar 
Saving Throw: Special 

This spell enables the caster to attempt to sum- 
mon a familiar to aci as his aide and companion, 
Familiars are typicallv small creatures, such as cats, 
frogs, ferrets, crows, hawks, snakcs, owls* ravens, 
toads, wcasete, or even mice* A creature acting as a 
familiar can benefit a wizard, conveying its semory 
powers to its mastcr, convcrsing with him, and 
serving as a guard/scout/spy as well, A wizard can 
have only one familiar at a time, however, and he 
has no control over what sort of creature answers 
the summoning, ifany at ali comes. 

The creature is always more Intel l igent than 
others of its type (rypically by 2 or 3 Intelligence 
points), and its bond with the wizard confers 
upon it an cxceptionally long life, The wizard 
receives the heightened senses of his familiar, 
which grants the wizard a +1 bonus to atl surprise 
die rolls. Normal familiars have 2-4 hit points 
plus 1 hit point per caster level, and an Armor 
Class of 7 (due to size, speed, etc.), 

The wizard has an empathic link with the 
familiar and can issue it mentaI commands at a 
distancc of up to 1 mile. Note that empathic 
responses from the familiar are generalty fairly 
basjc—while able to communicate simple 
thoughts, these are often overwhelmed by instinc- 
tual responses. Thus, a ferret familiar spying on a 
band of ores in the woods might losc its train of 
thought upon sighting a mouse, Certainly its 
Communications to its master would bc tinged 
with fear of the u big onesT it was spying on! The 
caster cannot see through the familiari eyes. 

I f separated from the caster, the familiar toses 1 
hit point each day, and dies if reduced to 0 hit 
points. When the familiar is in physical contact 
with its wizard, it gains the wizard^ saving throws 
against special attacks. If a special attack would 
normally eause dumage, the familiar suffers no 
damage if the saving throw is successful and half 
damage if the saving throw is failed. If the familiar 
dies, the wizard must suecesshilly roll an immedi¬ 
ate System shock check or die. Even if he survives 
this check, ihe wizard toses 1 point from his Con- 
stitution when the familiar dies. 

The powcr of the conjuration is such that it can 


be attempted but once per year When the wizard 
decides to find a familiar, he must load a brass bra- 
zicr with charcoal. When this is buming well, he 
adds 1,000 gp worth of incense and herbs. The 
spell incantation is then bcgun and must be contin- 
ued until the familiar comes or the casting time is 
finished. The DM secretly determines ali results, 
Note that most familiars are not inherently magicaI, 
nor does a dispei magic spell send them away. 

Deliberate mistreatmcnt, failure to feed and care 
for the familiar, or continuous unrcasonable 
demands have adverse effecls on the familiar's rela- 
tionship with its master Purposcly arranging the 
death of one*s own familiar incurs great disfavor 
from certain powerful entities, with dire results, 


d2<> 

Familiar* 

Sensorv Pbwers 

1-5 

Can black 

Excellent night Vision & 
superior hearing 

6-7 

Crow 

Excellent vision 

8-9 

Hawk 

Very superior distance vision 

10-11 

Owl 

Night vision equals human 
daylighi vision, superior 
hearing 

12-13 

Toad 

Wide-angle vision 

14-15 

Weasel 

Superior hearing & very 
superior olfactory powcr 

16-20 


No familiar available within 
spell range 


* The DM can substitute oiher small an ima Is sui rabi e to 
the area. 

Notes: Common spell (PHB). 

Find Familiar — Dragon 

(Co n j u ra tio n/S u m m o n ing) 

Level; 3 

Range: 1 mi./level 
Componenls: V 
Casting Time: ld20hrs. 

Duration: Special 
Areaof Effect: 1 familiar 
Saving Throw: Special 

This spell is similar to the wizard spell fmd 
familia^ exccpt that the familiar summoned by 
this spell is a humanoid. Only taces of the gobii- 
noid class are eligible to become familiars (i.e., 
kobolds, goblins, ores, and hobgoblins), 

The humanoid so attracted is unshakably loyal 
to the dragon caster (morale 20), willingly giving 
its life for its master* The dragon and humanoid 
share the ability to communicate telepathically at 
a range of up to five miles. The dragon gains no 
sensory bonuses, and it suffers no damage should 
the humanoid familiar die, 
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The easting takes considerabis lime. The dragon 
must bc in a calm t relaxed state, well away ffom any 
distractione and must conti nuousty repeat a monot- 
onous T hypnotic chant until the familiar appears. Itk 
impossible for the dragon to maintain the ehant for 
longer than 20 hours, so if at the end of Lhis period 
no familiar has arrivcd the spe)! fails, A dragon ean 
casi this speiI no more than once per year; it can 
have no more than one familiar at one time. 

When the familiar arrives, it is totally loyal to 
its master, The spell is aetually a form of charm, 
howevet; it grants its victim a similar opportunity 
to throw off its effects. On a regular basis, the 
familiar can roll a saving throw vs. spell, this rati 
suffering a penalty of-1 for each three age cate* 
gories of the easting dragon. The frequency of the 
aaving throw depends on the race of the familiar. 

A successful saving throw means that the familiar 
has thrown off the effects of the spell and is totally 
frce-willed agam. (Its first reaction witl probably bc 
to escape.) If the dragon is within five miles of the 
familiar and awake when it shakcs off the inttuenee, 
it will sease the termination of the telepathic bond, 
and thm know that its familiar is frce. The dragon Is 


Casting Time: 2d6 hrs. 

Durati on: Special 
Area of EfFect: 1 familiar 
Saving Throw; Special 

Except for the types of familiars, the timing of 
the casting (must bc under a ftill moon), and the 
cost for the ingredients (which is doubled to 
2 f 000 gp), this is much the same as the wizard’s 
find familiar spell. The necromancer uses a spe¬ 
cial table to determine what, if any, familiar 
arrives. 

Imps and quas its will not serve a master of less 
than 4th level. If one arrives at the call of a neero- 
mancer of Ist to 3rd level, the creature will 
insicad of serving agree to return when the necro¬ 
mancer is more power fui. In the meanti me, the 
necromancer must find anoiher familiar, for 
when the imp or quasit returns, it will kill and eat 
its predeeessor io seal the bargain. The necro* 
mancer suffers the usual penalties for the deaih of 
the firsl familiar; a system shock survival roll is 
required and a point of Constitution lost. 


response depends on its alignment and mood. 

Id 20 

Familiar 

Sensory Powers 

The DM can sdect an appropriate humanoid 

1-3 

black cat 

Excellent nighf Vision 

candidate dependi ng on 

where the dragon is cast* 



& superior hearing 

ing the spell, or he can use the table provided. 

4-5 

giant rat 

Superior olfaclory power 




6 

frog 

Wide-angle Vision 

d20 


Frequency 

7 

g.centipede 

Vcry sensitive toueh 

Roll 

Familiar 

of save 

S 

large spider 

Wide-anglc vision 

1-6 

Kobdd 

Every 2 years 

9 

bat 

Very superior hearing 

7-11 

Goblin 

Every year 

10 

raven 

Excellent vtsion 

12-14 

Orc 

Every 9 months 

n 

imp 

Monstrous Manual 

15-16 

Hobgoblin 

Every 6 months 

12 

quasit 

Monstrous Manual 

17-20 

No humanoid availablc; spell fails. 

13-20 

No familiar, cannot Iry again until nexi 





monih. 



Killing a familiar while it is stili bound by the 
spell is not aceeptable behavior, and will proba* 
bly bring down upon the dragon retribution from 
various celestial powers. (Killing the thing once it 
has shaken the spell is just fine, however.) 

Knowledge of the draconic spell is useless 
toward devcloping a human, demihuman, or 
humanoid version, The spell is too closely aligned 
to the mentaI architccture and innate magical 
abilities of dragons to bc transi aled into any form 
usable by nondracoforms. 

Notes; Restricted to dragons; uncommon. 


An imp or quasit receives no bonus hit points 
based on the casteris level, nor does it wastc away 
if separated from the necromancer If it is killed, 
the necromancer suffers the Standard penalties 
for loss of familiar. 

Notes: Restricted to necromancers, who use 
this instead of the Standard find familiar spell. 

Find Persem 

(Divi natio n) 


Find Familiar — Necromancer 

(Summotiing) 

Level: 2 

Range: 1 mi,/level 
Components: \ S, M 


Level: 4 
Range: Infinite 
Casting Time: l rd. 
Components; V f S, M 
Duration: I mrn/level 
Area of Effeci: 1 person 
Saving Throw: None 
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Find ihc Paih 


This spdl reveals a person's location as a com¬ 
passi direction (as we!l as “up” and ”down") and 
most basic life readings: alive or dead. It reveals 
less Information in two cases: 

• !f the person is on anothcr plane of existence, the 
spell only reveals that the person is "autside ” 

• ]f the person is imprisoned the spell reveals 
only that the person is “confined P 

\n both of these two special cases no direction 
or life reading is possible. The spell is never more 
accurate than this, 

The caster must know the name of the person 
sought or have personally seen the individua! at 
leasi once in order for the spell to function. 
Typical readings include: 

1. South-southwest, dead. 4, North, alive, 

2. Outside. 5. Confmed. 

3. East, down, dead. 6. Up, alive, 

The componems of the spell are a rod or staff 
with a continuat light spell cast upon it, and a 
garment of the person searehed for or a persona! 
article of sentimental value. 

Notes? Uncommon for diviners; otherwise 
very rare. Known to be in Prismal *s Pocket 
Libmry, VoL IV 

Find the Path 

(Divination) 

Reversi ble 

Level: 7 
Range: 0 

Components: V, S, M 
CastingTime: 1 rd. 

Durat ion: I tum/levcl 
Area of Effect: The caster 
Saving Throw: None 

The caster can find the shortest, most direct 
physica! routc sought, be it the way imo or out of 
a locale. The locale can be outdoors or under- 
ground, a trap, or even a maze spell Note that the 
spell works wilh rcspcci to locales, not objccts or 
creatures within a locale, Thus, the spell could 
not find the way to **a forest where a green 
dragon lives” or to the location of “a hoard of 
platinum pieces." The location must be in the 
same plane as the caster, 

The spell enables the subject to sense the cor- 
rect direction that will eventually Icad him to his 
destination, indicating at the appropriate times 
the exaet path io follow (or physica! actions to 
take—for example, with concentration the spell 
enables the subject to sense trip wires or the 
proper word to bypass a gtvph). The spell ends 


when the destination is reached or when one tum 
per caster level has elapsed. 

The spdl frees the caster, and any with him, 
from a maze spell in a stngle round, and will con¬ 
tinue to do so as long as the spell lasts. 

Note that this divination is kcyed to the caster, 
not his companions, and that, likc ihc find traps 
spell, it does not prediet or allow for the actions 
of creatures, 

The materiat component is a torch or lantern 
whose flame will atways point in the comeet direo 
tion. [f the Hame is extinguished, the spell ends. 

The reverse spell, hse the paih t makes a crea¬ 
ture touched totally lost and imable to find its 
way for the duration of the spell, although it can 
be ied, of course. The material component is a 
torch or lantern Hame, which is extingnished as 
the spell is casi. 

Notes: Resincted to diviners; uncommon. 

Find Traps — Red Wizard 

(Divination) 

Level; 3 
Range: 30 yds. 

Componems: V t S, M 
CastingTime; I tum 
Duration: I tum 
Area of Effect: 10-ft, path 
Saving Throw: None 

When a diviner casts a find traps spell, all 
traps—concealcd normally or magically—of 
magical or mechanical nature bccome apparem to 
him. This spell is directional, and the caster must 
facc the desired direction in order to detertnine if 
a trap is laid in that particular direction. 

A trap is any device or magical ward that 
meets threc criteria; It can inflict a sudden or 
unexpccted resuit, the spelkaster would view the 
resuit as undesirable or harmM, and the hannful 
or undes i rabie resuit was spccifically intended as 
such by the creator Thus traps include alarms, 
glyphs, and similar spei Is or devices. 

The caster Icams the genera 1 nature of the trap 
(magical or mechanica!) bul not its exaet effect, 
nor how.to disarm it, Close examination will 
enable the caster to sense what intended actions 
might irigger it, Note that the eastcris divination 
is Limited to his knowlcdgc of what might be 
unexpected and harmfuh 

This spell eannot prediet actions of creatures 
(hence a conccalcd murder hole or ambush is not 
a trap), nor are natural hazards considercd traps 
(a cavem that floods during rain, a wall wcakencd 
by age, a naturally poisonous piant). If the DM is 
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Fi nd Water 
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using specific glyphs or sigils to idcntify magical 
wards (see thc glyph of warding speli), this spdl 
shows the form of thc glyph or mark. The speli 
does not detcct traps that have been disarmcd or 
are otherwise inaetive, 

The spelPft material component is a small 
string noose that must be broken. 

Notes: Restricted to diviners; uncommon, In 
the Forootten Realms setling this speli is also 
avaiiablc to the Red Wizards of Thay. 

Find Treasure 

(Dlviitation) 

Levd: 4 

Range: 60yds, + lOyds./levd 

Componcnts; V, S, M 

Casting Time: 4 

Duration: 2 rds./level 

Area of Effect: 10-ft, wide path 

Saving Throw: None 

This speli determines the direction of the near- 
est large mass of treasure (at least 5,000 coitis or 
50 gems) within range, but not ita distance or its 
exact composition. Only valuable metals, gems. 
and jewelry are located; worthless met ais and 
those magical items with no preeious mctals or 
gems in iheir construction are not dctccted. The 



caster can scan one 10-foot wide path to the limit 
of his effective tange each round, so by standing 
stili and turning in a slow circle over several 
routids he can discover if there is any treasure 
within the spdFs range. 

The speli ignores all obstades between the 
caster and treasure, even solid stone or iron, but 
the divination can be blocked by a thin coating of 
lead or by any magical ward effective against div- 
ination spells. 

The material component is three bairs from a 
hunting hound. 

Notes: Restricted to diviners; uncommon, 

Find Water 

(Divination) 

Level: 3 
Range: Touch 
Componcnts: V, S, M 
Casting Time: 1 rd. 

Duration: Id 12 tums + 1 tum/level 
Area of Effect: 20 mi, +ld8 mi ./level 
Saving Throw: None 

This invotved incantation imbues one creature 
with a remarkable “noec 11 for water The individ- 
ual can smell (or otherwise sense) the prescnce of 
water within 20 plus 1 dS miles per level of the 
caster. The recipient can identify the direction in 
which the water lies, as well as the approximate 
distance. He knows whether the water is within 
10 feet of the surface, or located deeper, How- 
cvcr.fmd water does not teli thc recipient whether 
the water is pure or readily accessible. 

The speli only recognizes water sources eontain- 
ing 10 gatlons or more. (A nearby waterskin, for 
cxample, won*t count.) If the recipient is above 
ground, only water lying 100 or fewer feet below 
the surface can be found. If the recipient is below 
ground himself, the speli can help him locate water 
lying up to 100 feet above or below his depth 

The recipient*s chancc of finding water equals 
the spelFs effective range in miles (roll percentile 
dice). Permanent water sources—wells, oases, 
ctties, lakes, and scas—are always detected firsL 
A second casting of this speli within the same 
area revcals other sources, if any exist For each 
additional casting of the speli per day. the chancc 
of finding water within range drops 10 pcrcent. if 
the spdl does not locate water, that simply means 
the magte faiied; the area may or may not bc dry. 

The materia L component of this spe 11 is a drop 
of the caster's sweat, spittle, or tears. 

Notes: Common in arabian settmgs; otherwise 
very rare. 
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Finding the Center 

(Alteration, Invocation) 

Lcvd: 8 
Range: 0 
Components: $ 

Casting Time: 1 
Duration: I tum 
Area of Effeet: The caster 
Saving Throw: None 

This spell is a more powerfu! version of aiming 
at the target . Like that spell, finding the center 
can be cast after a spell that requires conccntra- 
tion, The casting is a series of breathing cxerciscs 
that releases the powcr of the spell Oncc fmding 
the center is cast, Ihe wu jcn no longer need con- 
centrale oti the first spei i for it to have effert. His 
unconscious rmnd maintains the conccntration 
required for the spell The wu jett is free to lake 
other actions—movemcntp combat, casting othcr 
spells, or any activity he could normally under- 
take The concentration required by the First spell 
cannot be broken unless the wu jen is slain, his 
mind enfeehted. confused, or controlled, or the 
spells duration ends. 

Notes: Restricted to oriental wizards and those 
tramcd by them; common. 

Finery, Flann*s 
Finery and Freshness 

A MystaRA setting spell, aka Flanns finery, 

Finger of Death 
(Necromancy) 

Level; 7 
Riinge: 60 yds. 

Components: V, S 
Casting Time: 5 
Duration: Permanent 
Area of Effert; l creature 
Saving Throw: Neg. 

The finger of death spell snufFs oui the victinfs 
life force, If successful the victim can be neither 
raised nor resurrected. In addition, in human sub- 
jccts the spell iniliates changes to the body sueh 
that after thrcc days the caster can, by means of a 
special ceremony costing not less than 1,000 gp 
plus 500 gp per body, animate the corpse as a juju 
znmbic under the control of the castcr. The 
changes can be reversed before animation by a 
Itmited wtsh or simi lar spell cast directly upon the 
body, and a full wish restores the subjeci to life. 

The castcr utters the finger of death spell 



incantat ion, points his index finger at the creature 
to be slain, and unless the victim succecds in a 
saving throw vs. spell, death occurs. A creature 
successfully saving stili rcceives 2d8+I points of 
damage. If the subject dies of damage, no inter¬ 
na! changes occur and the victim can then be 
revived normally. 

Notes: Common spell {PHB). 

Fire — Hishna 

(Invoeation/Evocatioii) 

Level: 4 

Range: lOyds./level 
Components: V, S, M 
Casting Time: 1 rd. 

Duration: ld6 + 1 rds, 

Area of Effeci: 3 x 3 ft, square or l creature/leveI 
Saving Throw: Special 

This spell allows the caster io ignite virtuaily 
any object, for the duration of the spell. If the 
object is flammable, it will remain buming after 
the spell expires. The fire is non-magica), 

A creature within the arca of effeci suffers 2d6 
poinls of damage per round. The spell will bum off 
hair and bumable clothing during the thrcc rnunds 
of its cffect i veness, A successful saving throw vs, 
spell reduces damage by half; a target creature 
repeats the saving throw eaeh round until it makes 
a successful roll, or the spellk duration expires. 

Notes: Rcstricted Io practitioners of hishna 
magic (the Maztica setting); common. 

Fire, ACar’s 

Se*? sun fi re . 

Fire and Ice, Otiluke’s 

See Otiluke^ fire and ice, 

Fire Arrows 

(Alteration) 

(Province: Flante) 

Level: 2 

Range: 5 yds./level 
Components: V, S* M 
Casting Time: 2 
Duration: Instantaneous 
Area of Effeci: Special 
Saving Throw; Special 

This magic causes a campfire to rcleasc fiery 
arrows on the casterVs behalf. The fure source must 
be within range but need not be seen by the caster, 
When fire arrows » cast, the fire extinguishes itsclf 
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instantly, explodtng into flery missiles. The spell 
crcales one fire arrow per level ofthe caster 
(regardless ofthe size of the original fire source)* 
These shon4ived snreamers of flame leap firom the 
ftre souree in a direction determincd by the caster. 
if the caster does not choose a course, the arrows 
fly outward in random directions, A fire arrow trav- 
els up to 30 fect ffom its source, and can set fire to 
any combustibles ii touches (a saving throw vs. 
magica! fire is required). 

A being endangered by a fire arrow must make 
two saving throws vs. paralysis. If both are sue- 
cessful, the being avoids ali harm, If one check 
succeeds, the victim suffers ld4 points of fiery 
damage. If both checks fail, the being takes 2d4 
points of fiam e damage. Multiple arrows force 
multiple checks. 

In adduion to a ftre source, this spdl requires a 
handftil of sand into which a drop of the caster Is 
spittle or icars has been plaeed. The caster btows 
the mixture ofThis paim. 

Notes: Common in arabian setrings; otherwise 
very rare. 


Fire Aura 

(Abjuration) 

(Fire) 

Level: 4 
Range: 0 

Components: V, S, M 
Casting Time: 4 
Duration: 2 rds./Ievel 
Area of Eflfect: The caster 
Saving Throw: Spccial 

By means of this spell, the caster surrounds his 
body with an aura of magica! grecn fire. The ftre 
aura extends 1 foot trom the caster *s body and pro¬ 
vides illuminatiori in a 10-foot radius, The ftre aura 
provides complete immunity to ait forms of fire, 
both naturaI and magica); the flames can be extin- 
guisfoed oniy by dispei magic or a si mi lar spell. 

A creature touchcd by the wizard suffers 2d4 
points of damage; also a victim who fails to make 
a saving throw vs. death magic is set aflre with 
green flames. 

The fiames persist for 2d4 rounds and can be 
exiinguished by dixpet magic or a simi lar spell. 
Each round, the victim burns for an additional 
tdb points of damage: the victimas attack rohs are 
made with a -2 penalty during this time. 

The material componcnts for this spell are a 
scrap of singed paper and a picee of ftint. 

Notes: Restricted to abjurers and Fire mages; 

rare. 

J - 


Fire Breath 

(Evocatfon) 

Levet: 5 
Range: 0 

Componcnts: V, S, M 
Casti ng Time: 1 rd. 

Durat ion: Instaniarieous 
Area of Effcct: Cone, 30 ft,, 15 ft. at base 
Saving Throw: ii 

This spell allows the wu jen to breathe a cone 
of magica! flame into the area of effeci. Ali 
within the cone suffer ld6 points of damage for 
every Jcvel of the wu jen unless they make a suc- 
cessful saving throw vs. breath wcapon (which 
reduces the damage to half) The maximum pos- 
sible damage is 15d6, Combustibie objects (other 
than the clothing and gear of crcaiures in the 
cone) are ignited automatically. This may cause 
additional damage to thosc within the area. The 
DM must rule on these situations. 

The material component for this spell Is a 
picee of red hot charcoai denchcd in the tecth of 
the castcr.This charcoai docs no damage to the 
caster. 

Notes: Common in oriental settings; very rare 
elscwherc. 
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Fire Burst 

(Alteration, Evocatum) 

(Aichemy, Fire) 

Level: I 

Range; 5 yds./level 
Components: V T S 
Casting Time: 1 
Duration: instantaneous 
Area of Effect: IQ-ft. radius 
Saving Throw: Neg, 

When this spell is casi upon a nonmagieal 
fire (such as a campfirc, lantern, or candle)* it 
causes the fire to flash and shoot arrows of 
flame. AII creatures within 10 feet of the fire 
source suffer ld3 + I point of damage per level 
of the caster (maximum of 10 points), Those 
who roll a successful saving throw v$. spell suf¬ 
fer no damage. 

Noles: Uncommon spell (7bM). 

Fire Charm 

(Fnchanimenl/Cliarm) 

(Atchemy) 


although bonuscs may also bc allowed to the sav¬ 
ing throws, Note that the veil of flame is not a 
magica! fire, and passing through it incurs the 
same damage as would bc sustaincd from passing 
through its original fire source. 

The material component for this spell is a 
smal) piece of multicolored silk of exceptiona! 
thmness that the spellcaster must throw into the 
fire source. 

Notes: Common spell {PHB)> 

Fire Elementa] Gtiide 

See elemental guide, 

Fire Enchantment 

(EnchantmenL Charm) 

iFire) 

Level: 4 
Range: 240 yds, 

Components: V, S, M 
Casting Time: 1 rd, 

Duration: Instantancous 
Area of Effect: 10-ff radius 
Saving Throw: Neg, 



Level: 4 
Range: 10 yds. 

Components: Y S, M 
Casting Time: 4 
Duration: 2 rds./level 
Arca of Effect: 15-fL radius 
Saving Throw: Neg. 

By means of this spell the wizard causes a 
normal fire source, such as a brazicr, flambcau* 
or bonfire, to serve as a magicai agent, for from 
this source he causes a gossamer veil of multi* 
hued flame to encircle the fire at a distance of 5 
feet, Any creatures observing the fire or the 
dancing circlc of flame around it must success- 
fully roll a saving throw vs. spell or bc charmed 
into remaining motionless and gazing» trans- 
fixed T at the flames. While so charmed» crea¬ 
tures are subjeci to suggestions of 12 or fcwer 
words, saving vs, spell with a -3 penalty» 
adjusted for Wisdom. The caster can give one 
such suggestion to each creature, and the sug¬ 
gestions need not be the same- The maximum 
duration for such a suggestion is one hour, 
regardless of the easteris level. 

The fire charm is broken tf the charmed crea¬ 
ture is physieally attacked if a solid object comes 
bctween the creature and the veil of flames so as 
to obstruet Vision, or when the duration of the 
spell expires. Those exposed to the fire charm 
again may be affected at the DM’s option. 


By means of this spell, the wu jen is able to 
enchant a fire within range of the spelL Through 
this enchantment, the wu jen can deliver a sug¬ 
gestion spell coming from the dancing flames of 
the fire, AII within the area of effect must rnakc a 
successful saving throw vs. spell to avoid the 
effect of the suggestion. Those who fail to make 
the saving throw have looked at the fire and 
fallen under the spelPs effect. AU the normal 
rules conceming the duration and type of sugges¬ 
tion apply to fire enchantment. 

The material components for this spell are a 
mirror and a lighted candle. 

Notes: Common in oriental seltmgs; very rare 
clsewhere. 

Fire Eyes 

(Aiteration) 

(Fire) 

Level: 6 

Range: I foot/level 
Components: Y S 
Casting Time: 6 
Duration: 1 rd./level 
Area of Effect: Speci a) 

Saving Throw: 14 

This spell causes the easteris eyes to emit twin 
rays of fire, These are eoncentrated beams that 
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are hot enough io burn holes iri piate armor in 
one round and in most stone walls in two rounds, 
The eye-bcams cause 4d8 points of damage per 
round to any creatum thcy toueh exccpt the caster 
(including items wom or carried). 

In normal condit ions, the castcr can train his 
eye bcams on a maximum of two creamres per 
round. Sometimcs, such as when he is looking 
along a corridor ai an approaching file of crea- 
tures or when multiple beings look in a win- 
dow or doorway and meet his gaze, one afier 
another, the caster might be able to afTect more 
crea tu res. 

While the caster 1 » cyes are emitting fire, he can 
see normally but eannot cast or wield any other 
magic. The caster can end the spell at will before 
it would expire normally. Emitting the beams can 
be interrupted temporarily, also, so that the caster 
can look at ercatures and things without buming 
them. 

Contaci with an eye beam instantly ignites 
flammables such as paper and cloth and forces all 
other items to make a saving throw vs. magicaI 
fire. Wizards empJoying this spell can casily— 
and somciimes inadvertently cause fires. A 
wizard under a fire eyes spell is protected against 
all direcl flame and heat efTects, frotn any fire 
(including dragon breath) and any hot substance 
(such as hot lava), He is not protected against 
fire-reluted damage, such as falling timbers in a 
buming buildmg. 

Notes: Rare in the Forgotten Realms setting; 
virtually unknown elsewhere, 

Fire Gate — Red Wizard 

(AJteration) 

Level: 4 
Rangc: 0 

Components: V T M 
Casting Time: 4 
Durat ion: Instantaneous 
Area of EfFect: The caster 
Saving Throw: None 

Upon casting this spell the caster can step into 
a large fire (with at least a 2-foot radius) and 
immediately reappear in another, similar-sized 
fire up to 50 yards per level away. If no such Fires 
exist within that range, the spell docs not fune- 
tion and the caster remains in the initial fire. If 
multiple large fires are avaiiable, the caster can 
choosc from them. 

If there is a large, sol id objcct blocking \htfire 
gate , then the caster is mired in the Elementa) 
Plane of Fire and will remain so until he either 


finds another way out or is reseued. 

This spell has made its way out of the savage 
and brutal lands of the Red Wizards of Thay. It is 
recommendcd ihat the spellcaster have some form 
of protectiori against fire before attempiing it, 

Notes: Common for the Red Wizards of Thay; 
uncammon for Fire mages; otherwise very rare 
Known to be in Daltim $ Tome of Fire. 

Fire Lance — Red Wizard 
(Evocation) 
iFire) 

Level: 3 
Rangc: IGOyds, 

Components: V, $, M 
Casting Time: 3 
Durat ion: Instantaneous 
Area of Effeet: l creature 
Saving Throw: 4 

This spell creates a burning lance of Hame that 
leaps from its caster 1 » hand, hiiting automatically 
and inflicting Id6 points of damage per level of 
the castcr, to a maximum of I0d6, Unlike many 
other fire spei Is % fire lance does not damage 
clothing or eqmpmcnt. 

The materia 1 component is a Lit torch in the 
caster 1 » hand or one fire sourcc of at least torch 
size within 30 feet of ihc caster Casting this spell 
extinguishes a torch-sized firc source hui only 
slightly diminishes a larger source. 

Notes: Common for Red Wizards of Thay; 
uncommon for Fire mages; otherwise very rare. 

Firc Phantom 

(Conjuration/Summomng) 

(Fire) 

Level: 3 
Range: 30 yds, 

Components: V S, M 
Casting Time: 1 rd. 

Duration: 3 rds./leveJ 
Area of Effeet: Special 
Saving Throw: None 

This is a spell used to summon a weaker fire 
elementa!, 

The physica! appearance of a fire phantom is 
a fiery outline of a vaguely humanoid form, 7 
feet tali. The phantom rnust remain within 30 
feet of the caster; if it moves bcyond this range 
the spell expires, Normal fires sel by the fire 
phantom continue to bum after the phantom is 
gonc. 
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The Tire phantom (being of low Intelligence) 
follows ali commands given hy \t$ summaner as 
long as the caster concentrates on controlling it, 
If thc casfcr’s concentration is brokcn* the phan* 
tom immediateiy attacks iis summoner. Gther- 
wise t the firc phantom remains until it is 
destroyed or until the spelFs duration expires, 
whereupon it vanishes, 

Any more powerful creature from the Elemen¬ 
ta! Plane of Fire can dismiss the firc phantom at 
will, or even lurn it upon its summoner* rcgard- 
less of other circumstances. 

The materni component of this spell is a pini 
o f oil, which mu st be poured out and ignited dur- 
ing the casting of the spell. 

Notes: Rare for Fire mages; otherwise very 
rare. Known to bc in the Fire+Eye Scrolls . 
(Updated from Dracon Magazine.) 


Fire Phantom: AC 5; MV 12; HD 2+2; 
#AT 1; Dmg Iffi: SA ignites combustiblen, 
The fire phantom can be hit by ordinary 
weapons* 


Fire Quench 

Reversedform, see fire storm. Nat to be amfused 
with Fistajidant(lus's firequench or qucnchioueh. 

Fire Quili 

(Altcration, Evocatum) 

(Fire, Geametry) 

Levet: 1 
Range: 0 

Componente: V, S, M 
CastingTime: 4 
Duration: 1 tuntflevel 
Area of EfFect: Spcciai 
Saving Throw: Special 

This spei! transforms a fcather of any size and 
type into a quili pen that writes letters of illusory 
flame. The pen can be used for up to one turn 
a fler the spell is cast to write 10 letters* charac¬ 
tere, or symbola per level of the caster. These let¬ 
ters appear to be made of leaping flame, and are 
brighi enough to read by anyone within 7 feet. 
They can be written in the air, on a stonc wall, or 
even on a person, 

Creatures unwilling to be written on rcccive 
a saving throw vs. spell; if the saving throw is 
succcssful* the letters fade as they are written. 
The pen comes to life only as the caster wills* 
The flame» are not real* and cannot ignite any- 


thing, hui they do not form on water or a wet 
surface 

The flaming inscriptions last for one tum per 
level of the caster from when the spell was cast, 
not when they werc actually written. They need 
not ali be written in the same place, on the samc 
surface, or adjacent. For example, the caster can 
draw an arFow r here, another arrow with a word or 
two of instnictions in the nexi room, another cou- 
ple of arrows down a passage, and an inscription 
in the room at its end. 

If the caster tries to use the firc quili to draw 
magical glyphs or symbols, they do not form. The 
magic only works when thc caster's hand is guid- 
ing the quili. No ink is necessary, 

The feather is the material component of the 
spell. 

Notes: Rare in the Forgotten Realms setting; 
virtually unkncwn elsewhcrt. 

Fire Rain 

(E vocat ion) 

Level: 3 

Range: 240 yds* 

Componente: V* S* M 
Cast ing Time: 5 
Duration; Instantaneous 
Area of EfFcct: 30-ft. cube 
Saving Throw: A 

This spell causes threads of magical flame to 
stream from the sky over the target area, The 
spell is only effective outdoors and creatures in 
a building or under solid cover are protected. 
The building or protection may bc set on fire, 
howcver. 

AII exposed creatures in the area of effect 
(excepi those immune to firc) must make a sav¬ 
ing throw vs. spell, Those who fail suffer thc fu!) 
damage of thc spell, while those who make the 
save sufFer half damage. The spell causes IdS 
points of damage for every two levels of the 
caster (fractions rounded down), to a maximum 
of 5d8, In addition, there is a 50% chance that 
combustible materials in the area of effect are 
ignited starting a small firc (although this may 
quickiy spread). 

The material components for this spell are a 
small blowpjpe through which the caster must 
blow a mouthful of lamp oil. 

Notes: Common in orientai settings; otherwise 
very rare. 
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Fire Shield 


(AI terat ion, Evocationi 

Levd: 4 
Range: 0 

Components: V, S, M 
CastingTime: 4 
Duratton: 2 rds, + l rd./levd 
Arca of Efifect: The easter 
Saving Throw: None 

This spell can be cast in one of two forms: a 
warm shield thai protects against cold-based 
attacks. or a chill shield thai protec ts against fi re- 
based attacks, Both rcturn damage to crcatures 
makmg physical attacks against thc wizard. The 
wizard must choose which variation he memo- 
rizes when the spei L is sclccted, 

When casting this spell the wizard appears to 
immolate himself, but the flames are thin and 
wuspy, shedding no heat, and giving light equa) to 
only hatf the Ulumination of fl normal torch, The 
color of the fi ames is detemuned randomly (50% 
ehanec of either color)—blue or green if the chill 
shield is cast, violet or blue if the warm shield is 
employed, The speciaJ powers of each shield are 
as follows: 

A) Warm shield . The flames are warm to the 
fouch, Any cold-based attacks are saved against 


with a +2 bonus; either half normal damage or no 
damage is sustained, There is no bonus against 
fire-based attacks, but if the wizard fatis eo makc 
the requircd saving throw (if any) against them, 
he sustains double normal damage, 

The matcrial component for this variation is a 
bit of phosphorous, 

B) Chill shield , The flames are cool to the 
touch. Any fire-based attacks are saved against 
with a +2 bonus; either half normal damage or no 
damage is sustained. There is no bonus against 
cold-based attacks» but if tbe wizard fails to make 
thc required saving throw (if any) against them, 
he sustains double normal damage. 

The matcrial component for this variatioti is a 
live firefly or glow worm or the tail portions of 
four dead ones. 

Any creature striking the spellcaster with its 
body or hand-held weapons infiicts normal dam¬ 
age upon the wizard* but the attacker suffers (he 
same amount of damage. An attacker 1 * magica! 
resistance, tf any, is tested when the creature 
actually slrikes the wizard, Successful resistance 
shatters the spelL Failure means thc creature’s 
magic resistance does not affeet that casting of 
thc spe 1.1. 

Notes: Common spell (PHB). 

Fire Shuriken 

(Evocatum) 

Level: 2 
Range: 60 yds. 

Components: V, S* M 
Casting Time: 3 
Duration: instantancous 
Area of Effect: One or more crcatures 
Saving Throw: None 

This spell allows the wu jen to create razor- 
sharp pinwheels of fire, When cast, the wu jen 
makes a fHcking gesture with his hand, finng out 
one or more shuriken-shaped wheels of magical 
fi re These fly at the desired target, throwing off 
frery sparks as they travel. An attack roll must be 
made, using the combat table for warnors of thc 
same levd as the wu jen. A successful hit causes 
2dS pomts of damage from the flames and the 
sharp edges. Crcatures resistant to fire suffer 
only ld4 points of damage. 

Upon striking the target (or any other solid 
object on a missed throw)» the fire shuriken dis- 
appears in a burst of multi-colored smoke, This 
smoke is panicularly thick» temporarily obscur- 
tng the vision of the target and causing a -2 
penalty on the creature*s next attack. The wu jen 
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Firc Stones — Red Wizard 



can cast oncare? shuriken at 1 st—6th levd* two at 
7th“l2th level, and three at I3th level or higher. 

The material component for this spell is a tiny 
shuriken coated with pine sap and sulphur 
Notes: Common in orientali seittngs; very rare 
elsewhere, 

Fire Stones — Red Wizard 
(Conjuratiofi) 
iFire) 

Level; 5 
Rangc; 40 yds. 

Components: V, S» M 

Casting Time: 1 rd./stone (4 maximum) 

Durat ion: Special 
Area of Effect: Special 
SavingThrow: A 

Th t fire stones spell creates special missiles or 
timed tncendiaries that bum with greal heat. The 
spdl can be cast to create either fire stone mis~ 
siles or fi re stone incendi aries, as choscn when 
the spei) is cast. 

* Fire Stone Missiles: This casting turns up to 
four smal! amber stones into special grenade- 
likc missiles that can be hurted up to 40 yards. 
An attack roll is required to strike the intended 
target, and proficieney penalties are eonsidered* 


Each batl bursts upon striking any hard surfacc, 
causing 2dS points of damage and igniting any 
combustible matcrials within a 5-foot radius of 
the point of impact, If a successful saving throw 
vs. spdl is made, a creature within the burst 
area receives only half damage» but a creature 
strue k directly suffers full damage (no saving 
thnow). 

• Fire Stone Incendiaries: This casting tums up to 
four smal E amber stones into special incendi¬ 
arie s, The stones are most often placed, but can 
be thrown like any stone, They burst into Hame 
if the caster te within 40 feet and speaks a word 
of command, The stones instantly ignite, caus¬ 
ing IdS points of damage to any creature and 
igniting any combustible within a 5-foot diame¬ 
ter burst area. Creatures within the area that 
successfully save vs, spell suffer half damage. 

All fire stones tose their power after a duration 
equal to one turn per experience level of the 
caster—for example, the stones of a I2th-levd 
caster remain potent for a maximum of 12 tums 
after their creation, 

The material components are smalt amber 
stones, of about half gem-value quality (50 gp 
each). 

Notes: Common for the Red Wiwds of Thay; 
uncommon for Fire mages; otherwtee very rare. 

Fire Storm — Red Wizard 

(Evocation) 

Reversible 

Level: 8 

Range: 60 yds. + 5 yds./lcvcl 
Components: V, S, M 
Casting Time: 8 
Duration: 1 rd. 

Area of Effect: One 10-ft cube/level 
SavingThrow: % 

When a fire storm spdl is cast, the whole area 
of effect is shot through with sheets of roaring 
flame. Creatures within the area of fire and 10 
feet or less from the edge of the affected area 
receive 2d6 points of damage plus 1 addit tona I 
point per level of the caster. Creatures that roll 
successful saving throws vs. spdl suffer only half 
damage. The damage is inflicted each round the 
creature stays in the area of effeci, The area of 
effect is a volume equal to one 10-foot cube per 
level of the caster; forexample, a I6lh-level 
caster can cast a fire storm meas uri ng 40 x 40 x 
10 feet. The height of the storm must bc 10 or 20 
feet; the balance of its effect is in length and 
width. 
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The reverse speLl, fire quench. smothers twice 
the area of effeci of a fire storm with respect to 
normaI fires» and the norma! area of effect with 
respect lo magica! fires, Fire-bascd creatures 
such as dementals* saJamanders* ctc., of less than 
dcmigod status have a 5% chancc per expcrience 
leve! of the caster (up to 95% lotal) of being 
extinguished. 

The matcriai component for this form of the 
speil is charcoal from the cremat ion of a dead 
wizard 

Notes: Common for the Red Wizards ofThay; 
uneommon for Rre rnagesL otherwise very rare. 

Fire Track 

(Evocation) 

(Pravince: Flante) 

Level: 5 
Range: 0 

Components: V $< M 
Casting Time: 5 
Durat ion: I rd./level 
Area of Effect; Radius of 10 yds,/level 
Saving Throw: None 

A fire track speil creates a ficry spark that fol- 
lows the path of a given individua! as doggedly as 
a desert hound foltows a scent. The caster idcnti- 
fies the larget when casting the speil either by 
name or by physica! description (c,g., “the man 
who stole the emiris purse today," or “the woman 
l saw wearing the gray eye pateh”), A spark of 
Hame appears harmlessly at the caster's finger- 
tip—the faithful “hound'* ready for the hunt, 

If the largei has not bcen wiihin the area of 
effect during the Iasi 24 hours, then ihe Hame 
leaps off the casteris fingor, lands on the ground 
nearby» and extinguishes itself If the target has 
been wiihin range, the Hame leaps off the easiefs 
fingertip and Hies toward the targefs trail, strik- 
ing the ground as soon as it “picks up the scent" 

The Tire track is likc a brilliant tlame traveling 
along a fuse. In its wake is a faint line of scorched 
eanh and dust, marking the path of its prey (The 
scorch marks are easily swepi clean.) The Hame 
moves at a rate of 0 to 8 for the spelTs durari on, 
as chosen by the castet The./nr tntck burns with 
the strength and brightness of a torch. U inflicts 
Id6 points of damage upon those who gei in its 
way, and sets combustible materiali aflame, (A 
wise wizard dives not use this speil to investigate 
buig)aries in a cotton warehouse.) 

The fire track ean be foiled in a number of 
ways. It cannot cross water, and is cxtinguished 
in the attempt. It can be snuffed out while in 



motion by strong breezes, blowing sand, and 
heavy raim If the pursued indivtdual takes to the 
air or teleports, the fire tmek circles in place until 
its time expires. Mere Glimbing, Leapitig, or 
jumping (even across a chasm) cannot foil the 
fire track howevcr, and it always pursues in the 
correet directi on» 

The materia! componenis of this spclt are a 
hair or dropiet of blood from a saluqui (a desert 
greyhoundX wrapped in wax. The wax is melted 
to cast the speil 

Notes: Common in arabian setfings; otherwise 
very rare. 

Fire Trap 

(Abjuration, Evocation) 

(Atchemy, Fire , Geameny) 

Level: 4 
Range; Touch 
Components: X S, M 
Casting Time: 1 turn 
Durat ion: Until discharged 
Area of Effect; Object touched 
Saving Throw: % 

Any closeablc item (book t box, boitle, chcsl 
cofTer, coffin, door, drawer, and so forth) can be 
warded by a fire trap spcll The spe II is ccntered 
on a point selected by the spellcaster, The item so 
trapped cannot have a second closure or warding 
speil placed upon it (if such is attempted, the 
chancc is 25% that the first speil fails, 25% thai 
the second speil fails, or 50% that both spells 
tail). A knock speil does not afTcct a^/ire trap in 
any way—as soon as the offending party enters 
or touches the item, ihe trap discharges. Thieves 
and others have only half their norma! chance to 
detect a fire trap (by noticing the characteristic 
markings required to cast the speil), They have 
only half their norma! chance to remove the trap 
(failure detonates the trap inimediately). An 
unsuccessfu! dispet does not detonate the speil 
The caster can use Ihe trapped object without dis- 
charging it, as can any individual to whom the 
speil was specifica!ly attuncd when cast (the 
exaci meihod usually involves a keyword). When 
the trap is discharged there is an explosion of 5- 
foot radius from the spelTs center; all creaturas 
wiihin this area must roll saving throws vs f spcll 
Damage is ld4 points plus 1 point per level of ihe 
caster, or half this (round up) for creaturos sue- 
cessfutly saving, (Under water, this ward inflicta 
half damage and creates a large cloud of stcam,) 
The item trapped is not harmed by this explosion. 

To place this speil* the caster must trace the 
outline of the closure with a bit of sulphur or sal t* 
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t Fine Truth 


pcter and touch the center of the effeci. Attune- 
ment to anothcr individual requires a hair or sim- 
ilar objeci from that person. 

Notes: Common spell (PHB), 

Fire Truth 

(DlvfnatiOEi) 

(Pravince: Fiame) 

Level: 1 
Range: 5 yds. 

Components: V, S, M 
Casting Time: I tum 
Duration: lOrds. 

Area of EfFect: l creature 
Saving Throw: None 

By means of this spell. the caster and thosc 
aecompanying him can determine whether some- 
oue speaks the truth or knowingly lies, A speeial 
candle serves as the materia) component of this 
spell (sce below). Its fiame is fcd by the veracity 
of the target individuars words—whether theyVe 
spoken aloud or glven m sign language. 

Whcn casting the spell, the wizard lights the 
candle in the presence of the target (no farther 
than 5 yards away). The wizard himself must 
question the target. The candle remains Iit as long 
the target answcrs truth fui ly. An intentional half- 
tnith or slight deception causes the fiame to gut- 
ter An oumght lie extinguishes the fiame, ending 
the spell. 

Otherwise the spell lasts 10 rounds, or for 10 
questions, whichever comes first. At the end of 
that period, the fiame flares brightly, then goes 
out. Truth is subjective to the target. If the target 
truly believes something, then the candle regis- 
ters it as truth. “I don’t know” or a similar 
response has no efFect on the candle if the target 
is truly ignorant. 

The ftre truth spell allows no saving throw, but 
it can be rendered useless by other magies, such 
as a phiiter of ghbness or the spell undetectahle 
lie (reverse of the priest spell detect lie) or its 
etjuivalenL 

The ftre truth spell is used most often in busi- 
ness and matters of state T where veracity is 
imponant, and the target creature is (supposedly) 
willing and interested in telling the truth. When 
signing a contraci, for example, that target is 
often asked to verbally attest to his honesty. (“Do 
you swear that the Information here is true? Do 
you plan to uphold this contraci?**) 

The candle required for this spell is made of 
a rare form of desert bee's wax. It costs 300 gp 
ready-made, and is usually available only 



through holy men (usually moralists). The wiz¬ 
ard can make the candle himself in a week, 
after investing 100 gp in the raw materials, if 
available. 

Notes: Common in arabian settings; unknown 
dsewhere. 


FireWake 

(Abjuratloti* Evocatlon) 

(Pire) 

Level: 4 

Range: I0yds,/1evet 
Components: V, M 
Casting Time: 4 
Duration: Instantaneous 
Arca of Effeci: l creature 
Saving Throw: Neg. 

This enchantment creales superheated air 
directly behind the target creature. The heated 
area is the height and width of the target and 
causes the target *s nonmetal and nonmagical pos- 
sessions to make a saving throw vs. magica! fire 
or burst into flames. The efFect causes the target 
to suffer Ld6 points of damage, plus an addttiona) 
point of damage for every level of the caster. For 
example, an 8th-level wizard would inflict Id6+8 
points of damage with this spell. The damage is 
halved if the target makes a successful saving 
throw vs. spell. 

Noles: Rare for Fire mages; otherwise very 
rare, (Updated from POLYHEDRON Newszine.) 

Fire Wings — Wu Jert 

(Alteration) 

(Fire) 

Level: 3 
Range: 0 

Components: Y S, M 
Casting Time: 1 rd. 

Duration: 1 tum 
Area of EfFect: The caster 
Saving Throw: None 

This spell transforms the wu jen*s arms into 
phoenix-like wings of brilliant fire. The caster 
and ali he carries suffer no damage from this 
fiame, but aN within 3 fcet sufFer 1-2 points of 
damage each round unless immune to fire. 

Since the caster^s arms are trans formed, he can- 
not hold items in his hands or cast spells while 
using the fiery wings. Rings and bracers can stili 
be worn, fitting around the pinions of feathery 
flames. The wings give the caster the ability to fly 
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at a rate of 24 (MC: B), Thcy cast illummation as a 
light spell to a radius of 60 feet. Although the 
wings are Ul-suited to combat, the wu jcn ean use 
them to batrer opponents, However, he docs so 
using his nonproficicncy penalty when determin- 
ing if he hits, A successfut attack inflicts 2d6 
points of damage (no saving throw aKlowed). 

The wings e an bc snuffcd out if the wu jcn is 
hit by a large quantity of water, freezing cold, or a 
wind of humcane or greatcr fbree. 

The materiaI component is the feather of a 
bird, which must be burned upon casting, The 
spell also requires a golden anui \ et shaped hke a 
phoenix (value of at least 50 gph which is 
reusable. 

Notes: Common in oricntal settings; otherwise 
very rare. 

Fireball 

(Evocatfon) 

(Firt) 

Levet: 3 

Rangc: 10 yds, + 3Q yds/level 
Componcmts: V S, M 
CastingTime: 3 
Duraiion; Instantaneous 
Area of Efferi: 20-ft, raditis 
Saving Throw: Jf 

A fireball is an explosi ve burst of flamc which 
detonares with a low roar and delivers da mage 
proponional to the level of the wizard who casi 
it—!d6 points of damage for each level of expe- 
rtencc of the spcllcaster (up to a maximum of 
I0d6). The burst of the fireball crcates little pres¬ 
sure and genera!ly conforma to the shape of the 
area m which it occurs. The fireball filis an area 
equal to its nortrnl spherical volume (roughly 
33,000 cubic fect, that is, thirty-three 10 x 10 x 
10-foot cubesf Besides causing damage to crea^ 
tures, the fireball igniles all combuslible materi- 
ats within its burst radius, and the heat of the 
fireball melts sofl metals such as gold, copper, 
silver, etc. Exposed items require saving throws 
m magical fire to determitie if they are affectcd, 
but items in the possession of a creature that rolls 
a successful saving throw are unaffected by the 
fireball. 

The wizard points his finger and speaka the 
rangc (distance and height) at which the fireball 
is to burst. A streak flashes from ihe pointing 
digit and, unkss it imparis upon a material body 
or solid barrier prior to attaining the prescribed 
range, blossoms mto the fireball (an early impact 
results in an early detonation), Creatures failing 


their saving throws each suffer full damage from 
the hlasL Those who roll suceessful saving 
throws manage to dodge, falt flat, or roll aside, 
each receiving half damage (the DM rolls the 
damage and each affccted creature suffers either 
full damage or half damage [round fractions 
down], depending on whether the creature saved 
or not), 

The material component of this spell is a tiny 
ball of bat guano and sulphur. 

Noles: Common spell (PHB). 

Fireball, FalHoifs Fabulo us 

See FallionV fabulous fireball. 

Flrebrand 

(Evocation) 

(Fire) 

Reverslble 

Level: 4 
Range: Touch 
Componente; V t S, M 
Casting Time: 4 
Duration: 2 rds. + i rd./level 
Area of Eflfect: Speci a I 
Saving Throw: None 

By means of this spell, which involves a pinch 
of sulphur and a spark of normal tlame, the caster 
cieates an everbu ming Jlame ihat blazes until the 
spell duration expires without consuming the 
objeci or location it is cast upon, Jnstead, the con¬ 
flagratio» sucks air mto itself and somehow feeds 
upon the ether and spell energy for its buming. 

The spell must be cast on an objcct or particu- 
lar physical spot and cannot be subsequently 
transferred to another. It em be ended at any time 
by the deliberate will of the caster* hut docs not 
require continued conccntration on the castcr’s 
part for its existence* The maximum spread of 
llames created by means of a firebrand spell is a 
volume the size of the c aster's fisi times the 
casteris level 

This spell is usually used to make a sword into 
a flaming-bladed weapom The spell adds ld4+l 
points of fiery damage to that of the weapon and 
chances of causing further combustion, bul does 
not make any weapon a flametongue or give it 
any magical ptuses. When cast upon a stick or 
pole, it can also be used to create a torch that 
remains alight underwater and despite gust of 
wind spdls and the like. 

The spell can also give a easter or fellow crea¬ 
ture touched by the caster a nonpainful, noninju- 
rious flamehand or limb equal in effcct to a 
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normal torch or lamp. This torch is able to readily 
burn hair, paper, eobwebs, cloth, and other fiam- 
mabies and to deal to other s not protee ted 1d6+! 
points of damagc per extended contact (1 d4+l 
for a blow, ld4+3 for a firm grip upon an unar- 
mored area). 

Note that ahhough this lattcr application of thc 
spcll ean be visually impressi ve, care must be 
taken or damagc resuits due to the flamehand 
touching its ownefs own hair, clothing, or fiam- 
mable oil, (tems on the easter's person ignited by 
the flamehand eause him or her normal burn 
damage. 

More than one hand or foot can be aJTected by 
a sjngle firebrand spcll if the caster is of high 
enough tevel When the spell is cast upon them. a 
surface area of 6 square inches per level can be 
afFcetcd if ihc appetidages are placed together 
(for example, dasped handsK 

Nonlivifig matter used as a spell focus and then 
separaled imo smaller pieces (for instancc, a 
flaming stick brokcn or a flaming blade shat- 
tered) docs not becomc many smaller fi res; only 
onc fragment retains the magical cfifect, and the 
others do not. Note also that the bearer of such 
everlasfingJJame is in no way immunc to the 
effects (heat, flame, smoke) of other fires. 

The reverse, quencktouch* requires a drop of 
water as an additional material eomponent and is 
cast upon a Umb or objcct in an idcntical manner 
to firebrand, having idcntical duralion and area 
of cffcct. The cffcct crcatcd is a painlcss, shim- 
mering black tlame that gives oflf no heat norcold 
and does no damage, Whenever it comes into 
contact whh flame of any sort, howevcr. that 
tlame is instantly and utterly quenched, Any heat 
in cxccss of the surrounding ambient temperature 
is draincd as wetl. 

Normal fires can be cxtinguished in this way 
Permanent or longlasting magical (flamefongue 
sword. fire tmp, wali qffire) or natura! (campfirc, 
flaming oil) sources offire are instantly quenched 
and prevented from rcigniltng or bcing set off for 
Id4 rounds, determined randomly foreach 
instance* Fires of great extent are qucnchcd in a 
40-foot-radjiis globe per touch of black tlame and 
real flame, Fiery explosions within 40 feet of 
quencktouch dark flarnes neuiralize and destroy 
the dark flamcs* but ihemsclves dwindle into 
nothingness in a scattering of sparks. inflicting 
only 1 d4 points of damagc on creaturcs within 40 
fcct of them (successful saving throws against the 
explosions, such as jlrehall halve damage). 

Notes; Very rare spell from the Forootten 
Realms setting. Known to be in ShandarUs 
Workbook. 
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Fireflow* 

(Alteration) 

(Hild) 

Level: 3 
Range: 30 yds. 

Components: Y S,M 
Casting Time: 3 
Duration; l rdikvel 
AreaofEffect: I firesource 
Saving Throw: None 

This speJl allows a wizard to contro! natural 
fires by manipulating randomness and adjusting 
probabilities to cause ihem to spread and take 
shape in any direction he desires, Once cast* the 
wi/ard points at any fire within range. He ean then 
cause that fire to move in any direction dcsired 
within spell range, as long as the flames contact a 
solid surfaee (the fire cannot be raised in the air). 

The castor must maintam conccntration or the 
spell fails. The flames ean be spread at the nite of 
50 squarc fcct per turn. Thus, if a caster affects a 
campfire, he could create a flaming line 1 foot 
wide and 50 feet long or fili a 5-foot by 10-foot 
square in a singfe round. 

The flames are not limited by a (ack of bum- 
able materiaI and can be directed to spread over 
water, snow, ice, and other nonflammable sur- 
faccs. The surface is not harmed, but objeets and 
creatures caught in the flames suffer damage as if 
they had stepped into the original fire sourcc. 
Thus, a creature caught in flames created From a 
candle witi suffer only minor damage, while one 
caught in a blaze that originated from a huge bon- 
firc wtll be severely bumed. 

The matertal components are a small paint* 
brush and a pot of piteh. 

Notes: Restrieted to wild mages; uncommon 
(ToM). 

Fireform, Zikalan 

See Zikalan fireform 

Fireproof 

(Abjurat lon) 

Level: 2 

Range: 5 yds,/leveJ 

Components: V, S t M 

Casting Time: 2 

Duration: I tum + I tum/levcl 

Area of Effect: 30 ft. + IQ ft./level radius 

Saving Throw: None 

This spell is cast on objeets within the spell 
radius to protcct them from ordinary fires. Only 

J -- 


one type of objeci can be protected, and that type 
must bc namcd when the spell ts cast: masts, for 
instance, dt sails. If the speifeaster seeks to pro- 
tecl two types of objeets at the same time* two 
separate fireproof speKls must be cast, 

The spdl prevems ignition by normat fires. 
Against magical fires it bestows either the item 
saving throw vs. magical fire at a +1 bonus or the 
castert saving throw vs. spell, whichever is more 
advantageous, If the saving throw is succcssfuL 
the objeci is not sct afirc, The DM may decide 
the degree of damage based on the circum- 
stances; forexample* burning sails may need to 
be cui away, while a mast can be saved fairly 
intact if immediate countermeasures successfully 
quench the flames, 

The material component ispowdered Sime, 
Notes: Common for Sea mages; otherwise 
very rare. (Updated from Draoos Magazine) 

Firequcnch, Fistandantilus^s 

See Fistandantilus^s firequench. 

Firestaff 

(Evocat ion) 

IFire) 

Level: 2 
Range: 0 

Components: V* S, M 
Casting Time: 2 
Duration; 1 rd,/level 
Area of Effect: I staff 
Sav ing Throw: None 

This spell causes a ball of blue fla me to appear 
at eadi end of a nonmagical staff, pote* tog, club, 
or tree limb, The objeci must be of wood and 
have two disccrnibfc ends. The wizard cannot 
choose to iight only one end of the staff, nor can 
the staff be exiinguished ar will 

The firestaff is a melee weapon that infficts 
ld6 points of damage plus 2d4 points of Hame 
damage per sucecssful attack, The staff is noi a 
magical weapon fordetermining what creatures it 
can hit. The staff can be wielded by someone 
other than the caster and can ignite fiammahlc 
materials as wdl as bcing used as a weapon. 

The material components of this spell are a 
piece of phosphorous or a flamc of any sort and a 
pinch of iron filings. The wooden objeet used is 
not consumed or altercd by the spell or ies flames. 

Notes: Rare for Fire mages: otherwise very 
rare. Known to be in Gafadaster x Orizon. 
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Firetrail — Dragon 
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Firetrall — Dragon 

( I «voca t i « n/E voc aHo n) 

Level: 4 
Range: Any 
Componente: V 
CastingTime: 3 
Duration: Special 
Area of Effect; SpeciaJ 
SavingThrow: None 

The firetraxi spell wa$ dcvdopcd by an ancient, 
and long-dead red dragon named ThermaJ for a 
specific purpose: setting Tire to towns and other 
settlemcnts that the creature wanted to attack. 
This is a very rare spell, and only a few evil 
dragons are aware of it. 

The spell must be casi by a dragon while in 
flrghf. As ifs name implies, it creates a traii of 
tiny, fiery droplets in the air behind the dragon. 
These droplets fall to the ground at a rate of 30 
feet per round, When they touch the ground or 
any solid objcct, they burst into flame, each 
burning for only a few seconds but with the 
same amount of heat as a biirning torch. This 
fire has an 80% chance of igniting anything 
flammable (usual modifiers apply for wet mate- 
rial, etc + )* The Icngth of the traii is 40 feet per 
effective level of the casting dragon. Thus a red 
wyrm (effective level 20) eould create a fire - 
traii 800 feet long, 

While the traii is stili falling, it can be dis- 
rupted by spe! Is like gust of wind or by natural 
winds. These effects won*t prevem the droplets of 
the traii ftom reaching the ground, however; they 
just spread it out, possibly enhancing its effects. 
(The DM must carefully adjudicate this depend- 
ing on circumstances ) 

Although the spelPs main purpose is to fire a 
\Qwn, fi retrail can also causc serious persona! 
damage. Anyone under the firetrail when it 
reaches the ground is struck by ld20 droplets, 
each of which inflicts ld2 points of damage (a 
saving throw vs. spell for half damage is allowed), 
Any creature foolish cnough io fly through a 
descending firetrail is struck by 3dl0 droplets, 
each inflictmg Id2 points of damage (save for 
half damage). 

Notes: Rcstricted to dragons; known only to 
a few evil dragons. (Updated from Dragon 
Magazine.) 


Firewater 

(Altera do n) 

(Atchrmy) 

Level: l 
Range; Touch 
Components: Y S, M 
CastingTime: I 
Duration: I rd. 

Area of Effect: Special 
SavingThrow: None 


13 y means of this spell, the wizard changes a 
volurue of water to a volatile, flammable sub* 
stancc similar to alcohol and likcwise lightcr than 
water, If this substance is exposed to flame, fire, 
or even a spark, it will burst into flames and bum 
with a hot fire. Each creature subject Xofirewater 
fiam e suffers 2d6 points of damage. 

The caster can tum 1 pint of water per level 
into firewater. to a maximum of 10 pinta. If 
poured on a non-pomus surface, such as a stone 
floor, a line t foot across and l foot wide per 
caster level can be crcated. If ignited, it bums for 
an endre round. 

The firewater created will evaporate and be 
useless within l round, even if it is securely con- 
taincd and sealed, so it must be utilized (ignited) 
the round after its creadon. 

The material components of this spell are a 
few grains of sugar and a raisia 

Notes: Uncommon spell. 


First Strike 


(Altera tion) 

Level: 2 
Range: 0 

Components: V, S, M 
CastingTime: 4 



Duration: td4 rds. + 1 rd./level 

Area of Effect: 30-ft, radius, 1 creature/leve! 

SavingThrow: None 


This spell causes a numher of creaiures within 
30 feet of the caster to automatically gain initia- 
tive in the ensuing combat rounds. The dweomer 
does not hasten the casting time of spdls. 

Individuals under the influence of a first strike 
spd( must remam within 30 feet of the caster; if 
they venture outside this area, they lose the 
effect. Re-entering the spell area does not rein- 
state the effect on those individuals. 

If both sides in a battle are affccted by first 
strike spei Is or an individua! is using a weapon 
such as a short sword of quickness, ini dative is 
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Fisi ofthe Adder 


A 


r 


rotled normaily. Unlike a hmte spell, this enchant- 
ment does not age the affected individua) s. 

The material component of ihis spei) is a hand- 
fui of purified sand, which thc caster ritns through 
his fingers. 

Notes: Commori in Ccrilia (the BrmmiGHT 
setting); uncastablc elsewhere, 

Fishcr 1 » Luck — Pluma 

(Summoning) 

Lcvek 2 
Range: 0 

Components: V t S, M 
Casting Time: 3 tums 
Duration: Special 
Apea of Effect. 100 yds./lcvd 
Saving Throw: None 

By means of this spei), the caster attracts ali 
fish within the area. Whilc thc fish do not exactly 
fling thcmsefves onto shore, nctters or spearmen 
can takc a continuous cateh. Fish must bc present 
for the spell to work. and those with more than 
2+1 Hit Dice receive a saving throw vs. spei) to 
avoid the dwcomer, The spei) lasts as long as the 
caster concemrates, to a maximum of ore day. 

The material components are bits of fish 
scales. 

Notes: Restrictcd lo practitioners of pluma 
magic (the Maztica setting); common. 

Fist, OngeldyiCs 

See Ongeldyn*s fisi. 

Fist of Sand 

See desert fist. 

Fkt ofStone 

(Alterat ion) 

(Earth) 

Levcl: 1 
Range : 0 
Components: V, S 
Casting Time: \ 

Duration: 1 rd./ievel 

Area of Effect; The caster'* hand 

Saving Throw: None 

Upon completion of (his spelt, one of the 
casteCs hands {his choice) tums to stone. U is 
flexihlc and can bc used to punch, smash, or 
cmsh objects and opponents as i f the wrzard had 
a Strength of 18/00. Combat bonuses for Strength 
apply otily if the caster uses his fist as a weapon. 




While the spei) is in effect, the wizard cannot cast 
spells requiring somatic components. 

Notes: Uncomtnon spell (ToM). 


Fist of the Adder 


(Altera fio n) 


Level: 2 
Range; 0 

Components: S, M 
Casting Time; 2 


Duration: l attack 

Area of Effect: The caster^ arm 

Saving Throw: None 


The fist of the adder is a dreaded attack spell 
practiced most often by members of the Red Eyes 
sorcerous society. The fist causes the caster's arm 
to elongate ineo a serpenltne tcntaclc, tipped by 
an adder's head. 

The arm streaks outward up to 5 feet per caster 
level, whipping about wildty and striking with 
deadly accuracy. The caster attacks with the arm 
as a fighter ofthe same leve); and the fist of the 
adder can strike creature s only affected by magi- 
cal weapons. The attack inflictg Id4 damage per 
level ofthe caster, to a maximum of I0d4. 

If the caster is 5th Level or more, a successful 
strike also injects a Type F poison (save or die). 
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Fistandantilu!>'tt Fimquench 


At 1 Oth level, this becomcs a Type E poison (save 
for 20 points of damage or die), A saving throw 
vs. poison is allowcd against the poison. 

The material component of this spell is a shed 
skin of a poisonous snake, washed in tears. 

Notes: Common for members of ihe Red Eye 
sorcerous society; otherwise very rare, Virtually 
unknown outside arabian setfings, 

Fistandantiluss Firequench 

(Abjunition, Alteratioit) 

Level: 4 

Range: 10 yds./level 
Component*: V, S, M 
Casting Time: 2 
Duration: 4 rds. 

Area of Effect: 40-ft. radias sphere 
Saving Throw: Special 

This spell extinguishes fire and prevents com- 
bustible material* from ignit ing, Normal fires 
such as blazing arrows, campfires, even burning 
trees or thatehed roofs siniply go out when the 
ftrequench is cast. 

Fire-based spells receive a saving throw to 
resist bcing extinguished; this is a ld20 roll equal 
to or less than ihc spell level (a wali of fire spell 
survives on a roll of 1 ihrough 4). 

Magical items that cause fire-based effect* 
save as I2th-level wizards. unless the item 
description specifically States otherwise (for 
ex ample, a wand of fire saves as a 6th-level wiz- 
ard). Failure means the fire-causing functions are 
negated for the spelfs duration, Fire-based crea¬ 
ture*, such as those from the Elementa! Plane of 
Fire, receive a normal saving throw vs, spell; fail¬ 
ure means the creature loses the ability to cause 
fires for the duration of the spell. (Note that see- 
ondary fires caused by the ignition of com* 
bustible material* by fire-based attacks are 
normal, not magical fires.) 

This spell can be cast on an area to prevent fiery 
attacks from laking effect. Normal fires are 
bloeked; magical spells are negated unless they 
oiake the special sav ing throw (spell leve) or less on 
ld20). The area of effect is immobile once the spell 
is cast; it caiTt be moved or travel with the caster. 
This casting is the only way this spell can defend 
against fire-based spellsof instanianeous duration. 

The material component of FisiandanUlus s 
firequench can be a piece of ice, a cupped hand- 
ful of water, a pinch of sand, or a drop of the 
caster’s spittle. 

Notes: Restrictcd to Fi standam i Ius and those 
trained by hinu (Updatcd from Dragon Mqgazine) 



Flante Arrow 

(Coitj uri t i o n/Su mmoni n g) 

(Akhemy, Artifice, Fire) 

Level: 3 

Range: 30yds, + lOyds./level 
Components: X S, M 
Casting Time: 3- 
Duration: l rd, 

Area of Effect: Spccial 
Saving Throw: None 

This spell has two effecta, First, the wizard can 
cause normal arrows or crossbow boits to become 
magical flaming missiles for one round. The mis¬ 
siles must be nockcd and drawn (or cockcd) ai 
the complet ion of ihe spell. If they are not loosed 
within one round, they are consumed by the 
magic. For every five levcls the caster has 
achieved up to 10 arrows or boits can be affected. 
The arrows inflict normal damage, plus J point of 
fire damage to any target slruck. They may also 
cause incendiary damage. This version of the 
spell is used most often in large battlcs 

The second version of this spell enables the 
caster to hurl fiery holis at opponent* within 
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FUme Dagger — Red Wj*ard 


_ 

range, Each bolt inflicts ld6 points of piercing 
damage, plus 4d6 points of fi re damage, Otily 
half the fire damage is infiicted if ihe creature, 
scruck suceessfully saves vs. spelL The caster 
rcccives one bolt for cvery fivc experiencc Icvels 
(two bolts at I Oth level. three at I5th level, etc,)* 
Bolts musi be used on creat ures with in 20 ya rds 
of each other and in front of the wizard, 

The material componente for this speiL are a 
drop of oil and a smali piece of flint. 

Notes: Cotnmon spell ( PHB). 

Flame Chase 

(Evocation* Fire) 

(Fire) 

Level: 7 

Range; 30 yds, + 10 yds./leve! 

Componente: V, S, M 
Casting Time: 3 
Durat ion: 2 rds* + 1 rd,/level 
Area of Effect: Speciat 
Saving Throw. 'A 

Lfpon casting this spdJ, the wizard causes sev¬ 
era 1 flame paths to forni on the ground, which 
then pursue target creatures chosen by the wiz¬ 
ard. Thosc caughi wili be engulfcd either in a 
flame column or a flame hursL as deseribed later* 
This spell is likely to eause many smali incidental 
fires.Thesc are normaL nonmagical fines that can 
be excingujshed by norma! means or allowed to 
bum out, Croplands, dry forest, grasslands, and 
sim i lar areas miglit bum uncontrollably. 

Flame Path: The spell creates one flame path 
for cvery two Icvels of the caster, to a maximum 
of six paths at I2th leveL The 3-foot-wide paths 
begin 3 feet from the caster and each traveis 
straight toward onc target creature. To target a 
creature, the wizard must be aware of it, it must 
be in range, and it must be in contacf with the 
ground when the spell is casi. A flame path can- 
not be sent agatnst an object* 

Each flame path traveis at a rate of 24* The fire 
docs not require eombustiblc materiat such as 
wood, grass, or wecds; it can travel over bare out- 
door or indoor surfaces. It can travel across any 
surface except water, snow* ice» and other wet 
surfaces. A flame path is able io ciimb a vertical 
surface of less than 45°* as long as the surface is 
wide cnough (3 feet; a rope, for example, is not 
wide cnough), 

Combustible items in the flamc^s path must 
save vs. magical fire or be set ablaze, The 
flante path continues to follow the target crea¬ 
ture until the creature is caught» the spell ends 


or is dispclledL or untit the creature crosses a 
surface where the path cannot follow. Non-tar- 
geted creatures caught in the flame’s way are 
burned for ld6 points of damage (save for half 
damage)* 

j Flame Column: When a path catches its target, 
the creature is eogutfed in a flame column and 
takes 3d6 points of fire damage immediately* 
ptus Id6 points of damage perround for the 
remaining durat ion of the spell, The flame coi - 
ttmn siays with the creature until it bums out or is 
dispelled. Items cngulfed in the column must 
save vs. magical fire or be destmyed, 

Flame Blasr Those outdistaneing the pursu- 
ing flames or who evade the flame column by 
Crossing a wet surfaces face one more danger* lf 
a target crcaiure is within 10 feet of the end- 
poini of the flame path afier the flames have 
moved for the round, and if the flames are 
unsble to close the distance due to the crea* 
tureas spccd or an obstruction, then the fiames 
leap to the creature inslead. This flame hlast 
causes double the normal flame column damage 
(6d6 points) in a burst. expending the path"s 
remaining power immcdiaiely. Creatures and 
items caught by the,/?aw hlast save vs. spell at 
a -2 penalty. 

Optionally, separate initiative rotis can be 
made for each flame path to determine when it 
moves during the round. A flame hlast always 
occurs at the end of a round, afier ali attacks and 
movements have been made. 

The matcrial components for ihis spell are a 
smali pouch filled cqually with sulphur and coal 
dust, a live Caterpillar, and a live firefly* Ali arc 
expended in the casting. 

Notes: Uncommon for Fire mages, othcrwise 
very rare. (Updated from DfUGON Magazinc.) 

Flame Dagger — Red Wizard 

(Evocation) 

Level: 2 

Range: Touch 

Components: V, S, M 

Casting Time: 3 

Duration: \ rd./level 

Area of Effeci: Creates 1 flame dagger 

Saving Throw: None 

This spell causes a blazing ray of red-hot fire» 
1-foot long, to spring from ihe caster^s hand. This 
bladelike ray is wielded as if ii were a dagger, If 
the caster succcssfully hits with ihe flame dagger 
in melee, the creature struck suffers ld4+t points 
of damage, with a damage bonus of + 1 if the 
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Flame of Justice 


creature is undead or is especially vulnerable to 
fire. tf the creature is proteeted from fi re, the 
damage mflicted is reduced to ld4, Fire dwellers 
and those using fire as an innate attack form suf¬ 
fer no damage from thc spell. 

The Hame bladc can ignite combustible mate- 
rials such as parchment, straw, dry sticks, cloth, 
etc, However, it is not a magical weapon in the 
normal sense of the term, so creatures (other ihan 
undead) struck only by magical weapons are not 
harmed by it, This spell does not fiinction under* 
water. 

The materia! component is a pinch of iron 
mixed with a pinch of sulphur. 

Notes: Restricted to the Red Wizards of Thay 
and those trained by them. 

Fla me of Justice 

(Necromsney) 

(Pravin ce: Fla me) 

Level: 6 
Range: lOyds. 

Components: V T S, M 
Casting Time: l tum 
DuiBtion: tOrds. 

Arca of Effect: l target 
Saving Throw: Spccial 

The flame of justice is a more powerful (and in 
some minds, more twisted) version of ihe 1 st- 
levd fire truth spell. It is casi in much the same 
way t using a lit candle to determinc truth or false- 
hood, However, thc spell has two important 
changes. 

First, this spell causcs part of the target‘s body 
to burst into flame for each untruth spoken. The 
first untruth inflicts ld4 points of damage» and 
each additional untruth inflicts Id6. There is no 
saving throw against the casting of the spell, but 
for each untruth told, the recipient is allowed a 
saving throw vs. spell to halve the damage. Dam¬ 
age stili increases with each untruth; the resuit is 
divided by rwo. 

Sccond, the idea! of "truth" is subjective to the 
caster, not thc target. If the caster believes some- 
thing to be true, even if it is incorrect, the target 
suffers the effects of tdling the (unappealing) 
truth. Tdling the questioner what he wants to 
hear is an excellent method of surviving the spell. 
Ignorance or silence is not a defense if the caster 
bdieves the target is hiding something, Half- 
truths and outright lies can spare the target, pro- 
vided that the caster bdieves in them. The DM 
must adjudicate in such situations, but only the 
evil and black-hearted rogue would choose to dis- 




bdieve everything said only for the purpose of 
inflicting damage. 

The spell is limited to 10 questions or 10 
rounds, whichever comes first. An attack on Ihe 
caster breaks ihe spell, provided thc attack 
inflicts damage. The flame ofjustice may aid a 
local ruler in irying someonc accused of a serious 
crtme* although in gentle, civilized lands,/iVe 
truth is preferred. Mages of thcTrue Flame (wiz¬ 
ards who follow only the province of flame and 
persecute wizards of ali others) often use the 
flame of justice to extract confessions. 

The matcrial component of this spell is thc 
same as that for fire truth—a candle made of a 
rare form of desert bee*s wax. It costs 300 gp 
ready-made, and is available only through holy 
men (usually of the moralis» faction). The wizard 
can make the candle himself in a wcek* after 
investing 100 gp m thc raw materials, if these are 
available. 

Notes: Common for ihe Mages of the True 
Flame; rare for others. Virtually unknown outsidc 
an arabian setting. 

Flame Ray 

(Altera tion) 

(Fire) 

Level: 2 
Range; 0 
Components: V, S 
Casting Time: 6 
Durati on: 2 rds. 

Area of EfTect: 20-fL long x 5-ft. diam, cone 
Saving Throw: 'A 

This spell is a stronger variation of ihe hurn - 
ing hands spell. The cone of scaring flame is 
projected from the castefs forefinger. It inflicts 
ld3 points of damage, plus 2 points of damage 
per caster level in the first roimd, to a maximum 
of 1 d3 plus 20 points of fire damage. In the sec- 
ond round, thc ray inflicts half damage (rounded 
uph A successful saving throw vs. spell halves 
the damage in either round. The flame ray cone 
extends 20 feet, to a 5-foot diameter at its 
widest end. Its relatively long casting time is 
unusual. 

Notes: Very rare spell. Known to be in thc 
Book of the Siiver Taton\ 

Flame Shroud 

Aka shroud of flame. 
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Flamespin 


A 
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Flameproof 

(Abjuratum) 

(Fire} 

Level: 6 

Range: Touch 

Compone nts: V, S, M 

Casting Time; 6 

Duration: l tum/levd 

Area.of Effeci: l objeci or creature 

Saving Throw: None 

When cast upon an item, flameproof renders 
that item immune to ali flarnc, whethcr magica! 
or natura) in origin, for the duration of the spei), 
The iiem (and anything it contains) will remain at 
normal temperature and cool to the touch despice 
immersion in lava or exposure to a red dragon*s 
breath weapon. 

When cast upon a creature! the recipient gains 
full immunity to norma) fires, Ordinary flame— 
even such exceptionally hot fires as moltcn 
lava—carrnot harm him* Fire-breathing creatures 
(such as hdl hounds or red dragons) and those 
made of Hame (such as fire eJementals) that 
attack the recipient suffer a “1 penalty to each die 
of damage inflicted. 

The recipient also gains a +2 bonus on any sav¬ 
ing throw against magica) fire, induding spells 
such as firebali When cast upon a creature from 
the Elemenlal Plane of Fire. the spdl has no effeci. 

Flameproof cannot be combincd with other 
spdls or magica! items that provide protection 
against Hame. (Contrast this with the magtcal 
item ring offire resistance .) 

The materi a l component of this spdl is a bit of 
candle wax. 

Notes: Uncommon spdl. Known to be in Daf 
fim s Tome of Firei 


Flamespin 

(Evocition) 

(Fire} 

Level: 1 

Range; LG feet/level 
Component®; V t S, M 
Casting Time: 1 
Duration: 3 rds* 

Areaof EfTect: Speeial 
Saving Throw: None 

This spell creates a 2-foot-diameter vertical 
pinwheel of flame in midair, anywhere in spell 
range. It remains siationary unless touched by the 
caster, who can touch it without taking any harm 



and—a Ione of all beings—can move it about. The 
caster can throw it, bowl it, tow it along, or thrust 
it at a foe likc a bludgeoning weapon. A caster 
using it as a weapon strikcs once per round (at his 
THACQ), instcad of casting a spei i that round, 
The caster need not concentrate to maintain the 
flamespin. 

Circum stati ces may incresse the caster's 
chances of striking a target. Hurling the pinwheel 
through a hatchway or down a narrow passage or 
shafl, for example, might merit a bonus for the 
caster attack roll. A stationary flamespin cannot 
bc moved by any means except the caster's haud, 
so beings who lack a dispel magic and cannot 
wait for the spdl to expire must take damage if 
they have to touch the flames. FalHug thTough a 
flamespin in a shaft, for example, results in fire 
damage to the falling being. 

A flamespin causes Id6+3 points of damage to 
any creature touched by it, unless the creature is 
protected against magica! fire. A flamespin also 
forces aH items that come imo contact with it io 
make saving throws vs. magica! fire (except 
those wom or carried by the caster). If a flame¬ 
spin remains in contact with a creature, it causes 
damage and forces exposed items to make saving 
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Flmncstnke, Flamsierds 


r 


throws each round. 

The maicrial component of this spell is a bit of 
phosphorous or saltpeter. 

Notes: Rare m thc Forgotten Realms setting; 
virtually unknown clsewhere. 

Flamestrike, FlaimtertFs 

See Flamsierd's flamestrike. 

Flaming Blade,Tettser*s 

SeeTcnscr T s flaming bladc. 

Flaming Flat, DaltfnTs 

See DalttrcTs flaming fisi. 

Flaming Sphere 

(Evocation) 

iFire) 

Level: 2 
Range: lOyds, 

Components: X S, M 

CastingTime: 2 

Durat ion: l rd/level 

Arca of Effect: Sphere, 3-fl. radius 

Saving Throw: Neg. 

\ flaming sphere spell creates a buming globe 
of fire within 10 yards of thc easter. This sphere 
rolls in whichever directiori the wizard points, at 
a rate of 30 feet per round. It rolls over barriers 
less than 4 feet tali, such as furniture, low walls, 
ctc, Flammable substances are sct a fire by con- 
tact wtth the sphere, Creatures in contact with the 
globe must successfully save vs. spell or suffer 
2d4 points of fire damage. Those within 5 feet of 
the sphere's surfaee must also save or suflfer Id4 
points of heat damage, A successftil saving throw 
means no damage is suffered. The DM may 
adjust the saving throws if there is little or no 
rnom to dodge the sphere. 

The sphere moves as long as the spellcaster 
actively directa it: otherwise, it merely stays at 
resl and bums. It ean be extinguishcd by the same 
means as any normal fire of its size, The surfaee 
of the sphere has a spongy, yielding consistency 
and so does not cause damage except by its 
flamc. It eannoi push unwilling creatures aside or 
batter down large obstactes. 

The maicrial components are a bit of tallow, a 
pinch of sulphur, and a dusting of powdered iron, 
Notes: Common spell (PHB), 

Flaming Weapon.Avissar^s 

See AvissaTs flaming weapon* 


FlamstertTs Flamestrike 

(Evocation) 

(Fire) 

Level: 4 

Range: 10 yds + /level 
Components: X S, M 
Casting Time: 1 rd. 

Dumtion: Spectal 
Area of Effect: l creature 
Saving Throw: 14 

This specialized fire spell can be used both as 
an attack and as a guardian trap. In either case, it 
affecte one creature only, its flames appearing in 
a roaring spira! around the victim for one round, 
The flamestrike inflicts ldl2 points of damage, 
plus I poim per level of the caster T and is a men¬ 
aee to clothing, carried items, and other exposed 
flammable materials near to thc victim (item sav¬ 
ing throws vs. magica! fire required). 

Whcn used as a trap, Fiamsterds flamesfrike 
must be casi on a small piccc of mela! (typically a 
eoinh and a series of specific triggering condi- 
tions (equivalent to those of a magic mouih spell) 
uttered, The trap is ihen “set" to activate whcn the 
conditions are met. It can be magically dctectecl 
as a trap only if thc detector is specifica! ly con- 
sidering an action that wouJd trigger it 

The conditions involve disturbing the com or 
piece of mctal and the dweomer can wait indefi- 
nitely until thc conditions are fulfilled. Condi¬ 
tions that do not involve disturbing thc coin are 
not vafid and cause the spell to fail. 

[f a dispel magic is cast on the coin before thc 
trap is triggerei thc spell is immediately dis- 
persed without taking effect. If several creatures 
fulfill the trap conditions, only thc first to do so 
is affected; if several do so at once, determine the 
affected creature randomly. 

The material components are a pinch of salt¬ 
peter, filings or a small piece of any mctal, a 
piece of phosphorous, and a pinch of ashes. 

Notes: Rare or very rare spell; originally from 
the Forgotten Realms setting. 

FlamCs Finery 

(Abjuration) 

Level: 2 
Range: Touch 
Components: X S 
CastingTime: I rd, 

Puration: 1 day/level 
Saving Throw: None 
Area of Effect: Creature touched 
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Flash, Nyamna 
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Using Flann finery, a wizard (or other spell 
recipient) can resisl diri, bloo4 sweat, and other 
undesirable substances that oiherwise would soil 
their persons or cfothing. Although this spei i in 
no way protects an individual from damage due 
to acid disease* ctc,, it kccps him looking good. 
It prcserves meta! items from rust and tamish and 
keeps clothing from tearing or wearing thtn. The 
somewhat fussy wizard Flann dcveloped Flann s 
finery to keep an appearancc of nobility even 
while ftghting or traveling. Flann always ineluded 
this as a mandatory pari of a studenti spcllbook 
to maintain Standard* of decorum. 

Notes: Uncommon or rare spcll; originally 
from the Mystara setting. 

Flare 

(Evocation) 

Level; 1 
Range: Special 
Componems; V, S 
Casting Time: 1 
Durat ion: Instantaneous 
Arca of Effeet: Special 
Saving Throw: None 

This spcll is typically used for long-range sig- 
naling outdoors. It produces a streak of intense 
light, of a color chosen by the castcr, that shoots 
straight up imo the air severa! hundred feet from 
the easter*s index finger and remains visible for 
about six seconds. It is equally visible in daylight 
or darkness, and can be seen from as far away as 
12 miles. 

A flare can be used to indicate the position of 
the wizard and his partv. or it can be used to 
transmit simple messages. Sinec the/fanrfc color 
is controlled by the castcr, a simple code can be 
devised for signaling between an army and its 
scouting parties. For instancc, a red flare might 
indicate that an enemy is near, a yellow one 
might mean that the enemy is retreating, a green 
one "ali ciear," and so on. 

The flare is otherwise harmtess and has no 
effeet on creaturos or objects. Its vertical ascent 
is stopped by any physica) barrier 

Notes: Very rare, Known to be in the Fire-Eyes 
Scmlls. (Updatcd from D^GewMagazine.) 


Flash 

(Alteration) 

Level: 2 
Range: 0 
Casting Time: 1 
Components: V, S 

Duratum: Special, maximum 2 rds./levcl 
Area of EfFect: Thin beams, 90 feet long 
Saving Throw: Special 

By means of this spcll* the castcr can releasc a 
series of flashing, multTcolored beams of light 
from his fingertips in a dazzling display. 

The casier generares two light beams for eaeh 
level of experienee. These can be re lea sed as 
rapidly as three per round or as slowly as one per 
round, The beams can be of any color; they are 
90 feci long. They are stopped by physical 
objects, visual illusions, and any magica! force 
spei) of 4th level or groater, such as minor globe 
of invulnerability, wall of force, and sjmilar 
spei Is. 

A creature is siruek by a ray and dazzlcd 
unless the caster deliberatcly avoids the eyes, or 
unless the creature makes a successful saving 
throw vs. paratyzalion. Dazzled creaturos roceivc 
a penalty of 1 to attack rolls made durirtg the 
next round. Only one creature can be dazzlcd by 
a single ray. The dazzling effeet is not cumulative 
for multiple beams (multiple saving throws can 
be forced), but can be extended by hits in later 
rounds, BUnd or eycless creaturos cannot be daz¬ 
zled, Multiple creacures can be dazzled, provided 
they are within 10 feet of each other.. 

The castcr can takc actions other than spell- 
casling during the round in addition to the daz¬ 
zling effeet, and can end this spdl at wilf 

Notes: Rare spell Known to be in MyrVs Texi 

Flash — Red Wizard 

Red Wizard spell, see flashburst 

Flash, NystuPs 

See NystuFs flash. 
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Flashbursf — Red Wizard 
(Evocationi 

Level; 3 

Range: 10 yds./lcvd 

Componente: V, S, M 

Casting Time: 3 

Durat ion; Instantancous 

Area of Effeci; 20-ft. radius sphere 

Saving Throw: SpeciaJ 

This spell creates a bltnding flash of iight. All 
sighted creafures caught in its area or Looking at 
ihe effeci when if goes off are blinded for the nexi 
round, Furtber, they must make a saving throw 
vs + speiI; failure blinds a creature for 2d 10 
rounds. Blinded creatores have a —4 penalty to 
attack rolls. Thief skilts requiring sight are at 
-20%; nonweapon proficiencies may be affected 
at the DM's optio m 

Forewarned creatures can avoid the cffects 
mcrely by closing their eyes if tn the area or 
averiing their eyes if not in the area. 

Notes: Common for Red Wizards of Thay; 
otherwise very rare. 

Flashlight 

(Alteri fio n) 

Level: 1 
Range: 0 

Componcnts: V, S, M 

CastmgTimc: 1 

Duration: 3 tums/Ievel 

Area of Effect: Beam, 30 ft. + 10 ft./level 

Saving Throw: None 

This spell gencrates a beam of Iight a fcw 
inchcs in diameter. An opaque object can block 
the beam- The wizard can tum the beam off and 
on, instantly, at will* 

The beam is not equal to sunlight, but it can 
disorient a light-sensitive creature (drow r derro, 
duegar, svirfncblin, mind flayer, ete-) if played 
across the creature'® face. One creature per round 
can be so affected and must save vs. spell, Failure 
means the creature suffers its Standard penalty for 
Iight for ld6 rounds, A thief hiding in shadows 
who might be caught by the beam must reroll for 
hiding and is detected if the roll fails. 

Any magica! darkncss cast against the wizard 
for the purpose of extinguishing the flashlight 
will do so and is expended. 

The material component for the spell is a 
dozen dried fireflies. 

Notes: Very rare spell. (Updated from 
Pol yhedbom Newsline,) 
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Flashpuff — Geisya 

(Alteration) 

Leve!; 2 
Range: 40 yds, 

Components: S, M 
CastingTime: 2 
Duratum: 1 rd./level 
Area of Effect: Cloud, 2 x 2 x 2 ft> 

Saving Throw: None 

The wu jen throws a pinch of whlte powder 
inio a burning firc (such as a brazitr), whicb 
causes a briHiant flash and a cloud of smoke. If a 
biinding effect is desired by the wu jen, cmlook- 
ers are blinded for 2-5 rounds if a save vs. wands 
is failed; the wu jen is unaffected by the flash. 

The cloud of smoke can be any color the wu 
jen desires, and lasts for the full durat ion of the 
spclL This smoke can be used to form any sim¬ 
ple, two-dimensional image the wu jen concen- 
trales on, The painting pmfieiency allows the wu 
jen to create instant artwork that <lis si pates at the 
end of the spell. 

Notes: Common for geiysa; uncommon for wu 
jen; virtually unknown dsewhere. 

Fleet Feet 

(Alterat ion) 

Reversi hic 

Level: 3 
Range: Touch 
Components: V, S, M 
Casting Time: 3 
Puration; 1 day^S leve Is 
Area of Effect: ! individua! 

Saving Throw: Neg, 

This spell allows an individua! to move more 
quickly. The one affectcd can take very large strides, 
as if his feet and legs weighed far less then they 
actually do. For purposes of cross country move¬ 
ment, an affectcd individua! can double his normat 
movement rate (and can force march bcyond that, 
though stili subject to the forced march effects), The 
individua! 1 » movement rate is doubled in combat sit- 
uations as well* but his balance and inertia make it 
difficult to maneuver. If moving greater than his 
normal movement rate and attempting to tum in any 
way, such as to round a comer or to avoid an obsta- 
cie, the individua! must makc a succcssful Dexterity 
check to avoid faJling (failure ends his movement 
for the round and makes him prone). 

The material component for this spdl is a 
feather from a flightless bird, such as an crdlu. 




The reverse of this spell, stone feet* makcs the 
affectcd individuars legs fcd as heavy as rock, 
slowing his movemem to half. A saving throw 
negates this effect. The individuars balance is 
unaffected. 

The material component for the reverse Is a 
piece of mekiHot hi de. 

Nutes; Common on Athas (the Dark Sun sct- 
ting); virtually unknown elsewhere, 

Fleeting Journey; Bowgenl!e , s 

See Bowgcntle"s fleeiing journcy 

Flens! ng — Red Wizard 
(Altera tton) 

Level: 8 

Range: Touch 

Components: V, S, M 

CastingTime: 8 

Duration: Special 

Arca of Effect: Creature touched 

Saving Throw: Special 

This horrifying spell actually strips ihc flesh 
from its victim. Developed by the Red Wizards 
for torture and interrogation* it can be learned 
only by spcllcasters of evil alignmem. 

Flensing takes four full rounds to be effective. 

* i st Round: The victim suffers great pain and a 
disfiguring tearing of his or her Hcsh but no 
actual damage, 

* 2nd Round: The victim suffers 2d6 points of 
damage (saving throw vs, spell is allowcd for 
half damage). 

* Srd Round: The victim takes 2d 10 points of 
damage (save for half damage). 

* 4ik Round: The victim must save vs. death 
magic or die instantly as the very flesh i$ torti 
from his or her bones. 

Victims of this spell often give in during the 
first round of casting and teli the Red Wizards 
what they want to know. On occasion* the wiz¬ 
ards lel the spell complete its work even afier 
they have gotten the infonmtion. 

Flensing causes extensive disfiguremenL 
depending on when the spell is stopped, The vic¬ 
timas Charisma cannot be reduced helow i in this 
manner. Charisma points can be restored by a 
regeneration effeci. 

* l$t Round: The victim must save vs. breath 
weapon or lose 1-3 points of Charisma perma- 
nently. 

* 2nd-3rd Round: The victim must save vs. 
breath weapon or lose 2d4 points of Charisma 
permanently 
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Flesh Mirage 




* 4fh Round: A victim who survtvcs the fourth 
round must save vs, breath weapon to avoid the 
permanent loss of2d6 points of Charisma, 

The material component offlenstng is an 
onton from a field plowed by rothe (sce the 
Monstrous MANUAt Tome under **Mammar) , 
which is pceled, one layer per round of the spell. 
Notes: Restricted to the Red Wizards of Thay 
or those trnined by ihem. 

Flesh Mirage 

(Necromancy) 

Level: 5 
Range: Touch 
Componcnts: V, S, M 
Casting Time: l tum 
Duraiion: 1 rd/level 
Area of EfiTect: The castcr and 1 creature 
Saving Throw: Neg, 

This spell enables a wizard to “switch faces 1 * 
with another creature, living or dead. Ii has no 
effect on the undead, The caster gains the rouched 
indlvidualfe faciat features, whiic the target gains 
the castcrY The caster must be abJe to see the 
features he imends to assume, 

The caster does not gain any sensory abilities 
(or disabilities) associated with his new face. For 
example, jf hc copies a medusa*» face, hc gains 
none of the creature*s gaze attacks. Likewise, if 
he copies a blind man*s face, he stili retains his 
normal sight. The reverse is also true—that is, the 
blind man remains sightless despite his “new 
eyes*” Both individuals retain their normal 
voices, as well as height, bodily appearance, 
knowledge, spells. and spelWike abilities. 

Flesh mirage compensates for any unusual 
restriction that a new visage might otherwise 
cause. For instante, even if the castcr*s new facc 
has no apparem breathing holes, be can stili 
breathe normally. And even if his new face has no 
apparent eyes, he can stili see as he did before. 

The flesh mirage serves as an effective d t$- 
guisc, It does radiate magic, however, which is 
identifiable as part of the Necromancy school. 
Magics that detect or remove spells of the i!Ju- 
sion school—such as hanish dazzh\ dispel iilu- 
sion. or dispel mirage do not afifect this disguise; 
flesh mirage is not illusionary. Dispei magic or 
destrvy magic can reverse the effects of this spell, 
retuming each face to its origin. 

An unwilling creature touched by the caster is 
allowed a saving throw vs* spell to avoid the 
transference. As usual, a willing target can sim- 
ply forgo the saving throw. 
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The materia) components of this spell are a bit 
of plaster and glue, and a mirror, ai) of which are 
consumed by the casting. 

Notes: Common in arabian setiings; otherwise 
very rare. 


Flesh to Air 

(Necromancy) 

Reversi bl e 

Levcl: 4 
Range: 10 yds, 

Components: V t S 

Casting Time: Special 

Duration: Permanem 

Area of Effeci: I living creature 

SavingThrow: Ncg. 

With this spell, a wizard can vaporize the flesh 
of any one living creature, leaving it a special 
animated skeleton unless a successful saving 
throw vs. spell is made. These living skeJetons 
can magically see and hear but cannot talk or cast 
spe lis. The creature can be controlled as if 
undead but since it is noi truly undead it cannot 
be tumed or blasted out of existence by a priesfs 
turning ability. The cffects of this spell can be 
negated by its reverse, or by casting ftrst a 
remove curse spell and then a dispel magic spell. 
No system shock roll is required. Rcstoration 
requires 5 rounds per original Hit Die of the crea* 
ture restored. 

This spell has alignment repere ussi ons as 
decided by the DM. 

The reverse, air to flesh ; elothes in flesh (a 
term including muscles, inner organs, brain tis- 
sue, etc.) any one being turned into a "living 
skeleton*' by the flesh to air spell, restoring the 
body to its original appearancc and abilities 
(slain special skelctons simply tum into dead 
bodies). 

Notes: Restricted to necromancers; rare, 

Flesh to Rockv 

See statue form. 


Flesh to Stone 

Reversed form. see stone to flesh, 

Fleshshiver 

(Necnimaitcv) 

Levd; 5 

Range: 10 ft/levcl 
Components: V, S, M 
Casting Time: 2 


Duration: Insiantaneous 
Area of Effect: 1 being 
SavingThrow: Special 

This spell afflicta any single creature of large 
size or smaller the caster can see within range. 
The creature is automatically stunned (rccling, 
unable to think or aet coherently) for the follow- 
ing round. and must make five Constilution 
chccks (save vs, death magic for monsters with- 
out a Constilution acore)* For each one failed, a 
limb is broken* with an accompanying ld6+2 
poinls of damage and loss of mobility, For human, 
demihuman, and humanoid. the chccks are for 
left arm, right arm, left leg, right leg, and neck; if 
the fast one fails, a system shock survival roll is 
required to avoid death. (DMs must rule on a 
reductiori in movement rate appropriate for the 
creature if one or more limbs that provide move¬ 
ment are broken; a reduction by half for a bipedal 
c reature, for ex ample), 

A wizard of 18th levd can affect huge creat ures; 
one of 25th can affect gargantuan crcatures. 

The material component for this spell is a 
bone, which is broken during the spellcasting. 
Chicken bones are oftett used. 

Notes: Restricted to the Seven Sisters, their 
apprentices, and select Harpers; rare. 

Float 

A spell of this name from the Dracqnunce set- 
ting has been combined with the spetl feather 
float and appears there , 

Float 

(Alterat ion) 

Level: l 
Range: Touch 
Componertts: V f S, M 
Casting Time: l 
Duration: 1 tum/level 
Area of Effect: I creature or object 
Saving Throw: Neg, 

A recipient of this spei) becomcs more buoy* 
ani in water. The creature floats straight up to 
the surface like a cork, at a rate of 10 fcet per 
level of the casier per round, carrying up to 10 
pounds of "baggage” per level of the caster, Air* 
breathing crcatures benefiling from this spell 
are safe from drowning unless they are pre- 
vented from rising to the surface. At roughly 50 
fcet per round, the ascent is swift, but the crea¬ 
ture stops if it encounters some obstacle. A 
floating creature can move around as it normally 

-C 
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FJotfing Disc, Tcnser's 


would; the spell does not interfere with normal 

swimming or movement, even if the recipient is 

diving or swimming dowuward. Howevcr, an 
individual who stops swimming floats toward 
the surfaee. There are no ill effecta of this rapid 
rise, regardless of the original depth, The float 
spell does not imbue the creature with the swim¬ 
ming proficiency, but it keeps an air-breathing 
creature on the surface, where breathing is pos- 
sible, at least until the spell wcars off, 

A caster touching an objeci instcad of a crea¬ 
ture can successfufly float a weight of up to 10 
pounds per experience level, (This is harder than 
lifting a creature, who in theory is already some- 
what buoyant,) For example, an experienced wiz- 
ard niight use,/?oof to raise a treasure chest ftom 
the sca floor. 

The material component of float is a bit of 
cork, The wizard bites down hard on it when easf- 
ing the speil. 

Notes: Common in arabian settings; very rare 
elsewhere. 

Floating Disc, Tenser T s 

See Ten seris floating disc. 

Fly 

(Alferation) 

Lcvel: 3 
Range; Touch 
Components: V, S, M 
CastingTime: 3 

Durati on: i tum/level + ld6 rums 
Area of Effect: Creature touched 
Saving Throw: None 

This spell enables the wizard to bestow the 
power of magical flight. The creature affected is 
abie to move vertically and horizomafly at a rate 
of 18 (half that if ascending, twice that if descend- 
ing in a dive). The maneuverability class of ihe 
creature is B (180 degrees or Jess of tum ing in a 
round). Using the fly spell requires as much can- 
centration as walking, so most spells can be casi 
while hovering or moving slowly (movement of 
3)* Possible combat penalties while fly ing are 
known to the DM (found in the "Aerial Combat" 
section of Chapter 9 of the DMG). The exact 
duration of the spell is ahvays unknown to the 
spellcastcr, as the variable addit ion is determined 
secretly by the DM, 

The material component of the fly spell is a 
wing feather of any bird. 

Notes: Common spell (PHB). 


- _ * 

Flyfield 

(Alteration) aa 

Level: 5 

Range: Touch 

Components: V, S, M 

CastingTime: Special 

Duration: Special 

Area of Effect: Creature touched 

Saving Throw: Special 

This spelljammeris spell allows the caster (or 
another designated by ihe caster who acti vates the 
spell by spcaking final words of power) to cause a 
powerless, drifting spclljamming ship, up to 5 tons 
per caster lcvel, to suddenly Iunge in a desired 
direction and distance, up to 30 yards plus 10 
yards per caster level. It is commonly used to foil 
rmuniog zttempts or avoid collisions, escape mis¬ 
siles in combat, or to dart through crystal sphere 
portals. While the basic spell requires an entire 
round to casi, save for the final command, speak- 
ing the fmal command has a casting time of l. The 
spell activator need nol have any spellcasting abil- 
ity. The spell activator has total control over the 
sbipfc direction and distance. Jf no direction is cho 
sen, choose one at random, using the rnles govem- 
ing grenadclike missiles. 

For the spellcaster to designate another as the 
spell activator, the two must touch each olher as 
the spell is cast. The activator must Ihcn be taught 
the final words of power while holding the crys- 
tal sphere (see material components, befow), If 
the activator speaks the key words withtn one day 
per level of the caster, the spell instantly takes 
effect (or is wasted; see below). 

If the activator is kiltcd or feebteminded 
between cast ing and the end of the effect i veness 
period, the spell is lost (normal stcep or uncon- 
sciousness do not afleet the spell). 

If the activator is in physical contact with two 
ships when he activates Ihe spell, the spell fails. 
The flyfield'* magic can be centered only on a 
single ship. 

This spell will not work with any ship cur- 
rently under power {by a spelljamming helm» a 
furnace, or other power source) but will work in 
wildspace, phlogiston, and atmospheres alike. It 
cannol affect a ship whose total tonnage (atmos- 
phere cxcluded) exceeds the caster's capability— 
iftried, the spell is lost. 

The material components are two small tode- 
stones and a small sphere of crystal, which dissi¬ 
pate as the spell is cast. 

Notes: Common for spellcastcrs ffom a spell’ 
jamming culture; otherwise rare. 
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Flying Feat, DrawmJJ’* 

See Drawmij*s flying feat. 

Flying Fist 

(Evocation) 

(Force, Mentalism) 

Level: 2 

Range; lOyds./levd 
Components; V, S 
CastingTime: 2 
Duration: 1 rd./Icvd 
Area of EfTect: Creates 1 fist 
Saving Throw: None 

This spell creates a small, utilitarian hand, nor* 
mally in the shape of a gloved fist of magical 
force, which is visible only to the castor (though 
detect invisibilify or simifar spe Jis wiU aJJow 
others to see it). 

The hand has a movement rate of 12, but it 
must remaiit wiihin 10 yards per level of the 
caster. It can hover, swoop, and dive at the mental 
command of the caster. No concenfration is 
required to maintam the fist; it can follow a wiz- 
ard as he moves and fights. If the wizard casts 
another spell or is knocked unconscious, the fist 
dissipate* immediately. 


The fist can perfbrm any one of three iasks: 

• It can grab small falling or floating objects 
weighing no more than 1 Ib. and carry such 
objects for up to two rounds. The fist does not 
have the strength or the dexierity to remove 
items that are tethered, secure d, or sheathccl or 
to take items from a creature^ grasp. 

• The fist can push or slap an opponent, causing □ 
-1 pcnalty to the creature 1 » nexi attack. 

• The fist can physically attack an opponent, with 
the caster's THACO and a +2 bonus, causing 1-2 
poiius of damage. (It is not comidered a mis¬ 
sile, magical or otherwisc). 

The fist cannot penetrate soltd objects or pass 
through walls offorce or antimagic barriers, It 
can be destroyed physically by 5 points of dam- 
age. Its AC is 3 if invisiblc, 7 if the attacker can 
see it. Destroying the fist does not affeci the 
caster 

The flying fist is recorded in more anciem 
tomes as Alcimer s flying fist, A Ici m er was 
extremdy proud of the spell and disseminated its 
seeret widely, Soon, so many mages wcre using it 
that they dropped Alcimer*s name from the litle. 

Notes: Uncommon spell from the FORGOTTEN 
Realms setting: known to be in Dethos Libram. 
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Flying Jambiya 


(Alterat! onl 
fProvince: Wind) 


Fncus Fear — Dragon 

(Alteration) 

Revcrsible 


Level: 2 

Rafige: lOyds/level 
Compomsnts: V, S, M 
CastingTime; 2 
Duration; 3 rds. + 1 rd./lcvel 
Arca ofEffcct: 1 item 
Saving Throw: None 


Level: 4 
Range: 0 
Components: V 
Casting Time: 4 
Duration: ! rd./level 
Area of Effcct: Spceial 
Saving Throw: Speci al 


This specialized magic cnables a wizard to send 
a blade afler a target Lifce a hawk after a desert mt 
Only small weapons with metal blades work, such 
as the jambiya, knifc, dirk, dagger, and the biade 
creaied by a sandjambiya spell. Otherwise, the 
weapon can be of any type, lf the caster is not 
familtar or proficient with it, attacks are made 
with the usual THACO penalty (-5 for wizardsf 
To cast the spelh a wizard whispers an incanta- 
tion, holds the ehosen weapon in haud, blows on 
it, Ihen ihrows or rcleases it The caster directs 
the errehanted weapon againsl a spectfic individ¬ 
ua!, The weapon flies about to attack that oppo¬ 
nent at a distance, The caster can change the 
target as long as the spell is maintained. In any 
case, he must be able to see his target; the weapon 
eannol fly without benefit of his sighf 

The caster can move the weapon 60 feet per 
round. The weapon strikes once per round wilh 
the castefs normal THACO (and itonproficiency 
penalty, if applicabJe). It boasts a +2 bonus to 
attack rolls and is considered a +2 magical 
weapon for purposes of what it can strike, (lf the 
blade was magical befbre this spell was cast, add 
these benefiis to its usual bonuses.) 

Damage, howevcr, is at -1, to a minimum of 1. 
While animated, the weapon has an Armor Class 
of 0 and is considercd to have 12 hit points, lf it's 
reduced to 0 or fewer hit points, the spell ends, 
but the weapon itself is not actuatly damaged 
The caster must con centratc on the flying jambiyu 
continuously to kcep it animated. The spell ends 
tnatandy if the caster dies, bcgins any other spell- 
casting, falis unconscious, orgoes out of range. 

While the wizard is casting a flying jambiya f 
any injury to him mias the spell. Howevcr, if the 
weapon is already ammaieti injury aloae docsnT 
end control over the weapon. If eontrol is ever 
lost, the spell ends and the weapon simply falis to 
the ground. 

In addition to a suitable blade, this spell 
requires a teardrop from the caster. 

Notes: Common in arabian settings; otherwisc 
very rare- 


Similar in function to the aum of /fW spell, 
focus fear increases the potency of the dragons 
panic and fear auras. It is useful for ali dragons of 
adult age or older, and ii can he used in conjunc- 
tion with an aum of terror 

By means of this spell, the dragon reduces the 
radius of its fear aura, focusing the power of that 
fear Forevery 5 yards the dragon reduces its 
aura, the saving throw modifier against the 
dragon fear gains an additional -l. Howevcr, a 
dragon carmot reduce its fear aura to a radius of 
less than 15 yards in any case. An adult dragon, 
with a normal fear radius of 20 yards and a sav¬ 
ing throw modifier of+2, can reduce its fear 
radius to 15 yards and change the modifier to +1. 
Likewisc, a great wyrm could condense its fear 
radius to 15 yards from 50 yards, ehanging its 
usual -4 save modifier to -11. A natura! 20 saves 
regardlcss of the modifiers. 

The reverse of this spell, extend fear, allows 
the dragon to enlarge lis fear radius to a maxi¬ 
mum of 50 yards. An exiended aura is wcaker, 
with saving throw modifices changing in an 
opposite manner from that of focus fear The 
reverse can be used by dragons as young as 
“young adults’ 1 (if they possess fhc required 
spdlcasting ability) but is useless to a great 
wyrm, 

Both versions of this spell aflow the dragon 
such fine control of the fear radius that it can 
alter the dimensions of its fear radius on a roimd- 
by-round basis- Of course, the aura can bc aftcred 
only within the parameters of the version 
employcd (that is, any radius between the 
dragotfs normal radius and the (imiis of the 
appropriate version of rhe spell )- To change the 
radius while the spell is in effeet, the dragon must 
stop what it is doing and conccntrate; it cannot 
engage in other acti vities in thai round- Other- 
wise, the dragon is frec to cast spells, fight, fly, 
use iis breath weapon, and so on, as the spdt 
requires no concemmtion. The dragon can cancd 
the spell at any lime. A dtspel magic has no cfFect 
on either version of this spell, ihough spells such 
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Fogboti — Phaerimm 
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S 



as wish. Iirrtited wish t and the likc can cnd the 
dweomer immediately. 

Both vcraions of this spell are fairly common 
among dragons capablc of casting a spell of this 
leve!. 

Notes: Rcstricted Io dragons; uncommon, 
(Updatcd from Dragon Magazine.) 

Fog Cloud 

(Alteradoa) 

(Air) 

Level: 2 
Range: lOyds, 

Component s: V, S 
Casting Time: 2 
Duration: 4 rds. + I rd./level 
Area ofEfiect: Speeial 
Saving Throw: None 

The fog ctoud spell can be cast in one of two 
ways* at the caster*s option: as a large, stationary 
bank of normal fog, or as a harmless fog that 
rcsembtes the 5th-lcvel wizard spell cloudkilL 

As a fog bank, this spell creates a fog of any 
size and shape up to a maximum 20-foot cubc per 
castor IcvcT The fog obscures ali sighc normal 
and infra Vision* beyond 2 fcct. 

As a doudkill-likc fog, this is a billowing mass 


of ghastly* yellowish-green vapors* measuring 40 
feet x 20 feet x 20 feet. This moves away from 
the caster ai 10 feet per round. The vapors are 
heavier than air and sink to the lowest level, even 
pouring down sinkholes and den openings. Very 
thick vegetation breaks up the fog after it has 
moved 20 feet imo the vegetation. 

The only elTect of either version is to obscure 
Vision. A sirong breeze will disperse either cffcct 
in one round, while a moderate breeze will 
reduce the spell duration by 50%. The spell can- 
not bc cast under water. 

Notes: Common spell {PHB). 

Fogbolt — Phaerimm 

(Fvocation) 

Lcvcl: 1 
Range: 10 yds* 

Componente; V* S, M 
Casting Time: I 
Duration: 2d4 rds, 

Area of Effect: I creature 
Saving Throw: Speeial 

This spell creates a flying teardrop of foglilce 
vapor and hurls it at any one being choscn by the 
caster. The target creature is enveloped in an aura 
of thick* smokelike fog, and temporarily shrouded 
(-3 to aiiack rolls* AC worsened by 2* saving 
throws reduced by 3 if based on dodging; that is, 
the “Starlight” pcnalties from the DMGTMe 
12). AII phaerimm arc immune to this spell; ite 
fog will not cling to thenu 

Any fiery light sounces (torches* candle lamps* 
and open lanterna) carricd by or in contact with 
the target get a saving throw vs. magical fire. If 
this fails* the flames are instantiy extinguished 
and can'1 be reignited by any means (their fuel 
won't bum) for 2d4 rounds. 

The target creature is allowed a saving throw 
vs. spell. If successfu!* the ck>ud dissipates on the 
round after striking; if not* it clings to the target* 
foiling vision-related spells* missile aiming* spy- 
ing attempts on surroundings* and the like* by 
reduci ng the range of effective vision to less than 
1 foot. 

The fog lasts for 2d4 rounds. If an affected 
creature touches another creature within 4 rounds 
of being enveloped* the second creature must 
save vs. spell. Failure means the spell efTeets are 
transferred to the second creature* regardless of 
the intent of the creature alrcady affected. This 
holds truc even if only an item held carrried, or 
wom touches the second creature. 

In hoi* daytime deseri conditions* (he fog lasts 
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only Id6 rounds (, ld4 if strong winds are present, 
including gust of wmd). 

The material component of this spe II is a large 
drop of water or spittle, or a drop of sweat, let fa!l 
into smoke of any sort. 

Notes: Restricted Eo phaerimm; conunon, 

FooPs Speech* 

(ALteratioo) 

(WUd) 

Level: 3 

Range: Touch 

Components; V, S, M 

CastingTime; 1 tum 

Durat ion: 1 hr./level 

Area of Effect i Caste r + 1 creature/level 

Saving Throw; None 

Wtth this spcll, the wizard empowers himaeif 
and orhers of his choosing with the ability lo 
speak a secret language ineomprehensiblc to 
Gthers. Crcaturcs designated to speak the lan¬ 
guage mus! be touching each other when the spell 
ts casi 

Otice cast, the characteri? can choose to speak 
normally or in their secret tonguc. They can 
speak and understand this mysterious language 
fluent ly. 

Fools speech is not recognizablc as any known 
language, nor does it remotely sound iike any 
language. A camprehend fanguages or tongues 
spell wilt not translate it It can be understood by 
an mdividual wearing a hetm of comprehending 
ianguages and reading magic, although the nor¬ 
mat percentage chances apply, 

The material component is a small whistle 
made of bone. 

Notes: Restricied io wild mages; uncommon 
(To M). 


Fools* Gold 
(AJrerarton, Ulusion) 
(Alchemy, Earih) 

Level: 2 
Range: lOyds, 

Components: V, S, M 
CastingTime: 1 rd. 

Duration: 1 hr./level 

Area ofBffcct: 10 eu. in./levd 

Saving Throw: Special 



area of effeci is 10 cubic inches per level—Le,. a 
L-inch x l*inch x 10-inch volume or equi valent, 
equal to about 150 gold coins. Any creature view- 
ing the **goltT is entitlcd to a saving throw vs. 
spell, which can be modified by the crcature T s 
Wisdom; for every level of the wizard the crea¬ 
ture must subtract I from his dicc roll. Thus, it is 
unlikely that fools 1 gold will be detected if cre- 
ated by a high-level caster If the “golcT is struck 
hard by an object of cold*wrought iron, thete is a 
slight chanee it will revert to its naturaI state, 
depending on the matcrial component used to 
create the “gold” Jf a 25-gp citrine is powdered 
and sprinkled over the metal as this spell is casi, 
the chance that cold iron will retum it to iis truc 
nature is 30%; if a 50-gp amber stone is pow- 
dered and used, the chance drops to 25%; if a 
250-gp topaz is powdered and used, the chancc 
drops to 10%; and if a 500-gp oriental (eorun¬ 
dum) topaz is powdered and used there is only a 
1% chance Chat the cold iron will reveal that it is 
fools' gold. 

Notes: Common spell (PHB), 


Copper coins can temporarily be changed to 
gold pieces, or brass items turned ro sol id gold, 
for the spell duration by means of this magic, The 
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Foothold — Old Empire 

(Alterat! 00 ) 

(Barth) 

Level 3 

Range: 10 yds./level 
Componente: V, 5* M 
Casting Time: 3 
Duration: I rum/level 
Area of Effect: 900 sq> ft. 

SavingThrow: Neg. 

A foothold spell eauses stony hands io appear 
from the grouud. These try to grab the legs of ali 
creature s in a 30-fooi by 30-foot area or a 90-foot 
by 10-foot area (depending on the desire of the 
caster). Creatur es successfully held by this spell 
cannot move, but they can attack normally and 
cast spells. Those trapped by this spell are con- 
sidered to have an effective Dexterity of 1. 

The foothold spell cannot affeet airborne or 
invisible creatures. A successful saving throw 
negares the effect of this spell on a target, but a 
new saving throw must be rolled every round the 
target is in the area of effect. 

The materia! component for this spell is a vul* 
ture*s claw. 

Notes: Rare spell. As a Fqrgotten Realms Old 
Empire spell, initiat exposure requires a mentor 
or a read Southern magic spell. 

Footprints, RuomiPs 

Rever$edform> see Ruomirs tracks. 

Forer Missiles, MordenkaineiTs 

See Mordenkamen's force missiles. 

Force Sculpture, Bigby’» 

See Bigby's force sculpture. 

Force Shapechange 

(Necromancy) 

Level: 5 

Range: 10 yds./level 
Components: V, S, M 
CasiingTime: I 
Duration: Instantaneous 
Area of Effect: 30-ft, radius 
SavingThrow: Special 

With this spell, the caster can force any 
shapechanger or magic-wielder using any form 
of a shapechanging spell to m stant ly revert to 
his true form (or his most common form ). To 
use the spell, the caster points at creat ures he 


knows or belicves to bc shapechangers. The 
spell affccts one creature per level in the area of 
effect. If the creatures are indeed shapcchang- 
ers, they must make a successful saving throw 
vs. spell or immediately revert Io their true form 
and suffer 3dl0 points of damage from the 
wracking pain caused by the forced change. The 
change takes a full round, during which time a 
victim can take no other actions. If the saving 
throw was successful, the victim does not 
change form, but stili suffers half damage. 

The material components for this spell are a 
hair from the hide of any lycanthrope and a live 
butterfly, relcased when the verbaI component is 
uttcred. 

Notes: Very rare spell 

Force Umbrrila, Otiluke^s 

See Otiluke f s force umbrella. 

Forcebuckler, Zata'& 

See Zalas forcebuckler, 

Foreecage 

(Evocation) 

(Force) 

Level: 7 

Range: l0yds./2 levcls 
Components : V, $, special 
CastingTimc: 3-4 
Duration: 6 tums + 1/leve! 

Area of Effect: 20-ft. cube 
Saving Throw: None 

This powerful spell enables the caster to bring 
into bcing a cube of force, but it is unlifce the 
magical item of that name in one important 
respeet; Instead of solid walls of force ihe 
foreecage has altemating bands of force with 3 A- 
inch gaps between. Thus, it is truly a cagc, rather 
than an cnclosed space with solid walls. Crea¬ 
tures within the area of effect of the spell are 
caught and contained unless they are able to pass 
through the openings—and, of course, all spells 
and breath weapons can pass through the gaps in 
the bars of force of the foreecage. 

A creature with magic resistance has a single 
attempt to pass through the walls of the cage. If 
the resistance check is successful, the creature 
esca pes, If it fails, the creature is caged. Note that 
a successful check does not destroy the cage, nor 
does it enable other creatures (save familiars) to 
flee with the escaping creature. The foreecage is 
also unlike the solid-walled protective device, 
cabe of forte ; in that it can be gotten rid of only 
by means of a dispel magic spell or by the expira^ 
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Foncecube 


tion of the spell. 

By means of special prepaiation ai the time of 
memorizatioru a forcecage spcll can be altered to 
a forcecuhe spell. The cube creat cd is 10 feet on a 
side, and the spell then resembks that of a cube 
of force in ali rcspects savc that of the differences 
between a cast spell and the magic of a devicc, 
includi ng the tncthods of defeating its power. 

Although the aetual casting of either applica- 
tion of the spell requires no materia! component, 
the study required to commit it to tncmory does 
demand that the wizard powder a diamond of at 
least 1,000 gp value, using the diamond dust to 
trace the oullines of the cage or cube he des ires to 
create via spcDcasting at some later time. Thus, 
in memorization, the diamond dust is employcd 
and expended, for upon completiori of study, the 
wizard nrnst then toss the dust into the arr and it 
wijf disappear. 

Notes: Common spell (PHB). 

Forcecube 

See forcecage, 

Forccful Hand, Bigby 1 ® 

See Bigbys forccful hand 

Forcelash — Phaerimm 

( Evoe a tion ) 

Level: 4 
Range: 0 
Components: V, S 
Casting Time: 4 
Duration: 4 rds. 

Area of Effeci: l forcelash, 80 ft. long 
Saving Throw: Spccial 

This spell creates a whip of shimmering force, 
projechng from the caster’s arm (or another limb 
or protrusion of the caster*s choice) to the limita 
of the laslTs length. Controlled by the caster Y s 
will, this crackling band of force strikes at one 
being per round, ll penetrales shietd spelb and 
other magica i barriers of 3rd kvel or less and 
always hits, inflicting 6d4 points of damage. 

A struck being must make two saving throws 
vs. spelLThc first, if successful, reduces the 
damage by hatf; the second governs the terget's 
mobility, If successful, the victim can move and 
act normally; if it fatis, the victim is rooted to the 
spot, body convulsed with the energy discharge 
of the forcelash. This lessens Armor Class by 2 
points, denies Dexterity Armor Class adjust- 
menta, and prevents the victim from moving* 
launching attacks, aiming or readymg items, and 
ruins any attempted spellcasting that round. The 


0M may require a Dexterity check to see if a 
convulsing Urget drops items. Fragile items 
dropped on hard surfaces might require theirown 
saving throws vs. cnishing blow. 

The lash wielder has the option to keep a vic- 
tim immobilized with the lash instead of striking 
with it; the whip and the arm wielding it cannot 
be used for other actions. An individua! who tries 
to free an immobilized creature by seizing the 
lash immediatcly takcs 3d4 points of damage, but 
the immobilized victim is instamly freed. This 
does not end the spell; fhe wielder is free to use 
the lash against any target on the next round. 

Notes: Restricted to phaerimm; commem, 

Forcewave 
(Abjuration, Evocationi 
(Force) 

Level: 2 

Range; 10 yds,/level 
Components: V, S, M 
Casting Time: 2 
Duratron: \ rd, 

Area of Effect: l creature 
Saving Throw: Special 

This spell hampers a single creature for onc 
round, A wave of transluceat, silent, colorless 
force, visually resembling an ocean wave break- 
ing on a beach, comes imo being in front of the 
caster. The caster must point to, name, or concen* 
trate upon the creature during the casting. The 
wave rushcs toward the creature a rate of 30 yards 
per round It affecis only ihe intended target, 

If the target creature is within range, the 
forcewave strikcs it. The target reeeives a saving 
throw vs. spell to determine the forcewave 's 
effect. ff successful, the creature suffers one 
point of impaci damage and is thrown o!T-bal- 
ance: a running or charging creature, or one on a 
narrow bridge or high place, must makc a Dex¬ 
terity check on Id20 to avoid falling, A failed 
saving throw means the creature suffers ld4+l 
points of impact damage, is repulsed (forced 
away from the caster) 10 feet, and has any ongo- 
ing spellcasting ruined, Onty missile attacks are 
permitted on the round during which il is struck, 
A Dexterity check must be made to avoid falling 
(at -1 if the target creature is small, weak, sur* 
prised or precariously situated). 

NoncorporeaJ beings cannot be affected by a 
forcewawy but a being emplqying a displaccmcnt 
or blink effect, or that shifts rapidiy from one 
plane to another, can be affected by this spell. 

The materia! components of fhrs spell are a 
smal! piece of rope or string and a drop of water, 
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spitttep orateat 

Nutes: Rate spell. Known to be in Laeraht 
Libram , 

Foresight 

(Divfnatton) 

Levet: 9 
Range: 0 

Components: V, S, M 
CastingTime: 1 rd. 

Durat ion: 2d4 rds. + l rd./levd 
Area of EfTect: Special 
SavingThrow: None 

This spell grants the caster a powerful stxth 
sense in relation to himself or another AUhougb 
cast upon himself, the wizard can speeify that he or 
another is the bcneficiary of the spell. Once the 
spell is cast, the wizard reccives instantaneous 
warnings of impending danger or harm to the 
object of the spell. Thus* i f he were the object of the 
spell, the wizard would be wamed in advance if a 
Lhief were about to attempt to backstab him, or if a 
creature were about to leap out from an unexpectcd 
dircction, or if an attacker were specificaliy target- 
ing him with a spell or missile weapon. When the 
warnings are about him personally, the wizard can¬ 
nei be surprised and always knows the direction 
from which any artack on him is made. In addition, 
the spell gives the wizard a generat idea of whai 
action he might take to best protect himself—duefc, 
jump righf close his eyes, ete,—and gives him a 
defensive bonas of 2 to his Armor Class. 

When another person is the objeci of the spell, 
the wizard receives wamings about that person. He 
must stili communicate this to the other person to 
negate any surprise. Shouting a waming* yanking 
the person back, and even lelepaihically communi¬ 
cat i ng through a crystal ball can ali be aecom- 
plished before the trap is sprung, if Ihe wizard does 
nof hfisitafa However, the object of the spell does 
not gam the defensi ve bonus to his Armor Class. 

The material component for this spell is a 
hummingbird*s feaiher. 

Notes: Common spell ( PHB ). 

Foresfs Fiery Constrictor 
(Conju ration/Summoning) 
iFire) 

Level: 6 

Range: lOyds./level 
Components: V, S, M 
Casting Time: 6 
Duration: I nl/level 
Area of EfTect : I firc source 
SavingThrow: Special 


Forget 


This spei! causes a lentaek of magica) flame to 
snake forth from any existing source of natura! or 
magical fire. The flaming tendril is 10 feet long, 
has AC 7, can be hit only by magical weapons of 
+2 or better enchantmcnt, and has hit points 
equa! to double the caster's level (24 hit points for 
a 12th-lcvel caster). 

Any creature within 20 feet of the tentade is 
subject to attack as directed by the caster. The 
vtetim must attempt a saving throw vs, spell. If 
successful t the subject only suffers ld6 points of 
fire damage from cortfacf with the tendril. If the 
saving throw is faited, the victim is emanglcd and 
suffers 3d6 points of fire damage each round 
until the tendril is destroyed or the spell expircs. 

If the fire source from which the tentade 
emanales is extinguished the remaining time that 
the fiery constrictor can exist is eut in half. 

The material component is a red dragon‘s 
scale. 

Notes: Uncommon spell (TaM). 

Forget 

(Enchantment/Oiarm) 

(Mentaiism, Song) 

Level: 2 
Range: 30 yds, 

Components. V S 
CastingTime: 2 
Duration: Special 

Area of EfTect: 1-4 creatures m a 20-fL cube 
Saving Throw: Neg. 

By means of this spell, the spdlcuster causes 
creatures within the area of effect to forget the 
events of the previous round (the onc minute of 
time previous to the utterance of the spell). For 
every three levels of experienee of the spellcaster, 
another minute of past time is forgottem This 
does not negate charm, suggostion, geax. quest, 
of simi lar spells, but it is possiblc that ihe being 
who placed such magic upon Ihe recipient could 
be forgolten. From onc to four creatures can be 
affected, at the dis creti on of the caster. If only 
one is to be affeeted, the recipient saves vs. spell 
wiih a -2 pcnalty; if two, they save with -1 penal- 
ties; if three or four are to be affccied they save 
normally* Ali saving throws are adjusted by Wis- 
dom, A priesfs heal or restoration spell, if spe- 
cially cast for this purpose, will restorc the lost 
memories, as will a Umited wish or wish, but no 
other means will do so. 

Notes: Common spell (PHB). 
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. Fortunes of War p 


Fortunes ofWartTenser^s 

See Tenscrs fortunes of war. 

Freedotn 

Reversedform. see impnsonmcnt. 

Freezing Sphere, Otiluke^s 

See Otiluke’s freezing sphere. 

Friends 

(EnchanUnent/Charm) 

<Song) 

Level: 1 
Range: 0 

Componcnts: V, S, M 
CastingTime: ! 

Duration; ld4 rds. + 1 rd./lcvel 
Area of Effect; 60-ft radius 
SavingThrow: Special 

A friends spell causes the wizard to temporar- 
ily gain 2d4 points of Charisma, intelligent crea» 
tures within the area of effect at the time the spei i 
is cast must make immediate reaction checks 
based on (hc indi viduali new Charisma. Thosc 
wiih favorable reactions tend to be very 
impressed with the spellcaster and make an effort 
to be his friend and help him, as appropriate to 
the situation. Officious bureaucrats might decide 
to become hdpful; surly gate guards might wax 
informarrve; affacking ores might spare the 
caster ^ life, taking him captive instead. When the 
spell wears off, the creatures realize that they 
have becn influenccd, and their reactions are 
determined by the DM 

The components for this spell are chalk (or 
white flour), lampblack (or soot), and vermilion 
applied to the face before casting the spell. 

Notes; Common spell {PHB). 

Frightftil Joining* Blood$itme*s 

See Btaodstone*s frightftil joining. 

Frightftil Jolning, Strah<Ts 

See Strahd*s frightful jorning. 

Frost Fingers 

(Evoeatfon) 

Level: \ 

Range: 0 
Components: Y S 
Casting Time: l 
Duration Instanianeous 
Area of Effect: The caster 
SavingThrow: 14 



This is essemiaily a cold form of the buming 
humis spell. When cast, it causes freezing cold 
and shards of ice to blast from the casteris fin- 
gertips to a distance of 3 fcet in a 120-degree 
arc in front of the caster Any creature in this 
area suffers I d3 points of damage. plus 2 
points for every level of the spellcaster, to a 
maximum of ld3 + 20 points of cold damage. 
Those who make a succcssful saving throw vs. 
spell receive half damage. Liquids engulfed by 
the cold will freeze unless an item saving 
throw vs. cold is made. 

Notes: Common for Frost mages and Savage 
mages of the North; otherwise very rare. Knowu 
to be in The Codicil of White. 

Frosf Shroud 

(Altendoo) 

Level: l 
Range: Touch 
Componcnts: V* S, M 
Casting Time: 3 
Duration: Special 
Area of Effcct; 10-fL square/level 
Saving Throw: None 

This spell ertables a wizard to caver a surface 
of the designated size with a thick coating of 
frost. Any type of surface can be affectcd, but the 
spell is used to best advantage if the frost blends 
in with surrounding ice or snow, thus obscurmg 
the covered surface. 

The surface to be affectcd must be cold enough 
to enable water to freeze. The spell remains in 
effect until temperatores warm sufficiemly to 
melt surrounding ice or snow. In an arctic cli¬ 
mate, the spell could last permanemly. Warming 
the affectcd surface melis the frost tcmporarily, 
but if temperatures are cold enough, the frost 
forms agam after one round. 

Similar spells have been known to exist, creat» 
ing shrouds of moss, mold, grass, etc. 

The macerial component for the spell is a pinch 
of powdered glasg mixed with several drops of 
water. 

Notes: Common for Frost mages and Savage 
mages of the North; otherwise very rare. 
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Frostfire 

(AI te ratiori) 

Lcvel: 2 

Range: I0yds,/level 
Components; X S T M 
CastingTime: 2 
Duration: ! tum/level 
Area of Effeci: 1 fire source 
Saving Throw: Special 

Through the use of thc frostflre spell, the wiz- 
ard is able lo change the normally hot radiance of 
fires to a cold radiance. Affected flames arc 
tinged with bluc for the duration of the spelL 
Flame magic that burns for less than cmc round 
eannot be affected by this spell. The dweomcr 
produces ane of three effects» as chosen by the 
caster at the instant of casting: 

* Cool Flante: This creates a total absence of heat 
radiation; the flame will continue to bum, con¬ 
sume fueU and give off light* but it will produce 
no heat. 

* Cold Flame: This effect causes flames to bum 
cold; they will tnfltct frost damage on creafures 
that comc into contact with them. For example, 
a torch normally causes ld3 points of heat dam- 
age, If the cold flame effeci is cast upon the 
torch, it will now inflict ld3 points of cold dam- 
age to anyonc struck by the torch. 

* Chtll Fire-User: This spell can bc casi upon a 
single fire-dweliing or flre-uaing creature such 
as an effect, fire efemenial, etc. The being is 
allowed a saving throw vs. spell. Success means 
the spell has no effect, but a failure mflicts 2d4 
points of damage. 

As a rule, thc wizard can affect flame equal to 
one torch or four candles per experiencc IcveL 
For this purpose, a small eampfire is equal io 
three torchcs, a bonfire, six, and a wall of fire, 
eight, If fire under the effect of a frostflre spell 
goes out, the effccts of the spell cease immedi- 
ately. While an affected fire burns, it cannot 
ignite flammabJe materials. 

The material components for this spell are a 
piece of ivory and a pinch of sooi if the coot 
flame or chiti flre-user version is cast, The cold 
flame version requires a piece of ice and a ciear 
crystal of at least 10 gp value, 

Notes: Uncommon for Frost mages; otherwise 
very rare. Known to be in The Book of Ate. 


Frosfcen Moment, Storm^s 

See StomTs frozen moment. 

Fumble 

(Enchantment/Charm) 

Levet: 4 

Range'. 10 yds./levcl 
Components: X S, M 
Casting Time: 4 
Duration: 1 rd./level 
Area of Effect: 30-ff cube 
Saving Throw: Special 

When a fumble spell is cast» the wizard creates 
an area in which ali creaturcs suddenly become 
ejumsy and awkward. Rimnmg ercatures trip and 
falL those reaching for an item drop it, those 
employing weapons likewise awkwardly drop 
them, etc. Recovery from a fall or picking up a 
fumtaled object typically requires a successful 
saving throw and takes one round. Note that 
breakable items might suffer damage when 
dropped. A subject succeeding with his saving 
throw can act frcely that round, but if he is in the 
area at the beginning of the next round, another 
saving throw is required. Altematively, the spell 
can bc cast at an individual creature. Failure to 
save means the creature is affected for thc spelfs 
entire duration; success means thc creature is 
sbwed (see the 3rd-lcvd spell). 

The material component of this spell is a dab 
of solidified milk fal. 

Notes: Common spell (PHB), 

Fumbie-Fingers 

Reversed form, see prestidigitation, 

Fundamenta! Breakdown, Alamir’s 

See Alamir*s fundamenta! breakdown. 
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and a horscshoe nail AU are consumed in 
ihe spells castiog. 

Notes: Restrictcd to the Seven Sisters, 
ihcir apprentices. sclcct Harpen?, and an occa- 
sional geometer; rare or very rare. 

GalkytTs Bolt 

(Altemtion) 



^ — 

Galathars Gnostic Chain 
(Enchrnitment/Chiirin, E voca (ion) 

(Geametry) 

Level: 4 

Range; 10 ft./levd 
Components: V, S. M 
Casling Time: 4 
Duration: Special 
Area of Effeci: l spcllcaster 
Saving Throw: Special 

Galatkar *s gnostic chain is effective only 
against spdleasting beings. If cast on a being 
using psionies, natural spdl-ljke powers, or mag¬ 
ica l items, the spell is wasted. 

The chain appears as a glowing, snakelike spi¬ 
ra! of light in the air abave the chosen target, and 
settles down around the individua!. The chain ean 
form even rf the target is invisibJe or surrounded 
by magical barriers. There is no known way to 
escape a gnostic chain as it forms. If ihe chosen 
target is not a spcllcaster, the chain falis past the 
individual to the ground and vanishes in a harm- 
less chaos of winking lights. 

On the round after the gnostic chain h cast, it 
affecte the chosen target. The vietim is forecd to 
cast only spells of the same level as the last spell 
cast before the chain formed; he can choose 
which spell (if more than one remains) and when 
to casi, but any spell cast must be of that spdl 
level. If ali memorized spells of that level have 
hcen exbausted, the individual has to engage in 
study before being abi e to cast spells again, 
Scrolls and magical items can be used norma lly. 

A gnostic chain cannot be dispelled. Ii can be 
escaped only by a successful saving throw vs. 
spell The first saving throw alJowed to the vietim 
is two rounds after being affcctcd, and it is made 
at a penalty of -6. The second saving throw, two 
rounds later, is at -5, the third is at -4, and so on, 
The penalty dccreases to zero (0) and then 
becomes a bonus of+1 added e very other round 
until a maximum +6 bonus is reached, where* 
upon the modifiers reduce by 1 agaso until -6 is 
reached, and the cycle bcgins anew, When a sav¬ 
ing throw is successful, the spell is broken. The 
death of the vietim also ends the spell; once res- 
urrecrcd or ra/sed, the individual is free of it. 

Galathar was an elf mage who won many spell 
duels during his long adventuring carcer by 
means of ihis spell, until the S imbui defeaied 
him. 

The materini components are least three joincd 
links of any sort and size of chain, a lock that has 
bcen used to confine any living being in the past, 


Level: 4 

Range: 20 ft./levcl 
Components; V, S 
CastingTime; 1 
Duration: lnstantancous 
Areaof Effect: 1 creature 
Saving Throw; None 

This spell is sometimes used by Harpcr mages 
who are cxpecting trouble but have a necd to 
carry mostly nonbattle spells. Named for iis 
long-dcad creator, it "drinks" any spell of 3th 
level or less that is currently memorized in ihe 
caster ’5 mind, convenmg ii into a magical bolt. 

This rm energy pulse Jeaps at a being of the 
casicCs choice, striking at a +4 bonus io hit and 
using the castcCs THACff The casier can will ihe 
pulse to fly straight or to are around or over barri- 
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ers. A boli ibat misses simply fades away and ihc 
magic is wasted. A hit inflicts 5d4 points of dam¬ 
age. Unde ad and other beings hnked to the Nega- 
live Maicrial Plane suffer 5d6 points of damage 
instead. 

Notes: Restricied to the Seven Sisters. their 
apprcntices and certam Harpcrs; uncommon or 

rare. 

GamalorTs Fiery Backlash 
{EnchanfmentCharm, Evocaiion) 

Levd: 3 

Range: I20yds* + lOyds./level 
Components: V, S 
Casting Tunc; I 

Duration: l tum + I rd./2 levels 

Area of Effect; l to 4 crcaturcs or objects in a 

3D-ft. radius 
Saving Throw: Neg, 

When cast, the /jery backlash spell establishcs 
invisible dwcomcrs around the targets ehosen by 
the gaster, Whenever the targef (whether a living 
being or a magica) item) casis a fire-based spell 
{firehaU, burning hands * ete.), the spell is imme- 
diarely redirected onto the casting being or objeci 
with ali norma! cffects. Forexample, a wizard 
under the effect of a back lash can cast a firrbail. 
but finds himself at the center of ii subjeci lo ali 
the damage (a saving ihrow for half damage is 
allowed). An ilem, such as a wand offire ; must 
make a successftd saving throw vs. magical fire 
or be dtstroyed* 

Originally designed in Llorbauth by a starfar- 
ing mage, its primary use was to defend against 
long-distance fine attacks, a favored attack form 
in Wildspaee. This spell returned and spread 
through the Realms by sources who mainfain its 
origjnaJ crcator # s name. Khelben Arunsun gra* 
ciously provided the spell knowledge to the 
W&tch-Wizard Corps and the Watchfb! Order of 
Magists & Pmtectors of Watcrdeep, as well as the 
Harpers. 

Nolej: Uncommon or rare for the Harpers, 
Watchftil Order of Magists & Protectors of 
Waterdeep, and Ihe Watefi-Wizani corps; other- 
wise rare or very rare. 

GamMer*$ Kuck 

{Enchantment/Chartn* lnvocation) 

Levd: 6 
Range: Touch 
Components: V, 5, M 
Casting Time: t 


Duration: l tum/lcvel 

Area of Effeci Creature touched 

Saving Throw: None 

Wltcn casi, the wijen has no eontro! over what 
form this spell takes. He must abide by the winds 
of fate. There is a 60% chance the outeome is 
good and a 40% chance the outeome is bad. A 
good outeome improves ali dic ro!1s made for the 
character by l {or 10% for percentile roHs) for 
the duration of ihe spell. A bad outeome does not 
afTect the die rolls of the character but affhcts 
him with a gambling mania for the duration of 
the spell. 

The individua! automaticady accepts &ny game 
of chance or wager offered him, The game or 
wager must include some dement of chancc; 
thus, a dare does not fall inio ihis category. Like- 
wise, the spell does not force the individual to 
accept suteidal wagers (the individual does not 
agree to kill himself or let another kill him) on 
the basis of a coin toss. He would, howcver, 
accept a bet Chat offered freedom or surrender on 
the basis of a roll of the die. The individual cort' 
tinues to play at any game until unable to pay, 
atthough he attempis to borrow from others to 
remain in a game, 

The material component for this speli is & 
small statuettc of the god of luck. 

Notes: Common in oriental settings; otherwise 
very nare. 

Gaseous Form 

(Aiteratlon) 

(Alchemy) 

Level: 4 

Range: Touch 

Componenls: V, S 

Casting Time: 4 

Duration: 2 rds./levef 

Arca of Effect: Creature touched 

Saving Throw: None 

This spell allows ihe recipient, pius any gear 
carricd or wom, to assume gascous form for the 
duration of the spell. In gaseous form, an indi¬ 
vidual is both transparent and insubstantial (and 
thercfore very difficuft to spot although an alert 
observer may notice small disturbances and dis¬ 
tortioris in the air that give away the gaseous 
formas location), This spell allows flowing 
movement at a rate of 3 per round but not unas* 
sistcd levitation or flighL A ofwind spell, 
or even norma! strong air currents, will blow the 
gaseous form ai air speed. While gascous, the 
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form can cnter any space thai is mi airtight. For 
example, it could pass through a tiny crack or 
hole in a walL 

Magical fire or lightning can harm the gaseous 
form normaJly, Whirlwmds and stmilar magical 
tempests or cyclones inflict double damage on 
the individual, but ali other atlack forms carrnot 
harm ihe Ln&ubstantial individual. The creature 
can witl itself baek into solid form at any time* 
ending the spelL 

Noles: Very rare. (Updated from Polyhedron 
Newazine,) 


Gate 

(Conj u ratio n/Summoning) 

(Dimension, Geametry) 

Lcvel: 9 
Range: 30 yds. 

Componente: V S 
Casting Time: 9 

Duration: Until the summoned being Icaves 
Area of Eflfect: Creates t gate 
Saving Throw; None 

The casting of a gate speil has two efTects. 
First, it causes an interdimensional connection 
between the plane of existence the wizard is on 
and the plane on which dwclls a spectfic being 
of great power thus, the being is able to merely 
step through the gale or portal from ite plane to 
that of the caster. Second, the utterance of the 
speil attracts the attention of the soughi-after 
dwellcr on the other plane. When casting the 
speil, the wizard must name the entity he desires 
to use the gate and come to the wizard \s aid 
There is a 100% certainty that something steps 
through the gate. Unless the DM has some facts 
prepared regarding the minions serving the 
being callcd forth by the gate speil* the being 
itself comes, 

If the matter is trifling, the being might leave* 
inflict an appropriate penalty on the wizard, or 
attack the wizard. If the malter is of middling 
importante, the being can take some positive 
action to set matters right, ihen demand appropri¬ 
ate repayment If the matter is urgent, the being 
can aa accordingly and ask whatever is its wom 
thereafter, if appropriate. The actions of the being 
that comes through depcnds on many factors, 
including the alignments of the wizard and the 
deity, the nature of his companions, and who or 
what opposes or threatens the wizard. Beings of 
deity status generally avoid direet conflict with 
theirequals or betters, The being gated in wilJ 
either return immediately (very unltkely) or 


remain to take action. Casting this speil ages the 
wizard five yeare. 

Notes: Common speil (PHB), 

Gate Seal 

(Abjuration) 

Reversi ble 

Leve); 3 

Range: 0 or speciat 
Componente: V, S, M 
Casting Time: 4 
Durattou; l tum/lcvel 
Area of Effeci: \ gate or battlefidd 
Saving Throw: None 

The gate seal spei) is a more powcrful vere ion 
o f gate ward . It temporariiy shuts down any onc 
gate between the cubes of Acheron. If the speil is 
cast just as a creature enters a gate, the creature 
vanishes into the gate and immediately reappears 
out of it, effectively going nowhere , A sealed gate 
displays the seal of the wizard who cast the speil, 
The gate seal of a wizard who has no personal 
sigil displays the face of the caster. The gate seal 
lasts for 1 tum per castcr levef and when cast on 
a batilefleld, all cubehopper spells fail within the 
area of the ongoing battle. 

The matcrial component of the spei l is a bar of 
stecl. 

The reversed form, unseal gate , only ne gate s 
the gate seal and gate ward spells. Its materiaI 
component is a twig, which is snapped as the 
speil is completed, 

Notes; Uncommon in the Planescape setting; 
otherwise, very rare (and useful primarily on 
Acheron). 



Gate Ward 

(Abjuralfon) 

Reversible 

Lcvel: 2 
Range: 0 

Componente: V, S, M 
Casting Time: 3 
Duration: 1 rcL/levd 
AreaofEffect: 1 gate 
Saving Thmw: None 

The gate ward speil temporariiy shuts down 
any onc gate between the cubes of Acheron, If 
the speil is cast just as a creature enters a gate, 
the creature vanishes into the gate and inunedi- 
aiely reappears out of it, effectively going 
nowhere, A warded gate displays the seal of the 
caster. The gate ward of a wizard who has no 
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personal sigil displays the face of the caste r 
Anonymous versions of the spell are said to 
exist, though no confirmed cxample of this has 
been verified. 

The maicrial component of the spell is a bar of 
Steel engraved with the wizard*s scal and bent 
imo a circle. 

The reversed fonti, remove gate ward t counters 
a gate ward (but will not counter a gate seaL 
which is a more powerful spell). The material 
component is a small, flat piece of tron with a 
jagged edge. 

Notes: Uncommon in the Pianescapb setting; 
otherwisc very rare. 

Gateway 

(Alteration) 

(Dimension) 

Levcl: 8 
Range: 10 yds. 

Components: V, S, M 
Casting Time: 8 
Duration: 1 rd. + l rd./levei 
Arca of Effect: diameter disk 

SavingThrow: None 

By means of this spell, the castcr creates a 
magical portal io anoiher location on the same 
plane that the wizard has previously visited, The 
wizard and other individuals can cross frecly 
between one side of the portal and the other for 
ihc duration of thc spell. 

The gateway appears as a verlieal disk 10 feet 
in diameter, Through the portal on one side, the 
terrain bcyond can hc clearly scen. The other side 
of the disk is a smoolh gray surface. The portal 
cannot be callcd into being in thc same space as 
another object but can be placed against a wall or 
other flat surface. 

Creaturos can pass through frcely from onc 
side of the portal to the other, but nonlivmg mate- 
rial cannot unless brought by living creaturcs. 
Each side of thc gateway maintains its own envi- 
ronment, so that opening a portal into a live vob 
cano or at the bottom of thc ocean poses no 
danger to someonc on the other side unless hc 
chooses to cross into such a deadly area. 

The gateway can be cast only into areas that 
the wizard has hiniself visited. In addition, there 
is a success rate dependent on distance from the 
source. 
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Pistance 

Success 

Within UK) miles of the area 

100% 

Wiihin 500 miles of arca 

50% 

On different planet 

10% 

In different solar system 

5% 


Failurc indicates that no such portal can he 
opened, Gateway portals cannot opcn into other 
plancs of existence or be casi while on any plane 
other than the Prime Matcrial 

A gateway can be dispelled by ihe caster at 
wilJ, by a successfuJ dispel magic, or by the spell 
duration elapsing. Any living thing caught in the 
portal as it collapses must make a Dexterily 
check or be sticed between two different loca- 
tions, presumably killcd instantly. 

The matcrial component of this spell is a hand- 
fui of earth or ihe equivalent from the caster T s 
locati on. 

Notes; Uncommon spell. Known to be in 
Efmtnsters TbnveUng Spellbook 

Gauntlet 

(Altor at ion, Evocatum) 

(Force) 

Level: 1 
Range: 0 

Components: Y S, M 
Casilng Time; i 
Duration; 9 rds, 

Area of Efleet: One of the caster’s hands 
Saving Throw: None 

This spell creates a translucenl, silent, noncon- 
dueiive glove of magical force around one of the 
casteCs hands. This glove cannei be crushed, so 
the caster can use it to wedge doors open, keep 
even the great weight of a falling porreuUis from 
slamming down, and so on. The caster can remove 
his haud from the gauntlet if it is so wedged, but 
cannot it put back in, I he wedge remains in effeci 
unlil ihe spell expires or a dispel magic spell 
causcs the gauntlet to vanish. 

The gauntlet can be used to strike for 2d4 
points of damage per blow, with the easter's 
normal THACO. It it gains no attack or damage 
bonuses but is considercd a +4 magical weapon 
for purposes of what it can hif. It can touch or 
handte heat, acid and other ffesh-carrasive sub- 
stances, and boiling liquids or vapors without 
sufFermg harm. Diseases cannot be iransmitted 
by it or ding to it. so molds and mummy rot can 
be freely handled and not passed on to another 
betng who later touches the gauntlet. No sub- 
stance or creature can adhere lo the gauntlet, 


regardless of what methods are used, In other 
words, a spider climh -using mage could not, 
and neither could a viscid glob, gibbering 
moulher secretion, stirge barb, mimic pseudo- 
pod* or web spell. The glove does not grasp or 
strike with any force beyond the casters norma! 
strength. 

A spellcaster cannot cast any spell with 
somatic components while the gauntlet is in 
place. It can be banished instantly by the caster** 
silent will, ending the spell 

The matcrial component of this spell Is a iump 
of ciear glass or rock crystal large enough to fili 
the caster *s palrn. 

Notes: Uncommon in the ForgOTtEN RealmS 
setting; virtually unknown dsewhere. 

Gauntlet of Teeth 

(Evocationi 

(Force) 

Level; 6 

Range: 10 fUlevel 
Components; V, S. M 
Casting Time; 5 
Duration: 6 nto, 

Area of Effect: Special 
Saving Throw: !4 

This spell creates a whirlmg oval of disetnbod- 
ied teeth in midair, The countless teeth ali face 
one way, and they spin around each other in ran- 
dom ares with in an oval area 8 feet long or tali 
and 4 feet across ai iis widest extent. The caster 
can, in any round in which he does no other spell- 
casting, mentaliy direct the gauntlet to fly about 
at MV Fi 9 (MC: Ah tifting it as desrred. (Its ori- 
entaiion is vertical when it first appears.) If other 
spdlcastmg is undcrtaken by the caster, the teeth 
of the gauntlet whirl about in a stationary loca¬ 
ti on until contra 1 is resumed, The gauntlet can 
form about a target creature, and it compresses to 
fil through any openitig at least as large as the 
eastefs head, 

The teeth are constructs of force and can pene¬ 
trate any nonmagical armor. They cause any crea¬ 
ture 6d4 points of damage on contact (or per 
round of continued contact with immobile crea- 
turea), They do no damage to objects. If a gautu - 
fet of teeth can pass through a target 
creature—that is, move up lo, envelop, and con¬ 
tinue onward beyond it—damage is increased by 
an additional 2d4 poinis. Ifcircumstances permit 
(for example, a gauntlet of teeth moving down a 
narrow r passage occupicd by a file of beings), the 
dweomer can harm up to 12 beings per round, but 
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it deals the spccificd damage to each only once. 
(In most cases, only one ot two victims are 
affected in a round.) 

Magical armor of any sort (not bracers or 
rings) provides some protection from thc gaunt- 
let* lts damage is reduced by 2 points for each 
magica! plus of the armor wom (leatker armor 
+2 would reduce thc damage by 4 points). The 
minimum damage caused by the gauntJei is 2 
pomis, 

The maicrial componente of this spell are at 
least seven teeth. They are consumed by the apell 
Notes: Rare in the Forgoiten Realms setting; 
virtually unknown dsewbere. 

Gaze Reflectiofi 

(AJteration) 

(Dimensian) 

Level; 1 

Range; 0 

Compone nis: V, S 

Casting Time; 1 

Duration: 2 rds, + 1 rd./leve! 

Area of Effect: Speeial 
SavingThrow: None 

The gaze rejlection spell creates a shimmering, 
mirrorlike area of air before the wizard that 
moves with the caster. Any gaze attack that 
requires eye contact, such as that of a basii isk, 
eyes of charming, a vampire^ gaze, the 6th-level 
eyebite spdl* and so on, is reflected back upon 
the gazer; the spdlcaster suffers no effects from 
the gaze attack. Creatures whosc gaze attacks are 
reflected receive a saving throw against their own 
gaze effect This spell is only effective against 
attacks in which the attaekcCs gaze must be met. 
The spdl does not affeci vision or lighting. 

Notes: Common spell (PHB). 

Geas 

(EnchantmentyCharm) 

(\ferttaii\m) 

Lcvel: 6 
Range: lOyds. 

Components: V 
Casting Time; 4 
Duration: Specta! 

Area of Effect; I creature 
Saving Throw: None 

A geas spdi places a magieal eomntand upon a 
creature (usualty human or humanaid) to carry 
out some Service* or to nefrain from some actton 


or course of activity, as desired by the spellcaster, 
The creature must be intelligcnt, conscious* 
under rts own volition, and abi e to understand the 
caster While a geas cannot compet a creature to 
kill itsdf or perform aers that are likely to resuit 
in certain death, it ean cause almost any other 
course of action. The geased creature must follow 
the given inslructions untiL the geas is completed, 
Failure to do so will cause the creature to grow 
sick and die within ld4 weeks. Deviation from or 
twisting of the instructions causes a correspond- 
ing loss of Strength points until the deviation 
ceases. A geas can be done away with by a wish 
spell, but a dispel magic or remove curse spell 
will not negate it. Your DM will decide any addi- 
tional details of a geas , for its casting and fui fili- 
ment are tricky, and an impropcrly cast geas is 
ignored. 

Notes: Common spell [PHBy 

Geirdorn’s Grappling Grasp 

(Evocation) 

(Fore e) 

Lcvel: 4 

Range; 10 yds./level 
Components: V* S, M 
Casting Time; 4 
Duration: 2 rds /lcvel 
Area of Effect; Creates l hand 
SavingThrow; None 

Thia magic brings inio bcing a hand-shaped 
force, invisible to all but the caster, which can be 
used to grapple objects and even certain spell 
effects. 

Only the caster can direct the hand, which is 
twice the size of the casler*s own lefr hand. 
Directing Geirdorn s grappiing grasp precludes 
spellcastmg; if such is undertaken, the hand 
merely hangs motionless until concentrated upon 
again. Control can be assumed and neglected sev¬ 
era! times within the 3pcll’s duration, if desircd. 

The hand can move rhrough the air as rapidly 
as the caster normally moves. It can grip but not 
strike: The hand cannot touch livmg matter, but it 
can grasp parapets* locks, keys, levers, weapons, 
etc. with the same strength as the caster. Small 
objects can be carried about, to a maximum of 10 
pounds, 

The hand cannot manipulate things with any 
dclicacy, but it can slow or prevent their move- 
ment for one round. Weapons cannot be wielded 
by the spell force, but the hand can hinder the 
weapon of any tionliving cncmy so as to cause a 
-2 attack roJJ penajly. 
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A primary use of this spell is to combat the 
various Bigbys hand spells. This spell can lessen 
thc damage deah by thc Bigbys hand spclls by 
Id4+1 hit points, If a Bigby's hand spell causes 
no damage, Geirdom s grapplinggrasp keeps the 
former from taking effect for one round. 

The material compotient of this spell is a glove 
or a finger bone. 

Notes: Very rare spell from the FqKGOTTEN 
Realms sctting; known to be in Galadaster 's 
Oriion. 

Geisya Cantrip 

This is the orienmtform of the cantrip 
spell, see cantrip. 

GemidafTs Ictele 

(Evocattou) 

Levd: t 

Range: 20 yds/level 
Components: V* S, M 
CastingTime; 1 
Duration: l rd + 




Area of Effect: One objeci or creature 
Saving Throw: None 

When cast* this spell summons an ice-blue bolt 
Ihat streaks to Lts imended target Itke a magic 
missile. It inflicts ld4 points of damage on onc 
opponent (2d4 to fire-based or fire-using foes) 
and causes a 1-foot-thtck pateh of ice to form 
over a 3-foot radius at iis impact poiat, The spell 
is designed to hit foes in their cyes (blinding 
them for one round) or their hands (disnipting 
spellcasting for one round). The larget arca is 
named at the lime of casting. The ice dissolves 
into mi st after one round. 

This variant of the Smilae s snowball spell was 
created by Gemidan, Khelbcn*s youngest appren- 
tice. Likc its parent spell, it has thc benefits of 
greater range at highcr levels and can bc used 
againsi objects (triggering traps or placing ice on 
torchcs to extinguish lights* etc.). 

The material component for this spell is a 
piece of ivory or a small chunk of ice. 

Notes: Known by Gemidan, Khdben, Laeral, 
and those trained by them; very rare. 

GemidarTs Paralytic Missile 

(Evocafion) 

Level: 2 

Range: 40 yds. + 10 yds./level 
Components: V* S 
CastingTime: 1 
Duration: \ ni/levd 
Area of Effect; 1 creature 
Saving Throw: Neg. 

This spell generates a missile of green magica! 
energy ihat lances out of the castefs fingenip and 
always hits its target creature or person: the target 
must be at feast partiafly visible for the spell to 
work. A creatures struck by a pamlytic missile is 
immobilized for l round per level of the caster, A 
successful saving throw vs. paralysis negat es thc 
effect. 

Originally a miscast magic missile spell* 
Gemidan and Khdben both found it to bc a use- 
fui applicatiori as a defense for lower level 
mages, Khelbcn promptly gave thc spclls partic- 
ulars to Mage CivilarThyriellentha Snome, the 
senior watch-wizard* 

Notes: Known by Gemidan, Khdben, Laeral* 
the Watehful Grder of Magists & Protcctors of 
Waterdeep, and the Watch-Wizard Corps; uncom- 
mon or rare. The effect of the saving throw has 
changed from prevtous versions of thc spell. 
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Gemjump 

(Abjuratton) 

(Artifice) 

Levd; 7 
Range: 0 

Components: V, S, M 
Casting Time: 2 nls. 

Duration: Instantaneous 
Area of EfTect: The caster 
Saving Throw: None 

This spell allows the caster to immediately 
tclcport without error to the locat ion of a spe- 
cially enehanted gem. The tclcport will always be 
on targel (ne ver high or low), if the area the gcm 
is in is too confined the caster will appcar in the 
nearest sufTicienily large space. This transport is 
one-way t and the spdlcaster cannot jump bacfc to 
his initiat locat ion by use of this spell, 

This spell is initia!ly cast upon a special gem 
known as a roguestone * The roguestone i$ not 
destroyed in the mitia] casting or subsequent 
activation of the speJL At any time after the 
stone is cnchanted, by uttering a command 
word, the caster can immediately tdeport to the 
location of the gem + The caster can usc the 
roguestone to gemjump any time after the ini- 
tial casting. 

There is no time limit, and the caster can bc 
sia in, resurrecied, reincarnated, shapechanged, 
or bceome undead and stili he able to use the 
roguestone to gemjump. Gemjumping requires 
only the uttering of a word, whether the caster is 
in chains or otherwise bound or within a magical 
entrapment such as a force coge , The caster can 
be on a different plane or planet ihan the stone 
and siiII have it ftmetion. The caster cannot use 
the command word if feebhminded, asleep, 
unconscious, petri fied parafyzed, or insane, nor 
will the gemjump operate if the caster or the 
roguestone is within an ontimagic ahell Only the 
caster and his normal dothing will be trans- 
ported; any chains* cquipmeflt, or allies will be 
left behrnd 

The roguestone itself radiates no detectable 
magical energy unless it is in the process of 
gemjumping. Multiple gemjumps can be cast on 
a single roguestone by separate wizards. Thesc 
additional spei Is do not negate the previous 
gemjumps on the roguestone* A limited wish will 
reveal the number (though not the identity) of 
gemjumps cast on a roguestone. Only a full 
will dispel those magies on a roguestone. Physi¬ 
ca! destruction of the roguestone will also destroy 
the magic, though spclicasters who have Jtnks 


with a roguestone will he aware of its destruetion. 
The roguestone saves as rode crystal. 

Notes: Urtcommon spell. Known to be in 
Elminster $ Traveiing Spellbook. 

Genie Contract 

(Enchantment/Charm) 

Levet: 4 
Rangc: 0 
Components. V 
Casting Time: 1 tum 
Duration: Special 
Area of EfTect: 2 creatures 
Saving Throw; None 

This solemn spell binds two parties in a per* 
manent contract, the terms to which they must 
both agree. Both parties niusf swear to honor 
those terms; failure to do so resui is tn a penalty to 
one or the other. Genies eommonly use ihis spell 
to set eonditions for mortal lovers, to bind them- 
sdves to a sha'irs service, to hoodwink mortals 
when making bets, or simply to outline the terms 
of an obligation or a favor. Neither remove curse 
nor dispel magic affects a genie contract. 

This spelf is an absolute prerequisrte if a genie 
and ins (the genie name for nongenies) iniend to 
bear offspring. 

Notes: Unconimon in arabian settings; other- 
wise very rare. 

Gentle Reminder, Nybor’s 

See Nybors gentle reminder. 

Gesture, LaeraCs 

See Laerars gesture. 

Ghast Crcfttion 

(Necrommney) 

Level: 5 
Range: 0 

Components: V, S t M 
Casting Time: l tum 
Duration: Instantaneous 
Arca of EfTect: 1 ghoul 
Saving Throw: None 

The ghast creaiion can be cast only on a prop- 
erly prepared ghoul; the spell creatcs one ghast. 
The ghoul must makc a successful saving throw 
vs, death magic or bc utterly destroyed by ihe 
process, 

The resuhing ghast is normai for its type m 
every way (see the Monstrous Manual Tome). 
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When first created, the ghast is subservient to the 
caster. This may change if the creature is not well 
rreated Of its needs are not supplied, 

The ghouls body must be infused with a spe- 
cial liquid that costs 400 gp to produce. The infu- 
sion proccss takes a fuli hour The casting of the 
ghast creation spell musi be precedcd by a 
hestaw curse and foltowed by an enchant an item 
spell Creating a ghast is an evil ael 

Voces: Restricted to neeromaneers; very rare. 
(Updated from Dragon Magazme.) 

Ghastly Hantis 

fNecromancy) 

Levet: 3 
Range: 0 
Components: V, S 
Casting Time: 3 
Duration; 2 rds./level, 

Area of Effect: The castor 
Saving Throw: None 

When chis spell is cast, the flesh of the wtz- 
ard*s hands changes to resemble the flesh of a 
ghast. Those within 10 feet of the wizard will 
smell a sickening stench; if thcy have met ghasts 
before, they will recognize ihc stench as being 
similar to the nauseatitig odor given oftby those 
bcasts, though it has no other adverse cFFect. 

Any huinan or demihuman (including elves) 
touched by the wizard must make a successful 
saving throw vs. paralyzation or be paralyzed for 
4 + 1 d6 rounds, Onty one creature can be touched 
per round, and the wizard must make a successful 
altack roll. The wizard can end the spell at will 
(but not the parui yzation, which runs its course). 
Notes* Restricted to savage mages and necro- 
mancers; very rare. (Updated from Dragon Mag- 
azine/) 

GhdkyiTs Wounding 

(Necrom&ncy) 

Level: 4 
Range: Touch 
Components: V, S 
CastitigTime: 4 
Duration: Special (I tum max.) 

Arta of Effecti Creature touched 
Saving Throw: Neg. 

This spell enables the caster to steal vital 
energy (hit points) from a foe ibat ihe caster 
touch es. A successful attack roll is required to 
touch hostile or wary targeis, but the spell necd 


not be unleashcd until contact is made. 

If a touch is not made within one tum of cast¬ 
ing, the spell is lost The spell drains 2d8+l hit 
points from the victim unlcss a successful saving 
throw vs. spell is made. One of the drained hit 
points is atways lost in the transfer, but the easrer 
gains the remainder as healing energy. Any exist- 
mg damage to the caster can be healed instantly 
by the influx of energy. Any cxcess hit points that 
are left after ali damage is cured are retained for 
1 tum. Any damage to the caster during thai tum 
is first taken from these cxcess hit points. After 
the tum ends, the excess hit points are losl 

A target creature that successfully saves 
against Ghetkyn'$ wounding [oses only ] hit 
point, which is not gained by the caster. The tar¬ 
get is then stunned (unable to take my action dur¬ 
ing the round and acis last in the following 
roundl 

The caster of a Ghelkvn i wounding spell can 
also choose to give vital energy to a target. [f the 
target is willing or unconseious, no saving throw 
is necessary. An undead creature is harmed by 
such a gift of energy: The caster gives up the hil 
points, and the undead creature suffers the same 
amount of damage if it faiis a saving throw vs, 
spell. Ifa target successfully saves, it is stunned 
(unable to take any action) during the remainder 
of the round and acts last on the round following. 
In the case of creatures able to alter their state or 
location (phase, telepon gaseous form, etc.), any 
such change is prevemed until the end of the 
round following the caster^s touch. 

Notes: Very rare; virtually unknown outside 
the Fgrgotten Realms seiiing. 

Ghast Armor 

(Conjuration) 

Level: 3 
Range: Touch 
Components: V f S, M 
Casting Time: 1 
Duration: l rd./level 

Area of Eflfcct: 1 creature, size H or smallcr 
Saving Throw': None 

An improved version of the armor spell, ghost 
armor provides the recipient with a suit of 
ghostly, trans lucent piate armor The piate annor 
provides an Armor Class of 3 to the user, which 
can combine with Dexterity and other magical 
bonuses. If the recipient is already AC 3 or better, 
the spell has no effeci Magical bonuses from 
existing armor (leather armor +2, for example) 
are not added to the ghosl armor 
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Ghost armor has no wcighl and does not 
restrict the wearer in normaI movement, spell- 
casting, or thieving, The armor is magical force, 
not metal, and so is not vulnerable to attack from 
rust monsters or the heat metal spell. 

The material component of this spell is a frag- 
ment of real armor that has been worn in battle. 

Notes: Uncommon spell. Knowti to be in Tfie 
Coliected Wisdom of Snilloc. 

Ghost Rlade 

(AJreratioo) 

Level: 2 
Range: 0 

Componems: Y S, M 
Casting Time: 2 
Duration: 2 rds. + 2d4 rds. 

Area of Effect: 1 wooden item 
Saving Throw: None 

Thss spell temporarily trans fontis any wooden 
object that is longer in one direction than in 
anoiher and of less than 35 Ibs. or so (an average 
man-sized being must bc ablc to ttft it in one 
hand) into a sword. The sword can be of any one* 
handed type, from a short sword to a long sword, 
and is considered a magica! weapon for purposes 
of what it can hit, (t inflicte the normal damage of 
the weapon type seiected (gaining neilher dam¬ 
age nor attack bonuses from the magic), and can 
be wielded by any being as if she wcre proficient 
with it, The caster can cause the magic to end 
mstantly beforc the spell duration expires. The 
wooden ilem—usually a staff, cudgel, furniture 
leg, or tree limb—is not consumcd by the spell 
and reappears whole at the end of the spdl dura¬ 
tion even if the ghost hhde was broken or beni 
during use, 

The spell's material componcnts are a handful 
of iron filings and a drop of water from any pool 
or body of water once stnick by lighming. 

Notes: Known to the Seven Sisters and some 
other wizards; rare. 

Ghost Light 

(Conjuration) 

Leve!: ! 

Range: 120 yds. 

Component»: V, S* M 
Casting Time: 5 
Duration: Concentration 
Area of Efifect: 10 linear feet 
Saving Throw; None 



With this spell, the wujen summom a ghostly 
green radiance anywhere wjrhin the range of 
the spell. The light can be used to illuminate 
some object or can be shaped in any form 
within the limits of the area of effeci, Furthcr- 
more, the caster can control the movement of 
ibe light. The ghost light could be formed in the 
shape of a man and then commanded to walk or 
fly, for example. 

The spell lasts as long as the caster continues 
to eoncentrate on it, Contmon superstition 
holds thai various evil spirits radiate a light 
similar to that produced by th t ghost light spell. 
Intelligent creaturos with a low rating or thosc 
less than 1 Hit Die must make a saving throw 
vs, spell upon seeing the ghost light, If the sav- 
ing throw is successfuL the creature stands its 
ground, albeit ncrvously. Those who fail panic, 
running at their full movement rate away from 
the light for l round, [f they are unable to flee, 
they cower and attempt to hide* !f forced to 
fight under these conditions, they suffer a 
penaky of -2 on attack rolls. 

The materia! component for this spell is a 
piece of phosphorus. 

Notes: Common in oricntal settings; otherwise 
very rare. 


Ghost Pipes 

(Alteration) 

tSong) 

Level: 2 
Range: Touch 
Components: V, S 
Casting Time: 1 rd, 

Duration: Until touched by a living creature 
Area of Effect: 1 instrumem 
Saving Throw: None 

When this spell is casi, the wrzard can cause 
any one nonmagical musical instrumem to 
play iisclf. The instrument must be whole and 
in playing condition. It need not be an instru* 
ment that the wizard himself can play, but he 
must be able to softly whistle or hum the 
desired tunc This tune can bc no more than 
one minute long. 

Upon releasing the instrument it glows as if 
limned with /aerie fire and levitates at the level it 
was released. The various parts of the instrument 
(keys, valves, strings, ctc.) move under the con¬ 
trol of the magic. Upon reaching the end of the 
song, ihe instrument repeats the tune over and 
over until stopped. 

The ghost pipes stop playing when any living 
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creature touches the instrument. The radiance 
fadcs and thc instrument slowly settles te the 
ground, 

This speli was originally created by Vanger- 
dahast of Suzail, currcntly royal magician to 
King Azoun IV. It was made available through 
the Council of Magcs. Royal scutilebutt dasms 
firmly that the august and puissani Vangerda- 
hast is deeply embarrassed by this early attempt 
at speli research and would have banned it 
completely except that His Majesty enjoys the 
spei 1 as a novelty. The throne room is often 
fillcd with an orchestra of Jevitating, glowing 
instrumenta. 

Notes: Uncommon speli. Known to be in The 
Librum ofLathintel. (Note that this spe? is level is 
2n4 not 3rd, as has been given in some sources.) 

Gfrost Praducfion 

Lost speli. It is believed that, even if successfut, 
the ghost was not under the caster fr contrai 

Ghust Rigging 
(Conjuration/Summoning 
(Province: Wind) 

Level: 4 

Range: 120 yds. 

Component*; V, S . M 
Casting Time: 4 
Duration: 1 hr./leve) 

Area of Effect: l vessel 
Saving Throw: None 

Used primarily at sea, this magic ereates a 
“ghostly" rigging on a ship or other vessel, which 
functions just as normat rigging does. Sorcerers 
typically use the spcll to rcplace damaged sails or 
masis that have snapped—espectally when the 
crew is no longer sufficient to rig the ship by 
other means, 

The rigging always matehes thc vessel'* nccds. 
Thus, an unmasted galteon gains tbree masts, 
each with a billowing set of sails. A raft or barge 
acquires a single sail, sufficient to help it on its 
way. The vessel moves normally for its type. 

The conjured rigging performs as norma) rig* 
ging in aLl ways—even in combat. It is vulnerabte 
to damage just as norma) rigging would be. Fur- 
ther, a successfu! dispel magic or similar spei! 
can destroy it. 

The rigging is translucem and glows dimly; 
sails provide a soft radiance even at night. The 
caster can place a personal Symbol on the sails to 
advertise his presence. For instance, one sorcerer- 
pirate creatcs sails that rescmbJe screaming faces. 



appearing and disappearing as the wind cafches 
the ghostly fabric. 

The material components of this speli are a bit 
of canvas and string. When the speli is casi, the 
components expand and changc to become the 
ghostly rigging. 

Notes: Common in arabian settings: otherwisc 
very rare. 


Ghostfire 

Lost spetL referenced in the novel Prism Peniad. 

Ghost grail 

(Abjuralion, AJIeraticm, Necromancy) 

Level; 6 

Range: Touch 

Components: V, S, M 

Casting Time: 6 

Durabam l rd + /Ievel 

Area of Effect: Creature touchcd 

Saving Throw: None 

This spcll affects the caster or a single creature 
touched during spellcasting. It makcs the recipi¬ 
ent immune to all undead spectal powers (level or 
Strength draimng, fcar, murrnny rot, and the like), 
so that the proiected being suffers only physica! 
damage from undead attacks. A wizard under the 
cffects of a ghosigrail does not age when cncoun- 
tering a ghost and need noi make a saving throw 
when hearing a bansbee wail. 

Moreover, the spcll allows the protected being 
to see, hit, and damage undead with norma! 
weapons (shadows are always seem vampires can 
be struck when gaseous, and so on). This tem* 
porarily overrides undead immunities, but also 
negates any special bonuses the recipieni receives 
against undead (for example, a mace of disrup* 
tion wielded by the recipient would not blast 
undead out of emtance). A ghostgmil speli does 
not negate spcll-likc undead powers, such as 
phasing or flying, and does not provide any pro- 
tection against spei Is east by undead, such as a 
speli cast by a licii, 

The material component of the ghostgmil speli 
is the dust from a coflfin or burial slab. 

Notes: Rare in Lhe Fqrgotten Realms setting; 
virtually unknown elsewhere. 
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Ghostharp 

(Evocatlon) 

(Sons) 

Level; 1 
Range: 0 

Componente: S, M 
C&sting Time: 1 
Durat ion: 1 rd./lcvel 
Area of Effect: Special 
Saving Throw: None 

This spell cnablcs a castcr to silcntly and unob- 
trusi ve Jy makc harp music performet! much ear» 
lier—performed or heard by himself— be heard 
agaim The volume and apparent origrn of the 
music arc under the casteCs control Sung or spo* 
ken words eannot be conveyed by means of this 
spell. but messages, recognitton motifs, and even 
magicaI triggers can ali be carried by the right 
tunc performed in the proper manner. 

The spell can be used U> ptay severa! tunes, in 
any order and sounding as if they come fmm var¬ 
icus directions and distances, so long as ali of 
this music was audiblc while the spell was rnertt- 
orized and the spell duration is not cxceedcd. 
Silences can be placcd between tunes or bctween 
repetilions of the samc tunc by the spcllcaster, 

The casting of this spell requires only that the 
caste r f s flesh drreetiy rouch a ti ny model of a harp 
(which can be inside a pocket or under ciothing), 
as the wili is bent on unleashing the music. The 
modcl harp vanishes as the spell takes effect. 
This spell is usually used to distraci foes or cap- 
tors, to impress folk witb the caster's powcrs, or 
to irick people mto thinkmg the castcr is a harpist 
or that a harpist is somevvhere close by. 

Notes; Rcsineted to the Seven Sisters. iheir 
apprendees, and selcct Harpers; uncommon. 
Optionally available to bards and song mages: 
uncommon. 

Ghoul Gauntlet 

(Alteration, Necromancy) 


MohstROUS Manual Tome for detaiis). The 
trans formati on process usuallv begins at the limb 
or extremity (usually the hand or arm) eloses to 
the locutron touched by the castcr at the onset of 
the spell. The victim suffers 1 d2 points of darm 
age each round while the body slowly dres and 
transforma into a ghouLs cotd, undying flesh. 

The victim is entitled to an initial saving throw 
to resist this deadlv trans formati on. If faited, only 
a Hmited w ish, wish t or restoraiion spell will end 
the cortdition. A dispeJ mugiv or remove curse is 
effective only if cast withm threc rounds of the 
toueh. During the early stages of the spell the 
ofiginal afThcted extremity might also be severed 
and bumed to terminate the spell. 

If the extremity affeeted by the ghoul gauntlet 
is amputated while the victim has lost less than 
20% of totaf hir points, then only a hand or foof 
may need to be severed (inflicting ld4H points 
of damage, requtrtng a system shock roll to 
remain conscious. and resulting in the loss of the 
limbis mobility and functioni), After the victim 
has lost 20% -50% of tota! hit poims, however, 
an entire limb must be cui off, with the loss of 
Id 12+4 hit points and a required System shock 
roll* Initially, the transformed flesh of the victim 
has no panafytrc powers or any of the specta) abil- 
ities of ghouls. As the spell unfolds, ihe advanc- 
ing front of dying flesh incxorably traverses the 
entire body, and the victim dies once the ghoul 
gaunilet reaches the hean or brain (that is f upon 
rcaching 0 hit points due to the spellk Healing 
spells, potions, or magical items ha ve no power to 
cure or reverse this afTltclian. 

One fiitl day after the victim has died, unless 
the remains arc bumed, the subjeci awakens as a 
full-fledgcd ghoul. The new undead is now a 
fawning slave, uttcrly under the control of the 
necromancer who cast the nefarious spell. 

The materia! components include a fingernai! 
of a corpsc and a pinch of purple mandrake root. 
Boih of these arc consumcd by the easting of the 
spell, 

Notes; Restrictcd to undead spellcastcrs: rare. 


Levek 6 
Range: Toueh 
Components: V, S, M 
Casting Time: 6 
Duration: Special 
Area of Effect: I human 
Saving Throw: Neg, 

This rare and horrible curse causes the victim 
to be slowly transformed into a ravening, flesh- 
eating ghoul (see the description of ghouls in the 


Ghoul Lattice 

(Nccromaney) 

Level: 8 
Range: 0 

Components: V, S, M 
Casting Time: I rd. 

Duration: Instantaneous 
Area of Effect: 100 yds./level 
Saving Throw: None 
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Stcaling corpses from graveyards for raw 
matcnals can be a time-consuming t ask without 
the use of this spell. Casting it creates 9 small 
tunnel that extends chaofically from the point 
where thc spell was cast and then divides into a 
series of shafts, connecting with any numbcr of 
graves or other subtcrranean pockets wilhin the 
area of effect. 

The tunncls are 4 fect in diameter, circular, and 
an average of 6 feet below the surface. The tun- 
nels intersect in a maze-like fashion, but the ottly 
place they emerge at the surface is at the point 
where the caster stattds. (lf cast underground, the 
tunnels ncver reach the surface.) The spell creates 
a random larticework of tunnels through which 
new undead minions can be summoned or necro- 
mantic spell components harvested. 

The materia! components for this spell arc a 
long fingemail and a pinch of diri from a grave. 

Notet: Restricted to necromancers and undead 
spehcasfers; uncommon. 

Ghoul Touch 

(Necroittincy) 


This spell causes the recipient's body hair to 
grow thickly in a matter of seconds, covering him 
with a laycr of matted hair that provides armor 
protectiori cq ima leni to that of padded armor 
(AC 8). Any member of a mammalian race, intel- 
ligent or not, can benefit from this spell, even tf 
he keeps his hair shaved off ThrLkreen and other 
iionmammalian bcings are not affccted by this 
spelf Successive castings on an individual have 
no effect as long as a previous casting is in effect. 
The armor does not hinder movement or prahibit 
spellcasting—it f s the recipient 1 » own body hair, 
after ali—and the hair shrinks back into the body 
at the spelLs end, The spell Iasis unlil sueeess* 
fully dispelled or until thc wearer takes cumula¬ 
ti ve damage totalmg greater than 8 hit point» plus 
I hit point per level of the caster This spe l Es pro* 
tcction is cumulati ve with normal shield and 
Dexterity bonuses but not with proteclive spei Is 
like armor , 

The materia! component for this spell is a 
strand of giant hair 

Notes: Available an Athas; very rare. f Updatcd 
from Draggn Magazine.) 


Leveli 2 
Range: 0 

Components: V, S, M 
Casting Time: 2 
Duration: Maximum I n±/level 
Area of Effect: 1 person 
Saving Throw: Special 

When this spell is in effect, the caster*» touch 
causes any siugle human, dwarf, gnome, half-elf 
a halfting. to become rigid for 3-8 (ldd+2) 
rounds unies» the victim makes a successful sav* 
ing thraw vs. paralyzation. 

The materia! component for this spell is a 
small scrap of cloth taken from the clothing of a 
ghoul or a pinch of earth from a ghoul % lair. 

Notes; Restricted to necromancers: uncom- 
mon. 


Giant Fur 


(A Iterat io it) 


Leveli I 
Range; Touch 
Components: V, S, M 
Casii ng Time: 1 rd. 

Duration: Imtantaneous 
Arca of Effect: Creature touched 
Saving Throw: None 



Giant Size 

(ALtemtion) 

Reversi bl e 

Level; 8 
Range: 0 

Components: V* S t M 
Casting Time: l tum 
Duration: 2-8 rds. 

Area of Effect: The caster 
Saving Throw: None 

This spell allows the wu jen to assume truly 
gigantic proporlions. As soon as thc spell is 
cast, the wu jen must make a system shock ro]1. 
If the roll is fatled, the individua! permanently 
loses 1 point af Constitutlon. The spell causes 
the wu jen to instantly grow, adding a beight of 
3 feet for every level of experienee, An 18th- 
level wu jen would be abom 60 feet tali and a 
29th-levd wu jen would stand a colossal 93 feet 
talL The Strength of the wu jen increases pro- 
portionalciy—I point of Strength for every 
three levels of expeticnce, to a maximum of 25. 
Howevcr, the giant form is awkward and 
dumsy, so the wu jen does not recei ve any hit 
bonuses for his increased Strength (although he 
does receivc damage bonuses). The percentile 
scores for an 18 Strengrh are ignorcd, going 
directiy from 18 to 19 in Strength. Damage 
bonuses for Strength s above 18 are equa! to +6, 
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Give Woutnds 


^ — -- 

plus l point for evcry pomt of Strength greater 
than 18. The Armor Class of the wu jen is 
improved by l for evcry 12 feetof height 
gained. The hit points of the wu jen remain 
unchanged, The movement rate also remains 
unchanged, because of the siow and lumbering 
body of the caster, 

While in giant form, the wu jen cannot cast 
spells of any type, ftems carried by the wu jen 
do not inercase in size, cxcept for norma l cloth- 
ing, Obviotisly, because of this, the wu jen can¬ 
not usc normal weapons. However, he can 
uproot rrees to use as dubs (2d 10 points of dam- 
age, plus Strength) if a successful bend bars/lift 
gates roll is made. BouMers can be hurled, again 
if a successful bend bars/lift gates roll is made. 
Each boulder tbrown causes 3d6 points of danv 
age. Other acts of rampage and destruaion mus! 
be adjudtcaied by the DM t using the general 
guidelines of Strength and Ihe bend bars/lift 
gates roli. Also, sinee the spell causes a sudden 
spurt of growth, the caster should take care in 
pkking Ihe place Ihe spdl is used, If cast under- 
ground or in an area smaller than the full size 
attained by the caster* the caster will take dam- 
age, possibly even dying bccause of the squeez- 
ing and crushing thal occurs. 

The material component for this spell is the 
scale of a dragon or hairs from the head of a 
giant. 

The reverse of this spell is minuie form . 
When cast, the size of the caster reduces by 
three inches per leveL An 18th-level caster 
reduces by 54 inches. When the caster shrinks 
to one inch in height only 14th of an inch is Jost 
per level thereaftet. The maximum reduction 
allowcd is VMh inch tali. The Armor Class of 
the caster remains unchanged. However, the 
individua! musl be seen to be hit! The move¬ 
ment rate is reduced by l per foot of height lost. 
Upon rcaching the last foot of height, the move- 
ment rate is reduced by 1 for every further 3» 
inch reduction in height, The movemem rate 
cannot be less than 1 per round. 

Upon rcaching one foot in height, the creature 
suffers only half normal damage from falis. At 
one inch or less of height, no damage is suffered 
from falis, However, the creature is highfy sus- 
ceptible to winds and breezes and can be blown 
about easily by gmt of wind, wind breatk, and 
similar spells. Although ali items shrink when 
this spell ts cast, most ane rendered unusable or 
negligible in their effect. The ranges and effects 
of magica! items and spells are adjusted propor- 
tionately to their size. 

The materia! comportem for this spell is a flea. 


swallowed by the caster. 

Notes: Common in oriemal settings: otherwise 
very rare. 

Giant Strength, Tenser"s 

See Tenser'5 giant strength. 

Gift of Life — Elf 

(Elven Hjgh Magic) 

Level: 9 

Range: I yd./level 
Components: V, S, M 
CastingTime: 8 
Duratiori: Instantaneous 
Area of Effeci: 1 undead creature 
Saving Throw: Neg. 

This powerfui high magic spdl has an effect 
unlike any other. It restores undead creaturos to 
life. Undead creatures are allowed a saving throw 
vs. death magic, but they can only makc such a 
roll at a level equal to half their Hit Dice. An 
I8th-lcvel lich, for exampie, would make a sav¬ 
ing throw vs. death magic as if it were actually a 
9th-level wizard. 

If the undead creature fails its saving throw, it 
is immediatcly restored to life as it was just 
before its death, if it died by unnatural causes. H 
is restored to life as it was 10 years before tts 
death if it died of old age or similar causes. The 
restored creature is stunned and incapabfe of any 
action for ld4 turns as it slowly realizes what 
happened. 

The restored creature returns to life at an 
appropriate experience and Hit Die level, and 
with its original alignment and abilities. It will, 
however, be wearing the same clothes, and carry- 
ing whatever cquipment (if any) that it did as an 
undead creature, 

This spell does not tiecessarily change the 
alignment of a creature who was origmally evil, 
but the elves recount legends of wicked liches 
or vampires who were restored fhrough this 
spell, repented their old lives, and changed 
alignment, dedicatjng themselves to the defense 
of elves. 

The material component of this spell is a gold 
medallion in the form of the sun (worth at Icast 
500 gp). 

Notes: Rcstricted to elves able to cast High 
Magic, such as thosc of Evermcet. 

Give Wounds 

See cause light wotinds. 
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Glamcr, 
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Glamer, Elonia’s 

See Ekmia's glamer. 

Ghisee 

(Alteration) 

(Alchemy, Artifice, Earth) 

Level; 6 
Range: Touch 
Components: V, S, M 
CastingTime: 1 rd. 

Durat ion; l rd/level 
Arca of Effecti SpectaI 
Saving Throw; None 

By means of this spell, the wizard is able to 
make a section of rnetal, stone, or wood as trans- 
parent as glass to his gaze, or even make it into 
transparent material a*s cxplained hereafter. Nor- 
mally, the gfassee spell can make up to 4 inches 
of mctal, 6 inches of stone, and 20 inches of 
wood transparent, The spell will not work on 
lead, goid, or platinum. The wizard can opt to 
make the glassce Work only for himsdf for the 
duration of the spell, or he can actually make a 
transparent area, a oue-way window, in the mater- 
ial affected. Either case gives a viewing arca 3 
ffeet wide by 2 feet high. If a wsndow is ercated it 
has the strength of the originaf materiat. 

The materia! component of the spell is a small 
prece of crysral or glass. 

Notes: Common spei i (PHB)> 

Glassteel 

(Alteration) 

(Alchemy, Artiface* Earth) 

Level; B 
Range; Touch 
Components; y S. M 
Casting Time: 8 
Duration: Instantaneous 
Area of Effecti Object touched 
Saving Throw: None 

The glassteel spell tums normaU nonmagical 
erystal or glass into a transparent subsiance that 
has the tensile strength and uttbreakability of 
sctual Steel. Only a relatively small volume of 
materia] can bc affected (a maximum wcight of 
10 pounds per level of experienee of the spell- 
caster), and ii mus! form one whole objeci. The 
Armor Class of Ihe substance is l, 

The materia! components of this speif are a 
small piece of glass and a small picce of Steel. 
Noles: Common spei) iPHB) f 


Glassremove, DuhlarkN 
Glasstrike, Duhlark’s 

See Duhlark's glasstrike, 

Clitterdust 

(Coitjuratioii/Sumnioning) 

(Alchemy) 

Level; 2 

Range: lOyds./level 
Components: V S, M 
CastingTime: 2 
Duration: Spccial 
Area of Effect: 20-ft. cube 
Saving Throw: Special 

This spell creates a cloud of glittering golden 
particles within the area of effect. Those in rhe 
area must rolt a succcssful saving throw vs. spell 
or be blinded penahies to attack rolls, saving 
throws, and Armor Class) for ld4+l rounds, In 
addition, ali within the arca are covered by the 
dust, which cannot bc removed and continues to 
sparklc until it fades. Note that this reveals invis- 
ible creaturcs, The dust fades in ld4 rounds p\m 
one round per caster level. Thus, glitterdust casi 
by a 3rd-levef wizard fasts for four to seven 
rounds. 

The materia! component is ground mica. 
Notes: Common spell (PHB). 
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Globe of Invii Jnerability 

fAhjuration) 

(G*ometry) 

Levet: 6 
Kangc:0 

Compone tus: M S, M 
Casting Time: l rd 
Duration: l rd./leve! 

Area of Effeci: 5-ft. radius 
SavingThrow: None 

This spe 1L ereates an immobile, faintly shim- 
mering, magica! sphere around ihe castcr that 
prevents any Ist-, 2nd-, 3rd-, or 4th-IeveJ spcll 
cffects from peneirating. Thus, the area of cffect 
of any such speil does not include the area of the 
globe of mvulnerabilsty. This includes innate 
spelMikc abilities and effccts from deviccs. How- 
ever, any type of speil ean be cast out of the mag- 
ical sphere; spells pass from the easier of the 
globe lo the subjeci without cffect on the globe. 
Fifth and higher levet spells arc not affected by 
the globe. The globe ean be broughf down by a 
successftd dispel magic spcll 

The materia! component of the speil is a glass 
or crystal bead that shatters at the expiration of 
the speil. 

Nates: Common speil {PH8\ 

Gloom 

( Altera tioki) 

(Shadow) 

Levcl: 4 

Rangc; 60 yds. + 10 yds./levcl 
Componente V S, M 
Casting Time: 4 
Duration; I himdeve! 

Area of Effect: 120-ft. radius 
SavingThrow: None 

This speil wcakens Light sourees of any kind in 
the arca of effect. Light equa! to daylight in 
brightness or intensity (utchiding continuat light) 
is rcduccd lo a deep twilight gloom. Torches and 
magical weapons illuminate onfy a 5-foot radius; 
and lamps, lanterns, and other magical light 
sources illuminate only a 10-foot radius. The 
spdl covers a 120-foot radius, and can be made 
mobile if cast on an object. 

Light-based combat pcnalties for creaturesof 
darkncss are negated vviihin the area of effeci, 
and monsters that cannot abide the toueh of day- 
light (vampires, for instanee) are fuUy capable of 
acting under the vei! of gioom. Light-based spells 


are halved in effect; for example, a sunhursi from 
a w and of illumination is reduced from 6d6 to 
3 d6 damage against undead. 

The material component is a special incense 
prepared by the cast er. 

Notes; Rare spcll. (Updated from PoLYttEDRoN 
Newszine.) 

Glormm Transmutation 

(Alterntion) 

(Alchemy) 

Levd; 9 
Range: Touch 
Componente; V, S, M 
Casting Time: l tum 
Duration: Instantaneous 
Arca of Effect: 50-500 lbs. iron or 
(M00 tbs. lead 
SavingThrow: None 

This spcll turns iron into silver or lead into 
gold at the casteCs option. The preme mgredknt 
for this speil is a magical item calted the 
phitosopher s stone t which must bc touched by 
the wizard and alehemicaliy combined with the 
metat during casting. The formula for mixing 
the stone and the metat must be known by the 
casier; the spcll is useJess without it. fThe exact 
ingredients and formula arc decided by the DM 
and must be discovercd by the wizard in the 
course of advetituring) 

PhilosopheCs sumes vary in quality so much 
that each is capable of transmuting either Id 10 x 
50 potinds of iron into an equal quamity of silver 
or IdlOx 10 pounds of lead into the same amount 
of gold. it is not possible to know how much 
metai can be transmuled until the proeess is com- 
plete. If the caster has more iron or lead prepared 
tlran the speil is capable of etianging, any excess 
is unchanged. 

The entire transmutation must be made at one 
time. Only one stone can bc used per casting of 
the speil. The entire philosopher^ stone is con- 
sumed in the process. 

Noles: Uncommon spcll { ToM). 
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Glowing Globe, Nchaser's 

See Nchascr^ glowing globe. 


Gnostic Chain, Galathar's 

See Galathar T s gnostic chain 


Golden Revelation, Nystul’s 

See NystuVs golden revelation, 

Cong of Isolatioru Oft0'S 

See Otttfs gong of isolation. 


Graft 

(Altcration, Necromancy) 


Leve!; fy 
Range: Touch 
Components: V, S, M 
CastingTimc: I tum 
Duration: Insta ntancous 
Area of Effect; l creature 
Savmg Thiw: Specm) 

A spdlcaster mvokmg a graft spei! ean attacb 
an appendage of another creature to the rccipi- 
ent*s body in place of a missing limb. The 


appendage must take the place of a lost limb— 
that is, the caster eannot place the arm of another 
creature onio a body that had no such limb 
before, nor add an extra arm in the middle of its 
chest. Addilionally, tbe limb to he grafted must 
also perform roughly the same function as the 
old onc; conscquently, a wizard eannot attacb a 
foot to an arm stump. 

The appendage can be of any size, but the 
recipient must be able to manipulate it wilh his 
current Strength. If the limb is overly cumber- 
some or cxceptionally different from the angina!, 
it may inhibil movement or Eimit spdlcasting 
ability. The appendage to be replaced can be any- 
where on the body; arm&, Jegs, feet, hands, or 
parts thereof; but it eannot bc ihc head. The 
replacement can be of any form, so a gargoylc's 
claw, a bcar f s forepaw, or a human hand could 
take the place of a lost hand, daw, or paw. 

The appendage to be grafted musr have been 
alive within the hour before the spell is cast or 
the graft will not take, The member to be grafted 
can be successfully joined provided that the 
recipient of the limb makes a successfut system 
shock roll upon completiun of the casting, A 
failed roll indicatcs that the graft does nol take, 
and the limb withers and dies in one day. If the 
graft does take, then the ncw member will 
remain in place and function normaliy 

The recipient mrght receive Strength or Dex- 
terity bonuses or penalties based on the grafted 
limb. The grafted appendage has its original 
immunities and weaknesses, including Armor 
Class and damage ability, so long as such 
bonuses and penalties wcre physicaJ in nature 
and did not resuit from special characteristies of 
the limbis original body. (Thus, innate spellcast- 
ing abilities, psionic ability, magic resistance, 
and Strength bonuses other Ihan for grasping do 
not apply,) For example, if a wizard grafted on 
the hand of an arcanaloth, his ncw hand would 
be AC -2, would take only half damage from 
cold, and would inflict Ld4 points of clawing 
damage, The hand would no longcr be magic 
resistant (as is an arcanaloth T s hand), A tvrzard 
grafting on the forefoot of a lizard might have 
an improved Armor Class for that hand, but 
probabiy would not be able to cast spells due to 
the low potentia! dexterity or a lizard^s daw, The 
hand of an ogre (the largest-size ftumanoid 
whose limbs can be so tised) would allow for a 
grasping Strength of 18; however, the wizard 
could not lift wcights as an ogre, 

The spell requires the appendage to be grafted 
and a prepared mixture made up of the blood of 
the being to which the member originally 
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Graft Fksh — Ltehk 


> ■ - - 

belonged, a potion of polymorphing (self ot 
other ), a potion of extra+healing, and at least 
10,000 gp worth of powdered moonstone. The 
prepared mixture is consumed when the spdl is 
cast 

Notesr Very rare spell Known to be in Laeyn- 
dar s Book of Metamorphoses . (U pdated from 
Dracon Magazine.) 

Graft Flesh 

(Altemtioiu Necromancy) 

Level: 5 
Range: 0 

Components: Y S, M 
CastingTime: 5 
Duration; Speeial 
Area of Effeci: J person 
Saving Throw; None 

With this spell, a wizard can graft any freshly 
taken flesh to the body of the recipient, either 
reptaeing a lost limb or serving as a disguisc. 
The spell onty functions on living human r 
demihuman, or humanoid subjeets of up to ogre 
size. Grafted tissue must be of the same species 
as the host. The graft flesh spell cannot be com- 
bined with other enchantments (such as emhatm 
or spirit hind) that are used to preserve a 
corpsc. 

The duration is limited only by the compati- 
bility of the grafted flesh to the host*s body» 
Flesh taken from the recipient (such as a sev- 
ered limb) can be permanent ty rcattached with 
(his spell* !f the grafted limb was taken from a 
fresh corpse, however, the maximum duration 
of the spell is 1 day/level of the caster* Only 
musculo-skelefal tissues are affectcd by this 
spell; it cannot be used io graft organa or attach 
additional appendages (such as an extra arm) to 
the recipient. 

The graft flesh spell can also disgutse the 
subject (who may be the caster) with flesh from 
a cadaver. White the subject gains the facial and 
bodily appearancc of the deceascd individual, 
the transformation is only “skin deep." The 
recipient retains his norma! voice, knowledge, 
spells, and other abilities. Furthermore, the 
subject does not gain any physieal or sensory 
abilities associated with his ncw appearancc 
(for example, the spe Ii cannot replace lost cye~ 
sight). This application lasts 1 day/level of the 
caster 

For the duration of the spell, grafted flesh lit* 
erally becomes an extenston of the host's own 
body (affected tissue radiates a faint aura of 


r 



necromancy, however), The recipient has com¬ 
plete contrai over the flesh as if it were natura! 
At the conclusion of the spell, however, the 
grafted flesh slowly deadens and ultimately 
drops away A succe ssful dispel magic ends ihe 
spell prematurely, 

The material component is the hosfs own 
severed limb or else a suitabie replacement 
from a fresh corpse (dead for no longer than l 
day per level of the caster)» By the conclusion 
of the spell, all grafted flesh has decayed past 
all utility and cannot be used in a subsequent 
casti ng, 

Notes: Restricted to necromancers; common. 

Graft Flesh — Lieh’s 

See graft limb. 
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. Graft Hem 


Graft Hem 

(Necromancy) 

(Artifice) 

Lcvel: 8 
Range: 0 

Components: V ( S 
Casting Time: l rd. 

Durat ion; Instantaneous 
Area of Effect: The caster 
SavingThrow: Neg. 


Grappling Grasp, GeirdoriTs 

See GeirdonTs grappling grasp, 

Grasp the IVI agi e Since Used 

A MystaRA setting speli, aha reverse teleport. 

Grasping Hand, Bigby’s 

See Rigby’s grasping hand, 

Grayntantle, Grimwald*! 

See Grimwald Is graymatule. 


This speli ia similar to the graft limb *pdj, 
but allows the caster to graft any item* magical 
or ofherwise» to iis flesh in order to replace a 
lost limb. The attachment is instantaneous and 
permanent, and the item functions normaliy. 
There is no way to remove the object short of 
cutting it off 

At the DM's di seret ion, the caster might be 
able to graft additional iiems to its body and use 
them—obviously, its abrlities will have to be 
specifkally adjudicated. in the Ravenloft set- 
tm g, the sight of such a modified creature will 
certamly evoke a honor check. 

Notes: Restricted to undead spellcasters; rare. 

Graft Limb 

(Neeromancy) 

Level: 8 
Rangc: 0 
Componente: V, S 
CastingTime: I rd, 

Duration: Instantaneous 
Area of Effect: The caster 
Saving Throw: Ncg, 

Should an undead spellcaster, such as a lich, 
fall victim toa vorpal weapon or oibenvise lose a 
limb, it can cast this speli and graft parts from 
dead bodies on to its own; the grafted limb will 
function normally Al the DM‘s discretion, a lich 
can even graft additional appendages to its body 
and use them—obviously, its abilities will have to 
be specifically adjudicated. In the Ravenloft 
setting, the sight ofsuch a creature will certam Jy 
evoke a horror check. 

Notes; Restricted to undead spellcasters; 
uncommon. 

Grappling Hand, Halaster^s 

See Halastefs grappling hand. 



Grease 

(Conjuration) 

(Atchemy) 

Level: I 
Rangc; lOyds. 

Components: V, S, M 
CastingTime; J 
Duration: 3 rds. + S rd/levd 
Arca of Effect: 10 x 10 ft. 

SavingThrow: Special 

A grease speli covers a material surface with 
a slippcry layer of a fatty, greasy nature. Any 
creature entering the area or caught in ii when 
the speli is casi must save vs. speli or slip. skid, 
and h\L Thosc who succcssfnUy save can reach 
the nearest nangreased surface by the end of the 
round. Those who remain in the area are allowed 
a saving throw cach round unttl they escapc the 
area. The DM should adjust saving throws by 
circumstance; for example, a creature charging 
down an incline that is suddenly greased has 
little chance to avoid the effect, but its abflity to 
exit the affected arca is almost assurcd! The 
speli can also bc used to create a greasy coating 
on an item—a rope, ladder rung, weapon han- 
dle. ctc. Materiat objects not m use arc always 
affected by this spdl, whilc creaturcs wielding 
or employing items reccive a saving throw vs. 
speli to avoid the effect. ff the initia! saving 
throw is failed, the creature immediately drops 
the item. A saving throw must be made each 
round the creature attempts to use the greased 
item, The caster can end the effect with a single 
utterance; otherwise, it lasts for three rounds 
plus onc round per levcL 

The materi al component of the speli is a bii of 
pork rind or butter. 

Notes: Cotnmon speli (PHBy 
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Creat Shout 



Grease Slick 


(Alteratfon) 

(Aichemy) 

Level; 3 
Range: lOyds. 

Component: S, M 
Casting Time: 3 
Duration: 2 rds ./level 
Area of Effect: 15 x 15 ft. area 
Saving Throw: Special 

Tbis variat ion of the grease spell allows a wiz- 
ard io create a spray of grease that erupts from 
his fingertips and can extend up to 10 yards away 
from his body. The grease coats ali objects within 
a 15-foot by 15-foot area. 

Objects coated by the grease become slippcry* 
slimy, and subject to the effects of a grease spell 
(save vs. spell or fati), Further, individuals in the 
area of effect who are carrying weapons and 
othcr objects must, for each objcct, make a suc* 
cessful saving throw vs, spell at a -2 penalty. 
Failurc means the object slips from the individ- 
uaFs grasp. Individuals attempting to pick up 


g rea sed items must make a successful saving 
throw vs, spell at a -3 penalty to grasp any one 
object. Once a saving throw is made for an 
object, it can be handted normally. 

The material component of tbis spell is a pinch 
of lard. 

Notes: Very rare spell. 

Great Sfaaut 

(Evocatton) 

(Song) 

Level; 8 
Range: 0 

Components; V, M 

Casting Time: 1 

Duration: Instantaneous 

Area of Effeci: Cone, 90 ft. long x 20 ft. wide 

Saving Throw: Spccial 

Upon ultering the great shout, the caster 
releases a stunning force* akin to a hom of hlash 
ing, from his mouth in a 90-foot by 20-foot cone, 
with additional damage inflicted along a narrow 
path in the eenter of the cone, 1 fool wide by 8 
feet long. 

Ali creatures within the general area of effect 
must save vs. spelL Those which do not save are 
stunncd for two rounds, deafened for four rounds, 
and suffer Id 10 points of damage, Those who do 
save are stunned for only a single round and deaf- 
ened for two rounds, 

Damage is much greater along the narrow path 
at the heart of the great shout. Boulders can be 
split t coit ages levcled, and powcrful gates 
breached by this part of the shout. It inflicts 
structural damage as if the great shout werc a 
missile flung by a large catapult (see “Siege 
Damage* in the DMG) with a —2 modifier to the 
saving throw. AH items, magical and nonmagicai, 
within the narrow path of the shout must make a 
saving throw vs. erushing blow or bc destroyed. 
Creatures within the narrow path takc 2d2Q 
points of damage if they fail thcir saving throw 
and Id 10 points of damage if they make their 
saving throw. Deafness and stunning effects 
apply as dcscribcd above, 

The great shout is extremely taxing and danger- 
ous to the user, The shout drasns 2d4 hit points 
from the caster, and in addition the caster must 
make a system shock roll or die from the exertion. 

The material component of this spell is any 
item that radiate* a magical aura, inciuding those 
temporarily investcd with Nystuls magic aura as 
well as magical items. Powcrful items such as 
artifacts and unique weapons cannol be used to 
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Greai Thiurip—Gcisya 


power the great shout . The iiem te destroyed in 
the process. 

Notes: Rare spdl from the Forgotten Realms 
setting; known to be in The Speli Book of Daimos. 

Great Thump — Geisya 

(Evocatum) 

Level: 4 
Range: Touch 
Componente; V» S, M 
Casting Time: I 
Duration: 1 tum/1 evel 
Area of Effect; Creature touehed 
Saving Throw: Neg. 

When a great thump is east. the w u jen fhumps 
the attacker with an omamcutal fan and berates 
the offender Unless a saving throw is successfuf 
the attacker suddenly loses ali intercst in attack- 
mg anything, Jf the creature is attackcd, the spdl 
is brokerr. This speJJ affecte only those creatores 
that can be affected by thump. 

Notes: Commoit to individuals with geisya 
training; otherwise rare in oriental settings; virtu- 
aUy unknown elsewherc. (Updatcd from DraGop 
Magazine,) 

Creator Detect Undead 

(Divinationi Neeromancy) 

Level: 2 
Range: 0 

Componente: M S, M 
CastingTime: I rd. 

Duration: 3 turm 
Area of Effeci: 1 mi./point oflntelligencc 
Saving Throw: None 

With this speli the caster can detect ali undead 
wi thm tange. Range is equal to the castcrs Intel 1 i- 
gence score in miles, The dctection is omnidirec- 
tinnal. The castcr nced not rernain staeionary The 
speli indicates direction but not specific loeation. 
distance, or the type of undead—for instance, the 
caster might sense a small numbcr of undead 
about ten miles north* a single undead creature 
about 100 feet to his left, and so on. The undead 
receivc no saving throw against this detecti or, nor 
is the speli hindered by obstades of any kind save 
magical warding like nondetection. 

The materiat component for this speli is a bit 
of earlh from a grave. 

Notes: Restricted to undead spellcastcrs of 
I Ith level or higher; uncommon. This spdl can 
be researched only in the Ravenloft setting. 




Greater Distraction — Ninja 

(lUtision) 

Level: 3 
Range: 20 yds. 

Componente: S 
Casting Time: 3 
Duration: l tum/level 
Area of Effect: 1 creature 
Saving Throw: Neg. 

With this spdl, the ninja causes the victim to 
become distracted by a sensatiom The castcr 
decides what the sensatiori will be before he casts 
the speli. Typical sensations include itehing. the 
feeiing that one*s hands are gmbby t or the need to 
answer nature's call. 

If the victim fails a saving ihrow vs. speli. 
the sensation will not sfop d tetraci i ng him unti) 
he dcals with it (by scralching the iich. washing 
his hands* etc.) or unti! the speli duration ends. 
Gnce either of these conditions is met, the dis- 
tracting sensation ends, A victim who makcs 
the save feels the sensation momentarily. but it 
goes away almost immediately, The victim is 
ne ver aware that a spdl was cast, whether he 
saves or not, 

This is another speli used by intruding ninja to 
maneuver guards or intended targete out of posi- 
tion. 

Notes: Resiricicd to ninja spellcastcrs and 
those trained by them; common. 

Grcater Malison 
(Enchanimcnt/Charin) 

Level: 4 
Range: 60 fi. 

Componente: V 

Casting Time: 4 

Duration: 2 rds,/level 

Area of Effect: 30~ft, radius spherc 

Saving Throw; None 

This speli operates cxacily like Ihe 3rd-levei 
minor malison speli; it allows a wizard to 
adversely affect ali the saving throws of his ene- 
mies. The wizard places a -2 penalty on the sav¬ 
ing throw s of ali hostile creatures within the area 
of effect. OptionaJly the wizard can impose a-3 
penalty to saving throw s against spclte from one 
school of magic. This penalty is not curmifative 
with the specialist wizard saving throw penalty; 
the penalty is not increased to “4, 

Notes: Uncommon speli (ToM). 
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Greater Spelldream 


> ■ - 

Greater Sign of Sealing 

(Abjurafion) 

(Geometryj 

Level: 6 
Range: 0 

Componente: S, M 
Casting Time: l mm 
Durat ion: Rer manent 
Area of Effect; Special 
Saving Throw; Special 

A more potent form of the tesser sign of seal¬ 
ing, this spell allows the caster to guard an item 
or portaI and prevent all other creatores from 
opening or passing through the sealed item or 
surfaee. The greater sign has scveral effecte, 

First, it afTects a doorway or item that opens (a 
chest, for instance) as a wizard tock spell. ff 
placed in an open corridor or archway io prevent 
passa gc, the greater sign creates a magieal bar* 
rier that repete all who try to pass. 

Second, the greater sign greatly strengthens 
the physical structure of any door or item it is 
placcd upon, graming a +6 bonus to any item 
saving throws and aliowing ihe item or door to 
ignore 1 point of darnage per caster level from 
any attack. For examplc* a greater sign cast by a 
12th-level wizard would reduce the damage of 
any blow or spell by 12 points, so a fighter armed 
with a broad sword (maximum damage of 8 
points) could never hack through a door pro* 
tected by the sign. 

Third, if ihe protected doorway or item is 
forced open or destroyed by any means, the sign 
itself is not only destroyed, but also releases a 
spd! upon ihe offending creature, The spcli held 
by the sign is cast inio the ward when the greater 
sign is crcated, and any spell the caster has mem- 
orized can be used in this way, from a firehall or 
shocking grasp to a very nasty wlsh or poly* 
morph. The range of the sign*s rctributive spell is 
10 yards per caster level, so it is possiblc to 
destroy the wardmg from a safe distance. 

The sign is dispJaycd in plain sight, and most 
wizards will recognize it for what it is. The caster 
cannot specify particular creatures or conditions 
for the sign s operation; it functions against any 
creature that attempts to pass it, akhough the wiz- 
ard can freely pass through his own sign without 
activating it. The greater sign can be removed by 
the caster* thus ending the spell, or it can be 
defeated by a Iimited wish or wish spell cast by a 
wizard of equa) or higher leve) than the original 
caster; it cannot be dispdlcd. 

The materia! component for a greater sign is a 


r 

powdcred diamond worth at least 1,000 gold 
pieces. 

Notes: Uncommon spell (PO.SM), 

Greater Spelldream 

(InvocatIon, Illiisiun/Phantasm) 

Level: 6 

Range: 10yds./levd 
Componente: V, S 
CastingTime: 6 
Durat ion: I tum/te vel 
Area of Effect: 1 creature 
Saving Throw; Special 

Like the 4th*level lesser spelldream, but more 
powerful, the greater spelldream speli allows the 
caster to remove spelte of 6th level or less from a 
slumbering creature, who tmsst be visiblc to the 
caster or specifically named during spellcasting. 

When the spell is cast, the recipient is allowcd 
a save vs. spelte with a -5 penahy, tf the save suc- 
cceds, the spell is lost, and the intended recipient 
instant ly awakens. 

This occurs during an enforced slumber, which 
can be broken by any physical attack on the 
recipient (such an event will joIt the recipient into 
instant alertness). The enforced slumber is 
accompanied by dreams, and the caster of this 
spell can choose one image per level to feature in 
these dreams (typiealJy, ihe caster shapes a 
scquence of images showing the recipient how he 
came to be enspelled, or why the caster has cho* 
sen to remove thosc spelte), 

The spell cffects are unravelcd slowly without 
doing harm to the caster of the spelldream or the 
recipient, and without triggering any spell traps 
or defensi ve cffects. Note that spei Is that have 
been made permanent cannot be unravelcd in this 
way Spelte not subject to dispel magte cannot be 
unravded unlcss the caster makcs at saving throw 
vs, spell at a -5 penalty. Failure meam the spell is 
trans ferred to the caster 

While a spelldream is unfolding, the recipi¬ 
enti mind cannot be contacted or influcnced by 
any other being. Thus, a wizard can pass Infor¬ 
mation to a creature who is under magieal thought 
surveillance without risit of the Information 
being detected. 

Notes: Common for Dream mages; otherwise 
rare. 
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Gnmwnld'» Grftymantle 




GrinmalcTs Graymantle 

(Necrumancy) 

Levet: 5 

Range: 5 yds./level 
Components: M S, M 
CastingTime: 5 
Durati on: 1 rdVleveJ 
Areaof EfFcct: i creature 
Saving Throw: Neg. 

On the round of casting, a small skull or bone 
ts imbucd with a silvcry*gray radianee, The skull 
or bone ean then (in the next round) be touched to 
an opponent or thrown to the Jimit of the spdFs 
range againsl a target. In cases of touching the 
skull to un opponent, the attack is +2 to hit. Oth- 
erwise the ehances of hitting are normal» accord- 
ing to the mage’s normal THACO. 

If the skull or bone hits the target, the gray 
radianee is transferred from the skufl to the 
creature» covering it entirely. For the duratron of 
the spell, the creature cannot regain hit pomis by 
any means. Natura! regencration (such as that of 
trolls) is stopped as are the effects of a ring of 
regenera tian. polion of healing, or staff of cur - 


ing.. Spei Is that return lost hit points (cure light 
wounds, heal) will not worJc on that individua!. 
Other necromantic spells will funetion nor¬ 
mal ty, including those that cure other affiictions 
(disease, blindness). Those that remove hit 
points (cause light wounds ) are unaffected by 
the spell, 

Should the gray-wrappcd skull or bone miss 
the target, or should the target make a saving 
throw vs, spell (ai -2 for those administered by 
touchh the gmymmtle fades and the spell has no 
cffect. 

Upon the exptmion of the spell, automatis 
healing abilities and items such as the ring of 
regeneration or the troll^s rcgenerative ability are 
restored and regenerate hit points normaily* Any 
healing attempted during the spelPs duration is 
lost. 

The material component of this spell is the 
skull or bone used. 

Notes: Uncommon or rare spell. Known to be 
in The Tome of the Covenant 

Crround Flante 

Lost spell, referenced in the novei, Prism Pemad, 
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Guardian Manile 
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(Invocati em) 
(Air, Water) 


Ground Fog 



Duration: 3 hrsVlcvel 

Area of Effect; Up to 30-ftVlevel radius 

Saving Throu 1 ; None 


Levcl: 3 
Rangc: 0 

Components: V f S 
Casting Time: lOrds. 

Duration: 1 hn/levet 

Area ofEfTect: One 50 x 5G-ft. square/lcvel 
Saving Throw: None 

This spell creatcs a ground fog or mist that 
rises only knee high on a normal human (about 
iwo feet), The mist filis an area defincd by the 
spellcaster, laid out as 50-foot x 50-foot squares. 
The firsi square must be cenfered on the caster* 
The oihers can be laid out in any pattem so long 
as e very square shares a complete border with 
another square* indoors* the fog filis only the 
levcl or floor where the caster stands* it cascades 
down stairs and imo pits but evaporates after a 
few feet* 

The fog is full of moving swirls and eddies. 
Ait invisible individua! moving through the 
fog does not create enough of a slir to reveai 
his presence more readily than normaL The 
ground is genera!ly not visibLe beneath the 
fog* it is quite possible for a corpse to be lying 
on the floor and be completely covered by the 
fog. A detect magic spell will reveal an aura of 
invoeation. 

This spell may seem innocuous*, but to a vam- 
pire spel/easfer it is a deviously simple trap. The 
gaseous form of the vampire is easily coneeated 
by the fog* In effect, he can rise up out of the fog 
anywhere and attack wtth surprise. Alternatively, 
the spellcaster or undead minions can lie down 
under the fog cover, then leap up to attack or 
strike ai passing legs. 

The material component of the spell is a pinch 
of Iambis fleece. 

Notes: Common for undead spellcasters; 
uncommon for mages of Air, Water, Frost, and 
Weathcr; very rare for others. 

Grue Conjuratiori, INystuPs 

See NystuTs grue conjuration. 

Guardian — Pluma 

(Co itj ti ra tion/S u m m oni ng> 

Lcvcl: 2 
Rangc: 0 

Components: V, S, M 
Casting Time: I turn 



A guardian spell will alert the caster if a living 
creature above a certain size (specifzed at ihe 
time of the casting) approaches within a certain 
distancc of the caster, The spell will awake the 
individua! from a sound slecp* 

Any size creature can be indicated—including 
the tiniest—but the caster will be constantly 
alerted to the approach of insects, mice, etc. 
Since the spell gives no indicaiton of the size of 
the approaching being, this may be somcwhat 
unsettling. 

The material component of the spell i$ the ear 
of a bal. 

Notes: Restricted to practitioners of pluma 
magic (the Maztica setting); common* 

Guardian, SerrePs 

The 3rd-tevet guardian spell, see SerreTs 
guardian. 


Guardian IMantle 

(Abjuratfon, Invocationi 

Level: 7 
Rangc: 0 

Components: V, S, M 
Casting Time: 7 
Duration: l tum + 1 rd./level 
Area of Effect: The caster 
Saving Throw; None 

The guardian mantle spell creates a blanket of 
trans lucent bluish emrgy thai encases the easrefs 
body as protecti on from mcke and missile attack s* 
Those attempting to attack the caster must roll a 
successfui saving throw vs. spell at a -A pcnalty or 
find the attack foiled by the mantle* Attackers 
using magical weapons can add the weapon 
bonuses to the saving throw. Maintaining this 
defensive enchantmem requires no concentration 
on the part of the caster, who can cast spei Is or 
choose to ignore attackers. The imntlc does not 
protect against spells or spell-like powers and can- 
nol be made permanent. While the mantle is in 
effect, it suppresses ali of the caster T s other protec- 
tive magies for its duration. For example, neither a 
globe of imndnerabiUty nor an amulet of Ufe pro- 
tection, neither a ring of regenemtion nor bmcers 
of defense, will operate while this spell is in effect. 

The maieriaJ components are a piece of blue 
velvet and a gem of at least 500 gp value. 

Noles: Very rare spell* 
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L Guardf a/>d Wards 
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Guards and Wards 

(Alteration, Enchantmeut/Oiirm, Evocation) 

(Geometty) 

Level; 6 
Range; 0 

Componcnts; V, S r M 
CastingTime: 3 tums 
Durat ion; 1 hr./level 
Area of Effect: Special 
Saving Throw: None 

This special and powerful spell is primarily 
used to defend the wizard^s stronghold. The ward 
profects a one-story stronghold, with a base 
dimensi on of 400 feet x 400 feet. The wizard can 
ward a multistory area by reducing the base arca 
proporlionatdy. The foUowing take place in the 
warded area upon casfing the spell: 

L Ati corridors bccome misty; visibiiity is 
redueed to 10 feet. 

2, AU doors are wizard locked 

3. Stairs are filled with webs from top to bot- 
tom. These act as the 2nd-ievc! weh spdl, 
exccpt thai they regrow wtthin one tum if 
destroyed, 

4 h Where there are choices in dircction—such 
as a cross or side passage—a minor confu- 
j/on-type spell functions so as to make it 
50% probable thai intrudere believe they are 
going in the exact opposite direction. 

5, The wholc area radiales magic. The normal 
use of the deiect magic spell hccomes impos- 
sible for those of less than the caster*s level 
and difFicuit for otbers. 

6, One door per level of experiencc of the wiz¬ 
ard is covered by an ilJusron to appear as if it 
were a plain wall. 

7, The wizard can place one of the following 
additional magical efFects: 

A. Dancing iights in four corridors. 

B. A magic mouth in two places. 

C. A stinking ctoud in two places, 

D. A gust of wimi in one corridor or roont 

E. A suggestion in one placc. 

Note that items 6 and 7 function oniy when the 
wizard is totally familiar with the arca of the 
speiFs effect, Dispel magic can remove one 
effect, at random, per casting. A remove curse 
spell will not work. 

The materia 1 components of the spell are bum- 
tng incense, a small mcasure of sulphur and oih a 
knotted string, a small amount of umber hulk 
blood, and a small silver rod. 


Notes: Common spell ( PHB ). 

Guess, Hornung\ 

See Homung f s guess, 

Guise of the Yak-Man 

(Ilius ion) 

Level: 5 
Range; Touch 
Compone nts: V T S, M 
Casting Time: 1 rd, 

Duration: I tum/levd 
Area of Effect: Creature touched 
Saving Throw: Neg. 

This spell makes the target look, fed, smelL 
and sound likc one of the hideous yak-men, It is 
an extreme Ly powerful illusion that cannot bc 
detected through normal or magical means, short 
of true seeing r and cannot be dispelled save 
through the use of a wish. Even creatures that are 
normally unaffected by illusions or phantasms 
are affected by this spdl. 

The guise of the yak-man spdl has two pos- 
sible uses. The first is beneficia!. Because of an 
ancient pact bctweert yak-men and gemekind, dao 
will never harm ot interiere with a yak*man, The 
target of this spdl will not bc harassed or harmed 
by dao, though that individual has no other spe- 
cial powers over the genie races. 

The second use comprises a means for the 
casterto do away with someone without dirlying 
his own hands. Everyone hates yak-men, and 
most denizens of civilized arcas will attack 
these creatures on sight. By casting this spdl 
upon someone, the wizard virtually guaramees 
that his victim will avoid cities or be killed upon 
entering one. 

The materia! component of this spell is hair 
from a yak^man, which is not at ali easy to 
obtain> A successfuJ saving throw vs, spell 
negates this speU f s cffcct. 

Notes: Uncommon in arabian lands; unknown 
eis where. 
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Gu$t of Wind 


> ■ — 

Gullship — Elf 

(Alteration) 

Level: 7 
Range: 10 yds, 

Components: V, S, M 
Casting Time; 1 tum 
Duration; I hr/leveJ 
Arca of Effect; 1 vessel 
Saving Throw: Notie 

Whcn cast, this speli allows a single normally 
water-borne vessel io fly* The vessel can be no 
kmger than 10 feet per leve! of the caster, and it 
must stili re!y on the winds to move (MC E). The 
caster can control the vessel's altitudc up to 100 
feet per level. A vessd raised with this spdl will 
lower itself gently to sea level as the spdl ends; it 
will not come crashing down. The caster need nat 
maintain concemration, except when changing 
altitude. 

The materia! componente of this spcll are a 
smaSS model boat and the feather of a scagull. 

Notes: Common for elvcs T who jealously 
guard it; otherwise very rare. 

Gimther*? Kaleidoscopic Strike 
(1 nvocat ion/E voca t ion) 

(Geometry) 

Level: 8 

Range: 5 yds,/level 
Components; V, S 
Casting Time: 8 
Duration: Instantaneous 
Area ofEffect: I spdlcastcr 
Saving Throw: Ncg. 

When ihis speli is cast, a thin beam of shim- 
mering, kaleidoscopic light shoots from the wiz- 
ard*s fingertips toward a target spdlcastcr. That 
individua! is allowcd a saving throw to resist the 
beam. 

This speli has no effect on non-spellcasters, 
causing ihem no harm whatsocvcr, Crcaturcs 
with innare spciMike abilities are afso unaf- 
fected. Against those using memorized spells, 
this dweomer can be devastating. It * 4 short-cir- 
cuits" the arcane energy stored in a spdlcaster^s 
mind, wiping away memorized spclls. Losi 
spei Is are dissipated without effect and must be 
rememorized. 

The mjmber of spells drained is equal lo the 
caster’s level minus Id20. Thus* a 16ih-level wiz- 
ard drains a maximum of 15 spclls but might 
drain no spells, depending on the die rolL After 


subtracting the die roll from the caslefs level, any 
resuit of zero or a negative number indicates that 
the vielim loses no spells. 

Spells are drained from the wizard % memo- 
rized spells, begirrning with Ist-Ievel spclls and 
working up to higher level spells. Spells drained 
from a given level arc determined randomly. 

Notes: Uneommon or rare speli (ToAf), 

Gust of Wind 

(Alteration) 

(Air) 

Level: 3 
Range: 0 

Components: V, S, M 
Casting Time: 3 
Duration: 1 rd. 

Area ofEffect: 10 ff wide x 10 yds./level long 
Saving Throw: None 

When this speli is cast, a strong puff of air 
originales from the wizard and moves in the 
direction he is facing, The force of this gust of 
wind (about 30 m.p.h.) is sufficient to extinguish 
candles, torches, and similar unprotected flames. 
It causes protected flames—such as those of 
lantcrns—to dance wildly and has a 5% c hanc e 
per level of c.xperienee of the spellcaster to extin¬ 
guish even such lights, It also fans large fires out- 
ward Id6 feet in the direction of the wind’s 
movement. It forces back small flying crcaturcs 
ld6 x 10 yards and causcs man-sized bcings to 
be held motionless if attempting to move against 
its forcc. It slows largcr-than-man-sized flying 
crcaturcs by 50% for one round. Jt blows over 
light objects, dispernes most vapors, and forces 
away gaseous or unsecured levitating crcaturcs, 
Its path is a constant 10 feet wide, by 10 yards 
long per level of experience of the casier (for 
cxamplc, an 8th-level wizard causes a gust of 
wind that travels 80 yards), 

The materia! component of the speJJ is a 
legume seed. 

Notes: Common spcll (PH8). 
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Ha,r - 

|KM 1 | 

Haelvn's Bow rJRafe 

fEnchanl menti Li-isJ 

area of effeci, 

The material component for this 


Revertible 

(Artifice/ 

Level; 3 
Range; lOyds. 

Components: V, S, M 
Duration: Special (\ rd./1evel) 

Casting Time: 3 
AreaofBfT ect: I bow/level 
Saving Throw: None 

Whcn a wizard casts this spcll upon a short 
bow, long bow, or erossbow, !he bow gains a H 
bonus to altack and damage rolls for a number 
of rounds equal to tKe wizard*$ level. The 
bonus conferrcd by this speiL adds to any magi¬ 
ca! bonus the bow already carnes, 

The spell falces eftect whcn the firsl shoi is 
fired and thcn lasts far the fulk duration, which 
is one round per castcr level, The ftrst shot 
must be fired within 8 hours of the casting or 
the enchamment is losl. Multiple spetls can be 
cast upon the bow, with cumulative bonuses. 

The reverse of this spell, cursed bow, confers 
a — I pcnalty to altack and damage rotis for a 
number of rounds equal to the caster*s level. 

The materiat component rs a stone arrovv- 
head. 

Notes: Common in the Birthright setting; 
very rare elsewhere. 


Hail of Stone 
(Conjuratlon/Summoning) 
(Earth) 

Level: 1 

Range: 120 yds. 
Components; V, S, M 
Casting Time: 1 rd. 

Duration; Instantancous 
Area of EfFect: 5-fL sq./level 
Saving Throw; None 


9 


(5 gp). which is thrown ai the desircd target. 

Notes: Common in oriental seuings; other- 
wise very rare, 


Hailcone 


(Evocation) 

(Air) 


Levet: 4 

Range: 10 yds./level 
Components; V t S, M 
Casting Time: 4 
Duration: 1 rd. 

Arca of Effcet: 30-fi. diameier conc 
Saving Throw; None 

The spellcaster causcs large hailstones (2 
inches across and greater) to rain down in a con¬ 
ica! area, from a point 30 fcet above a surface or 
target dowtiward in a conc that opens to a 30- 
fooi base diameter Crea fures within this area of 
effect suffer 3dlG points of damage, and any 
exposed items must make a successful saving 
throw vs. crushing blow to avoid damage. 

Jf the spe It is cast in midain the re is a danger 
zone up to 30 feet below the hroad base of the 
cone; creaiurcs in this area takc kd&0 points of 
damage and items thai are fragile and exposed 
must save vs. crushing blow, Creatures beneath 
the danger zone might be struefc by odd harf- 
stones and thus become aware of the spelTs 
effect, but these hailstones witl have no appre- 
ciable force and will inflict no damage, 

The materia) components of the hailcone are 
a pinch of dust and a fcw drops of water 

Notes: Very rare spell from the Forgqtten 
Realms setting. Knawrt to be in Aubayreer 
Workbook 

Hair 

(Alt erat ion, Invocation/Evocation) 


Upon casting this spcll, the wu jen summons 
a rain of stones in the area of efleet, causing 
damage to creatures and objects within this 
area. An attack roll is made against every crea¬ 
ture in the arca of effect, at the castcr^ chance 
to hjt. A hit means the creature has bcen hit by 
one or more stones falling from the sky. The 
damage caused is ld3 points per level of the 
castcr (!Gd3 maximum). Any number of crea¬ 
tures can bc struck by these stones if within the 


Level; 1 
Range: Toueh 
Components: V» S 
Casting Time; 1 
D urat ion: I n st an ta ne ou s 
Area of Effect; l creature 
Saving Throw; Neg. 

Thrs usefui spei) allows the easter to perform 
one or more of the listed ftmetions on his own 
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Halastcrs GrappHng Hand 




S 


or another personi hair (the artistic ability or 
barbering nonweapon proficiencies arc a plus). 
The functi ons arc: 

• Trim or cut the hair 

• Style the hair 

• Wash, clcanse, and dry the hair 

• Lightly dye or bleach the hair 

The change lasts until the personi hair 
grows out naturally or becomes dirty agaim An 
unwilling subjcct receives a saving throw va. 
spell to avoid the ca$ter*s attentions. 

Notes: Rare spelL Known to be in Prismatis 
Pocket Library, Vol. /. 

Halaster’$ Grappling Hand 

(Evocatioir) 

(Fore e) 

Level: 5 
Rangc: 10 ft, 

Components: V, S 
Casting Time: 5 
Duration: 4 rds, + l rd./level 
Area of EfFect: Creates 1 hand 
Saving Throw; None 

This spell creates a trana lucent, 5-foot tali 
magical Jcfl hand of force. Silent and noncorpo* 
reaf, the hand appears within ten feet of the spdl- 
caster and moves with him. It can pass through 
nonmagical, unlivtng matter easijy; door frames, 
missiles, and so on do it no harm. It lasts withotii 
concentration while the caster engages in other 
activities, including spellcasting. 

The hand acis only when a magica! attack, 
such as a magic missile or Itghtning holi . is 
directed at the caster, or when a hostile crea¬ 
ture armed with magic attempts to attack the 
caster. The spell intercepts any magic targeted 
directfy on the caster. The hand does not stop 
wide arca efifects that incidently include the 
caster, such as a firebali 

The hand moves to block any creatures 
armed with magic that try to approach the 
caster, stoppmg rhem as if it were a solid bar* 
rier. Innately magical creatures (such as most 
constructa) are generally blockcd, though their 
natural attacks inflict full da mage. SpeciaZ 
creatures with Virtual immunity to most spelts 
are unaffected (for cxample, a true golem 
would walk right ihrough the hand unless it 
was actually carrying a magical weapon). 

The hand is Jightning-quick, and can defend 
againsl several magical attack s or one creature 
in a round. It tries to intercepi alL such attacks, 
taking their damage ltself. The hand is AC 0, 


has the same hil points as the caster in fuiL 
healih, and has the caster's saving throw agaimi 
special attack famis. Magical weapons can 
damage the hand, infltcting one point of dam¬ 
age for every corubat bonus of Ihc weapon. For 
example, a dagger +2 inflicts two points of 
damage upon the hand, Individuals or monsters 
without magical weapons, items, or armor pass 
freely through the hand. 

The caster should make a Dextcrity check to 
see if the hand auccesafully intercepts a magic- 
based attack. If it does, ali damage is suffered 
by the hand (if the hand is destroyed, any dam¬ 
age it did no! stop affects the caster). Dispel 
magic „ negation, or cancellaiion cffects and 
spclls destroy the hand instantly. Once a grap¬ 
pling ha tui has been ereated, ii cannot be ended 
by will of the caster or anyone else before its 
duration runs out; to remove tt r a dispel magic 
must be used. 

The gmppling hand does noi stop and is not 
affccted by normal missiles or any nonmagical 
thrown item. Most creatures cannot harm a 
hand by attacking it, unless using enchanted 
weapons (which inflict only their magical 
bonuses as damage to the hand). 

Notes: Known to HaIaster, archmage of the 
Forgotten Realms setting. 

Ha II tici nato ry Terrain 

(ILlusion/Phantasm) 

Level: 4 

Rangc: 20 yds./levcl 
Components: M S, M 
Casting Time: 1 turn 
Duration: I hr./level 
Areaof Effcct: 10 yds./level cube 
Saving Throw: None 

By means of this spell, Ihc wizard causes an 
illusion that hides the actual terrain within the 
area of eflfecL Thus, open fields or a road can 
be made to look Iike a swamp, hili, crevassc, or 
some other difficult or impassable terrain. A 
pond can be made to look iike a grassy 
mcadow, a prec i pice like a gentle slope, or a 
rock*strewn gully Iike a wide and smooth road. 
The hallucinatory terrain persists until a dispel 
magic spell is cast upon the area or until the 
duration expires. Indtvidual creatures may see 
through the illusion, bm the illusion persists, 
afFectmg others who observe the scene, 

If the illusion involves only a subtle change, 
such as causing an open wood to appear thick 
and dark, or increasing the slope of a hiH, the 
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Hand — Dragon 


effeci may be tmnoticed even by those in the 
midsi of it. If thc changc is extreme (for exam- 
ple, a grassy plain covcring a seething field of 
volcanic mudpots), the illusion wUl no doubt 
be noticed the instant onc person falis prey to 
it. Each levcl of expcrience expands the dimen- 
sions of the eubic arca affectcd by 10 yards; for 
cxamplc, a 12th-levd caster affects an arca 120 
yards x 120 yards x 120 yards. 

The matcrial component* of ihis spei! are a 
stone, a twig, and a bit of green piant—a leaf 
or grass bladc. 

Notes: Common spell {PHB), 

Halo of Eyes 

(Conj urat ion) 

Lcvel; 4 
Range: 0 

Components: V U 
Casting Time: 4 
Du rationi I turn/level 
Area of Effect: Special 
Saving Throw: None 

Halo of eyes creates a halo of functi onal cye- 
balls that sits atop the caster 1 * head, enabling the 
caster to see in all directions at the samc time. 
Addkionally, these magical eyes all have infmvi- 
$im to a distance of 60 fcct. The caster can see 



opponents on all sides of him. providing they are 
not invisible; and ihereforc eannot be struck from 
behind or suffer a penalty for a back attack. 
Under normal conditione the caster cannol be 
surprised. Attacks cannot bc directed against the 
magical eyes, but their Vision is obscured by 
blindness and other magical and natural effects 
that would hinder the wLzarcTs normal sight 

The material components for this spell are 
the feather of an eagle and an eyelash from the 
corpse of any creature. 

Notes: Uncommon spell. 

Haud — Dragon 

(Invocation/Evocation) 

Lcvel: 2 

Range: 5 yds./lcvel 
Components: V, S 
Casting Time: 2 
Duration; 2 rds./lcvel 
Area of Effect: Special 
Saving Throw: None 

The spell brings into being a faintfy glowing 
area of force simi lar in size and shape to a 
human hand. It has four fingere and an oppos- 
able thumb. The fingern of the hand are much 
more precise in their movements than, for 
examplc, an unseen servant . The Dexterity 
ability score of the fingers is equa! to the cast¬ 
ing dragon *s Intel ligenec, plus ld3-l. 

The hand is very weak when compared to 
typical dragon strength. It can lift objects 
weighing up to 60 potmds and can apply an 
equivalcnl axnount of force. Thus it can crush 
only the most fragile of objects. The hand can¬ 
not wieid a weapon or throw an object 

The hand can dcliver a single slapping attack 
per round; its THAC0 is the same as the 
dragon's. The sl ap causes no damage, but a 
successful hit will break a spcllcaster , s concen- 
tration and ruin a spell. 

The dragon must have a direct line of sight 
to the hand. As soon as the dragonview of the 
hand is blocked, the spell ends. 

Hand is one of the few draconic spells that 
might possibly be learned by a nondragon. 

For dragons unable to polymorpb or 
shapechange into human or demihuman form, 
the lack of small manipulating digits is a real 
problenu They caiCt write, they can’t open 
small jewelry boxes, and so on. The hand spell 
solves this problem. 

Noles: Common for dragon s; othcrwise very 
rare. Known to be in the Drxtconomicon . 
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Hand of Darkness — Drow 

(Altcration) 

Level: 3 

Range: 10 ydsVlevd 
Components; V S,M 
Casting Time: 3 
Duration: 1 turn +■ l rd./leve! 

Area of Effect: 30-fL radius spherc 
Saving Throw: None 

This spell cloafcs light sources quickly and 
with great precision, Oti the round after casi* 
ing* the radiantes caused by glowing magica! 
items, light and continuat light spdls, torches, 
fires, and other sources within the 30'foot* 
radius area of effect are ncgated. The sources 
thcmselves are not extinguished (an unseen 
fire stili burns fud and beings coming into 
contaci wilb it> T they simply give off no light 
while in the affectcd area. Those in the area 
cannot see light from outsidc, and light sources 
broughl into the area are negaled» Creat ures 
requiring light for Vision suffer Standard penal- 
ties for operating in total darkness, The spcll 
has no effect on infravision, 

The spell area of effect is targeted as if the 
castor wcre atlacking (an attack roll using the 
casteCs THACO is requircd). A missed attack 
causes the spell center to be other than where it 
was intended' use the grcnade-like missile 
scatter diagram from the DMG. 

The hand of darkness cannot be dispclled by 
subsequent casting of light or continuat light 
spells. The effect continues until the hand of 
darkness spetl itself expires or is dispelled. 

The materia! cornponems of this spell are a 
piece of coal or handful of ash, a small sphere 
of black glass or stone, and a scrap of black 
cloth, fur, or hide. 

Notes: Restricted to drow; common, 

Handfengs 

(Alterat ion, Necmitiancy) 

Level: 4 
Range: 0 

Components: S, M 
Casting Time: 4 
Duration: I rdyicvel 
Area of Effect: Casterfs hands 
Saving Throw: None 

This spcll conjures bony fangs or hooked 
teeth that protrude from the back and/or knuck* 
les of one or both of the casterfs hands, or a 


single other extreinity, though the fangs appear 
only on bare flesh, not bencath footwear or 
clothing, 

The fangs are sharp enough to saw through 
bindings. tcar cloth, or slash opponents (for 
ld2 points damage), but they have a more 
potent attack: the First time handfangs touch 
anotheCs living flesh, they injeci a virulent poi- 
son that slows a victim for ld4 rounds (no sav- 
ing throw) and instantly inflicts l point of 
damage per level of the caster. The poison T s 
effects can be removed by a neutralhe poison 
spell, but stow poison is ineffective. This 
nerve-numbing attack functions only once per 
casting* not once for each fanged hand. 

The material component is a flake or chip of 
bone from any source, and the somatic compo* 
nent is a subtle, almost unnoticeablc gesture. 

Notes: Known by Shaaan (Shay-an) the Ser¬ 
pent Qucen, of the Forgottek Realms setting. 
(Updated from Dragon Magazine,) 

Harm 

(Necromancy) 

Level: 1 

Range: Touch 

Components: X S 

Casting Time: 7 

Duration: Instantancous 

Area of Effect: Creature touched 

Saving Throw: None 

The harm spell corrupts the vlcttsTs ltfe 
energies, causing the lo&s of ali but ld4 hit 
points, Noncorporcal, non living, and cxtrapla- 
nar creamres are no! affectcd by the spell, A 
successful touch attack is required, and the 
caster has a +4 bonus to the attack roll. The 
damage mtist be hcaled naturally or cured with 
magic, Unlike the 6th-levd priest spell, heat t 
this spell is not reversible. Casting harm is an 
evil acf 

Notes: Restricted to evil necromancers, evil 
witehes, and those trained by them; uncommon. 
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liandy SVlirror, Prismata 

See Prisma!'s handy mirror 

Handy Timepiece, Drawmij^ 

DrawmrmTs handy timepiece. 

Harp, Melisander's 

See Melisander^s harp. 

Hasfe 

(Alterat ion) 

tevel: 3 
Range: 60 yds. 

Componente; V, S, M 
Castirtg Time: 3 
Duration: 3 fds. + 1 rd/lcve! 

Arca of EfFect: 40-ft. cube, 1 creature/! e vel 
Saving Throw: None 

When this speII is cast, each affceted crea¬ 
ture functions at double its normal movement 
and aitack rates. A hasted creature gains a -2 
imtiative bonus. Thus, a creature moving at 6 
and attacking once per round would move at 12 
and attaek twlce per round. Speflcasting and 
spei! effects are no( sped up. The mimber of 
creatures that can be affected is equal to the 
casier*s experience levd; those creaturcs clos- 
est to the center of efFect are affected first, AII 
affected by haste must bc in the designated 
area of effeci. Note that this speli negates the 
cffects of a j/ow speli, AddittonaHy, this spe)! 
ages the recipient by one year, because of sped- 
up metabolic processes (like all magica! aging, 
ihis requires a system shock rallf The speli is 
not cumulative with itself or with similer 
Ttiagic (including boots of speed and potion of 
speetf >. 

fts materia) component is a shaving of 
licorice root. 

Notes: Common spei! {PHB). 

Hasten Crowth 

(AHcration) 

Leve!: 5 
Range; Touch 
Components: V, S, M 
Casting Time: 2 hrs. 

Duration: Instantancous 
Area of EITect: Anima! touched 
Saving Throw: Neg, 

This can be casi once per weck upon any 
animal, including a giant variety. If a saving 


throw vs. spei! is failed* ihc creature ages by 
one month instead of one week, undergoing 
any physica! ehanges associated with the nor- 
mal passage of lime. Castlng this speli more 
than once per week on the same anima! may 
afflict it with magic-induced ehanges, a degen¬ 
erative disease, system shock, genetic damage, 
or other penalties at the DMs option.The speli 
is mosr often used to accelerate maturation 
during breeding experiments. 

The materia! components are: a pjnch of 
spinach and a spoonfu! of cod Ii ver oil. 

Notes; Very rare speli. (Updated from 
Imagine M agazinc .) 

Hatch the Stone frotn the Egg 
(Alteratton, Kndiantnicni. Evocationi 
(Ah hetny, Earth > 

Level: 7 

Range; Touch 

Casting Time: ld4 + 4 hrs. 

Components: V, S, M 
Duration: Special 

Area of Effect: One alchemica! mixture 
Saving Throw: None 

When a wizard wishes to create the magica! 
item known as the phiiompher s sume, he must 
first discover its aJchemieal formula, which 
telis him the necessary mgrediems and the 
method of preparing them, This Information is 
not provided by this speli, and this spei! is usc- 
less without the formula, (The exact ingredi- 
ents and Formula are decided by the Ptmgeon 
Master and must bc discovcrcd by the wizard 
though adventuring.J 

Whcn the formula has becn discovercd and 
the rngredicnts preparcd, the wizard enchants 
the alchemical mixture with the enehant an 
item speli. Hatch the stonefrom the egg is Lhcn 
cast upon the mixture. This speli slowly trans¬ 
mutes the mixture into its final form a,s rhe 
phitosopher s stone. The process is completed 
with a per mane ner spclL 

The speli requires the magica! item known 
as the philosopher !r egg. This is an enchanted 
retort (a long-necked piecc of glassware ) used 
to distill an alchemical mixture, The egg is not 
dcstroyed upon completion of the spdl and can 
be used agam (XP value: 1,000: the other prop- 
eriy of the egg Is io reduce by half Ihc time 
required io produce any fluid by means of 
alchemy.) 

Notes: Uncommon spei! \ To\{). 
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Haunted Sleep, Tasiriiris 

See TasirinV haunted sleep. 

Heal Self— Phaerimm 

(Necromancy) 

Levd: 6 
Range: 0 

Components: Y S, M 
Casting Time: 6 
Duration: Spcciai 
Area of EfTect: The caster 
Saving Throw: Speeial 

This hcaling *spcU is usablc only by the 
phaerimm. When it is cast, a saving throw vs, 
spe! 1 is required. If the throw fails, the casting 
phaerimm is hcaled of only 4d8 points of danv 
age (to the iimit of damage prcvkmsly takcn), 
Blmdness, poison* weakness, or nausea, bow- 
ever eaused, are banished from the phaerimm’s 
body. 

tf the throw succecds, at/ damage is heaied, 
including the restoration of full use to broken 
limbs and damaged organs, AII afflictions 
(including rot grub and other parasitic infesta* 
tions, drseases such as mummy rot, and evett 
Lycanthropy) arc ended. 



Iri addition, the phaerimm temporarily gains 
l point of Strcngth, with the applicable bonuses 
(a phaerimm possessing J8 Strength attains 19 
Strength* regardless of any percenttle normally 
possessed). This augmentation lasts for 1 turn, 
plus 1 round per levcL The healing elTects of 
the speJJ cantio! be dispelled, although new 
darnage can be taken. 

This healing spell requires as its material 
components two drops of water* a drop of 
blood, and a gerrcstone of not Jess tban J 00 gp 
vahie. The phaerimm holds these in one tenta- 
cle, daps that tcntacle to its body, and intones 
the spell. 

Notes; Restricted to phaerimm; commom 

Healing Dream 
(Enchunlment/Charm) 

Leve!: 3 

Range: Touch 

Components; Y S f M 

Casting Time: 3 

Duration: 8 hrs. + 2 hrsVIevd 

Area of EfTect: 1 s leep i ng creature 

Saving Throw: Neg, 

Casting this spell induces a deep, unbreak- 
able sleep in which the subject dreams pcace- 
fully of the most comforting irnages or events 
his ni i nd imagines. During the dream, the 
sleeper cannot be awakened normally, not even 
by wounding. However, during each hour after 
the First eight, the dreamer heals wounds at an 
astonishmg rate, recovering 2 hft points per 
hour. 

Ef this enchamment is magically countered, 
or if the sleeper is affected by a true nightmare 
or sleepwalking spell* the healing effeci is 
stopped. Likewise, a succcssful dispel magic 
spell not only wakes the sleeper, but also stops 
the healing. 

The materia! components for this spell are a 
bearis claw, a strip of dreamwillow bark, and 
the dried, crushed petal of a blue lotus flowcr 

Notes: Rcstrictcd to Dreammastcr mages, 
non-evif witehes, and (hose of gypsy blood. 
(Updated from Dracon Magazine.) 
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Healinf; Touch 

(Alteratum, Netromancy) 

Levei: 3 
Range: 0 

Components: V, S 
Casting Time: 3 
Duration: One touch 
Arca of Effect; I living being 
Saving Throw: Mone 

When thc caster touches a living being, Life 
energy is transferret! from the caster to the sub- 
ject being. If the being is unwilliftg, a success- 
fu\ attack roH is required. 

The caster rolls ld6 t and (his is the number 
of temporary hit points bestowcd upon thc sub- 
ject and subtracted from the casteris totaL The 
caster must then make a successful saving 
throw vs. spcll or be paralyzed for I d4 rounds. 
Any transferred hit points over the targefs nor- 
ma\ totaJ are losf The temporary hit points are 
the first lost to any subsequent damage, and 
any remaining after one hour per caster levet 
are Lost. 

When casi upon an undead creature, (his 
spell inflicts damage equa! to the number of hit 
points lost by thc caster. 

This spell was developed by Stavros of ihe 
Skulls to fui fili an order of thc Lords of Watcr- 
deep. It is csscntially a reversed version of the 
vampirte touch spcfl 

Notes; Known by the mage Stavros; unconv 
mon for the Watch-Wizards T Guild of Water- 
deep; virtivally unknown outside the 
Forqotten Realms setting. 

Heart of Stone 

(Necromanty) 

Level: 8 
Range: 0 

Componente; V y S, M 
Casting Time: 1 day 
Duration: 1 year 
Area of Effect: The caster 
Saving Throw: None 

This potent spell exchanges the wizard*s 
own living heart for a findy crafted hcart of 
perfeet, unblemished stone that ahers Ihe very 
nature of the wiz&rtTs body. As long as thc 
heart of stone remains in effect, thc caster need 
not fear attack» that pierce, slash, or cui him; 
he does not bJeed and can ignore the rnost hor- 
rible injuries of this kind. 


From any slashing or piercing attack (type S 
or P), the wizard suffers only 1 point of dam¬ 
age, plus any magical adjustment For the 
weapon, For cxample, a wizard struck by a 
hngsword + / suffers only 2 points of damage. 
Strength and speciulization bonuses are 
ignorcd, Note that while the caster may not feel 
a sword in his rib cagc, any damage sustained 
interrupts speJicasttng. A wizard who is dis- 
membered suffers no additional damage other 
than the inconvenience of having his Hmbs 
removed, and a severed limb reattaches if held 
in place for one fidi turn. 

The heart of stone is also partially effective 
against bludgeoning attacks (type B) since ii 
prevems bruising, swelling, and crushcd bJood 
vessds. Against bludgeoning weapons, the 
wizard only suffers half norma! damage. Came 
wound spells ajways inflici minimum damage 
against a wizard protected by this tpell. 

In addition to rosisting injury, ihe heart of 
stone also renders the character immune to 
fatigue and extaaUstion, whether normal or 
magical. The caster also gains a +4 bonus to 
saving throws vs. petrification attacks, 

While the heart of stone is quite powerfub it 
has limitations* First, determined physica! 
attacks can evcntually destroy the wizard 
despite his unnatural resistance io injury—a 
mob of angry pcasams with hatchets and spears 
can finish off the wizard one point at a time if 
that 1 » what ji lakes, Sccond, the heart confers 
no protection against other attack forms, such 
as fire t electricity* coid, acid, and so on. Most 
important ly, the caster loscs the ahility to na tu¬ 
ra lly recover from injury and no longcr regains 
Lost hit points with the passage of time. HeaL 
ing spells f potions and items are reduced to 
their minimum cffect, so a cure serious wounds 
(2d8+l hit points restqred) would only retum 3 
hit points to a wizard protected by heart of 
stone . However, (imited wish or wish can be 
used to restore l hit point per leve! of caster or 
ali but ld4 hit points, respectivc!y. 

in addition to these disadvantages* heart of 
stone aLso renders the wizard vulncrablc in one 
other way: his own real heart can be desiroycd 
instantly slaying him. Naturally, the wizard 
wiLl take steps to hide and protect his true heart 
to prevenf this from happeuing. The living 
heart continues to beat for the duration of the 
spell but requires no specia! receptacJe or facil* 
ities to protcct it—the caster could Jeai^e it 
lying on the floor, if he wished. 

The heart of stone cannoi be dispelled, 
although a more powerfu! negation magic such 
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as Mordenkatnen 's disjunctiori can bring the 
spei) to an end. Stone to flesh also undoes the 
magic of the heart of stone. No mafter how the 
spei) is ended, ihc wizard’s own living heart 
instantly returns to its proper place, and the 
stone heart appears whcrever the living heart 
was kept. At this time, any injuries the wizard 
currently has arc multiplied by ld6 as the 
wounds begin to bleed again r For examplc, a 
wizard who currently has 6 points of damagc 
suffers 6d6 points of damage when the spell 
ends, 

The material component for this spell is the 
stone heart itself This must be a carved stone 
of quality (jadc, obsidian* or gold-veined mar- 
ble wonld be appropriate) worth not less than 
5,000 gp. Jt must be prepared by use of rhe 
enchant an item spell, The stone is not con- 
sumed at the spelEs end and can be used again 
if it is undamaged. 

Notes: Uncommon (PO:SM) 


Heartsense — Hishna 

(Divinadon) 

Levcl: 2 
Range: 0 
Componcnts: V 
CastingTime: l rd, 

Duration: I tum/lcvel 
Area ofEfiect: 30 yds./level 
Saving Throw: None 

This spell allows the caster to sense the beat- 
ing of any warm-blooded hearts within range— 
that is, mammals and birds, incltiding humans 
and humanoid creatures. The area moves wiih 
the castcr for the duration of the spell. In addi- 
rion to the location of the target, the caster can 
make an estimate as to the bemgs approximate 
size. 

Notes: Restrictcd to practitioners of hishna 
magic (the Maztica setting); comraon. 



Heartcal) 

(Divinationi 


(Illusion) 


Heat Mirage 


Level: 3 
Range: Specia! 
Component s: V, S, M 
CastingTime: 3 turns 
Duration: 1 turn 
Area of Effect: 1 creature 
Saving Throw: None 


Level: 5 
Range: 10 ydsVlevel 
Components: V, S 
CastingTime: l 
Duration: I rdVIevd 
Area of Effect; Cube, 5 fl,/level per side 
Saving Throw: Neg. 


This spell mdieates approximate directiori 
and distance of the subjecfs true love* if sucti a 
onc exists. Somefimes the spell gives no resuit, 
indicattng that either the subjeci has no true 
love or that the time is not right for them to 
meet. If this rrue love is on a different plane of 
existenec, some indicat ion of the plane is all 
the Information that can be garnered by this 
method (Outer plane, Astral plane, dcmiplane, 
etc.y 

The material components are a spool of red 
thread and a glass disk. 

While adventuring in far-ofT Kozakura, the 
hedge-sorceress Majinhime discovered the 
belief that an invisible thread of Fate conneeted 
those destined lo marry. The theory fed to the 
creation of this spell, 

Notes: Uncommon for diviners, good 
witehes, and gypsies; otherwise very rare. 
(Updatcd from Dracon Magazine.) 


The heat mirage is a simple illusion spell 
that is used to augment the deseris natural illu- 
sory properties. When cast upon an area that is 
already affected by a natural mirage, it 
enhanccs that image and produces auditory and 
olfactory illusions as welL Anyone who fails a 
saving throw vs. spell will bclieve that the illu¬ 
sion is an actual oasis. 

This spell is often used to lure unwary trav- 
elers to an area so that they may be ambushed. 
Becausc the illusion isnT dispelled until some- 
One tries to drink from the "nasis;' bandits can 
hide within the affected area and spring upon 
their unwitling victims. 

Good wizards use this spell to lure foolish 
travelers away from dangerous areas or crea- 
tures. While not exactly the most polite method, 
those wizards valuing their privacy find that 
the heat mirage works mucb beller than an 
open mceting. 

Notes: Uncommon in arabian settings; oth- 
erwise very rare. 
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Hcdge Enchaniment 

(Enchaifttinent, Invocation) 

Levd: 5 
Range: SpcciaI 
Components: V S, M 
CastingTime: 1 day + 1-6 days 
Duration: Spcdaf 
Area of Effect: 1 item 
Saving Throw: Neg. 

Similar in many respects to the 6th-level 
spell enchant an item, this spe 11 is much more 
limitecL It is used, typically, to tnake a minor 
magical effect, such as eantrip, a pari of an 
objeci. Such enchantments have little or no 
eombat use and are usoally restrictcd to com- 
fort or cveryday use items such as skillets and 
blankets, The more pronotinced the effect, ihe 
more days the wizard must spend working over 
the item, to a maximum of one week (at the 
DM’s discretioni 

Notes: Rcstricted to hedgc wizards: com- 
mon* These are minor NPC wizards of 9th level 
or less (and optionally the kit in The Complete 
Book of Humanoids), The sccond, plant-affect- 
ing version of the original spell has been 
renamed enhance piant. (Updaied from 
DraGQN Magazine.) 

Hellfire 

Se e Avissaris bane, 

Helm, Dolenti 

See Dolenti helm. 

Herojsm — Elf 

(Alteration) 

Level: 4 
Range: Toiich 
Companents: V, M 
Casting Time: 4 
Duration: 1 rdyievel 
Area of Effeci: 1 warrior 
SavingThrow: None 

Developed by grey elf mages, this spell con¬ 
fers a tcmporary incrcase in life energy level 
upon any warrior character of 9th level or 
lower, including G-level men-at-arms or 
hirelings. The amount of the incrcase varies 
with the subjecti base level, as shown below; 



Warrior^ 

Levcls 

Dice for 

Level 

Rcstowed 

Bonus hp 

0 

4 

4dl0 

l st to 3rd 

3 

3d10+l 

4th to 6th 

2 

2d 10+2 

7th to 9\h 

1 

ldlO+3 


The warrior gains the THACG* number of 
attacks per Found* and saving throws of the 
new f retnporary level. In addirion, a numbcr of 
bonus H it Dice (shown above) are addcd lo the 
warrior^ current hit point score. Any damagc 
the warrior sustains whilc under the influencc 
of the heroistn spell is taken from these bonus 
hit points first. The bonus hit points vanish at 
the end of the spell, and the warrior returas to 
his own true level If the warrior is struek by an 
energy draining attack while the spell is in 
effeet* bestowcd fevels and [hdr bonus hit 
points are negated first. Only classes from the 
warrior group can be affected, aJthough a 
multi-class or dual-class character who is a 
warrior can benefit from this spcIL 

The material component is a leaf from an 
oak tree. 

Notes: Vcry rare spell Whilc not rcstricted 
to clvcs alonc* the spell is jealously guarded by 
it s creato rs, (Updaied from Pglynedkow 
Ncwszine.) 
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Hiddcn Lodge, Leomund’* 

See Leomund's hiddcn lodge. 

Hide Heart 

(NetTumnncy) 

Level: 8 
Range: 0 

Componentsi V, S, M 
CastingTime: 1 turn 
Durati on: l month 
Area of Effiect: The caster 
Saving Throw: None 

This macabre ^pell allows the wizard to pull 
his beating heart from his chesl and place it in 
some better protccted place While this causes 
no physieal damage to the caster, it has scveral 
other efifects. 

First, the spell protccts the caster from dam¬ 
age. The caster suffers only haif damage from 
any normal physical attack; magica! weapons 
inflict ha!f damage plus any magical bonuses. 
Magical attacks are treated normally. In addi- 
tion, any shot specifically aimed to pierce the 
castcr^s chest (and presumabty his heari, if it 
were stili there), causes no damage. 




The material components for the spell are a 
silken pillow, on which the heart is laidL and a 
glass or crystal eover for it, 

Whcn a wizard uses this spell* the heart is 
usually placed in some unusual place, no! eas- 
ily found, and very well-protected, The wise 
wizard ehooses non-carnivorous creatures to 
guard the heart. 

If the heart is dtscovered and damaged, the 
caster feels it immediately (though other magi¬ 
ca! warnings may have already caustd an 
alert). While separated from the body, the heart 
can suffer l point of damage per level of the 
caster before the caster dies. 

Notes: Uncommon in arabian lands; Virtu¬ 
al ly unknown elsewhere. 

Hide Normal Metal 

Reversed form, see smelting. 

Hiding Place 

(Abjurati on) 

Level: 4 
Range: 0 

Components: V, M 
Casting Time: l hr. 

Durat ion: i day/level 

Area of Effeci: 1 room t 5-ft, cube/level 

Saving Throw: None 

The small room on which this spell is to be 
cast must first be completely sealed; doors 
locked and Windows boarded over, all cracks 
filled with rags T and so on. The spell is then 
cast. For one day per level of the caster there- 
after, the room is completely undeteetabie save 
by divinat io ns of at Icast 5th leve! cast by 
diviner specialbts (including sages, seers, and 
certain mystic priests). Those within are pro- 
tected against detection and location just as if 
wearing the amulet of thal power. Also, anyone 
outside the room will forget tts location, if 
known* for the spclTs duration, The area 
affectcd is not large; even a I2th-level caster 
can hide a room of only 10 feei by 15 feet. 

The spell requires previously prepared magi¬ 
cal scrolls (worth a minimum of 1 *000 gp) with 
pictograms of eyes, ears, and brains. Thcse are 
burned as words of command are spoken to 
magically seal the room, 

Notes: Very rare spell; mosi likely known to 
muhi-class mage/thieves. (Updated from 
Imagine Magazine.) 
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Hniindgvi.ml — Dragon 


Hissing Sand 

(Evoca don) 

(Province: Sand) 

Lcvel; 3 

Range: 10 yds/levd 
Components: V T S, M 
Casting Time: 3 
Duration: 3 rds. 

Area of Effeci: Surfacc area 10 ft. x 10 ft/level 
Saving Throw: None 

This spell causes sand or loose earth to flow 
10 feet per round in a genera! dircetion chosen 
by the caster, This spell moves only natural 
sand or loose soil (the laller includes niud, 
dusf, gravd, or iopsoil wiih virtually no piam 
cover). Cultivated soil cannot be affected. 

The sand hisses soft ly as ir drifts. Ii can*t 
bury large objects or crcatures, nor creatures 
that ean move to evade it. The sand cari cover 
smaH objects and corpses of man-size or less, 
and can obiiterate traeks or maricings, 

If used on slopes or dune slipfaces, the spell 
ean start sandslides, fn this case, a creature af 
the bottom may be buried, just as it would by a 
norma! sandslide, Sand running down a ciiff 
face forces creatores clinging or ciimbing there 
to make a successful Sirength check cach 
round. Failure means they lose their holds and 
fall (the moving sand provides no cushion 
agamst normal falling damage). 

When casting hissing sand, the wizard must 
pour our roughly a cup of any liquid, which 
disappears. 

Notes: Comrrton in arabian settings; other- 
wise very rare. 

Hoardguard — Dragon 

(Abjurafion, Evocation) 

Level: 4 
Range: 0 
Components: V 
Casting Time: t rd, 

Duration; 1 hrJlevel 

Area of EfTect: As breath weapon 

Saving Throw: None 

By means of this spei!, a dragon can protcct 
iis hoard in such a way as to make thefi virtu- 
ally impossible, 

When the spei! is cast, the dragon breath 
weapon temporarily ehanges, tnstead of the 
usuaJ fire, lightnrng, acidi and so on, the breath 
weapon bccomes pure magica! energy, which 



must be released by the dragon within 1 round 
fonowing the apelTs casting, or the magic is 
wasted. The dragon brealhes this energy (which 
conforms to the dimensions of the dragorCs 
usual breath weapon) over its hoard, attempting 
to encompass as mucb of the hoard as possible 
within the area of effeci. 

This energy bonds whalever parts of the 
hoard it touches into a solid mass. The spell 
does not harm the hoard in any way, nor does it 
alter its appcarancc or position; the items 
within the hoard rcmairi loose and separate. 
Instead, the hoardguard magic filis in the 
spaces betwecn the individua! coitis, gems, 
weapons, chcsts, ingots, and so forth, and 
holds them together as a solid mound of wealth. 
This invisible bond prevents the hoard from 
being sorted, separated for transport, scatiered, 
or otherwise moved or manipulated as separate 
items. Because it has essenliaily become one 
single mass, lifting the hoard as a wholc is 
impossible by any single creature, excepi 
through powerful magic. 

The hoard so protected cannot be harmed by 
physica! or magica] auacks without first 
removing the hoardguard spell. It is thus 
impossible for imruders io break off pieces or 
scctions of the hoard and carry them away, 

Dispet magic has no effecr on a hoard pro- 
tected by the spell, and an antimagic shdl frees 
only as much treasure as fils within its area of 
effect (If freed treasure is not removed from 
the hoard, the hoardguard magic reasserts 
itself as soon as the shctl expires or moves 
away.) A limiied wish negates a hoardguard for 
one hour (and if the treasure is not separated in 
thal time, the hoardguard will rctum as above). 
A fuJl wish destroys Ihc spell permanentiy* 

Treasure added to a hoard already protected 
by this spdl does m>l gain the spelPs benefits, 
New treasure requires a hoardguard of its own, 
though the dragon may include the m w frea- 
sure after the first hoardguard f s duration 
expires and a new spell is cast. 

This spell only affects the dragon's hoard. It 
does not function upon creatures or the items 
they possess, unless the dragon acquires the 
items and adds them to its hoard. This spell 
typically protects the dragon’s treasure while it 
is out hunting for food or seeking treasure. 
Some dragons arrange their hoards so that the 
entire amount can be warded with a single 
spell. Others make seveml smaller piles, to use 
up an invaderes magica! powers in repeatedly 
negating the spell, and thus minimizing the 
overal! treasure loss. 
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Many dragons cannot use this spell due to its 
level* but atl dragons who know of it seek mag- 
tcal itcms that can duplicate its effecis. Non- 
dragons who somehow cast hoardguard (or a 
derivative thereof) instantly contraet a form of 
insanity that combines paranoia with intense 
grced, for which there is no known cure* short 
of exceptionally powerfu) magic, 

Notes: Rare for dragons; olbcrwisc very 
rare, Known to be in the Draconomicon. 

Hold Ciant 

(Enchantment/Charm) 

Level: 4 
Range: 120 yds. 

Component s; V 
CastingTime: 4 
Durat ion: 2 nte,/level 

Area of Effect: l to 4 giants iri a 40-ft- cube 
SavingThrow: Neg* 

This spell immobilizes from one to four true 
giants or giant-kin within spcli range and in 
sight of tbe spellcastcr, The caster can opt to 
hold one* two* three* or four giants, If three or 
four are attacked each saving throw is normak 
if rwo are attacked, each saving throw suffers a 
1 penalty; if only one is attacked. the saving 
throw suffers a -3 penalty. 

Notes: This spell is known by the wiz&fd 
Delsenora. (Updated from Folyhedron 
Newszinc.) 

Hold Golem 

(Abjuratinn, Enchantment/Charm) 

(Artifice) 

Level: 7 

Range: 10 ft./level 
Component s: V* S 
Casting Time: 3 
Durat ion: I rd,/level 
Area of Effecti 1 golem 
Saving Throw: None 

This spcli allows the casler to halt a single 
golem of any type within spell range. The loca- 
lions of a H gofems in range and nof magically 
warded are revealed to the caster—even if they 
are disguised, hidden bchind cover* or inac- 
tive—and the caster chooses which golem to 
affeci. 

The choscn golem becomes immobile even 
if it is under the direct contrai of another being. 
Moreovcr, a hold golem freezes any existing 


golem attack teven magic or a breath weapon) 
in midain so only creatures venturing into the 
attack 's area are affeeted. A held golem cannot 
use any special attack form it possesses until it 
is released, 

The golem can be touched* climbed* 
attacked* and even dismantled without break- 
ing the spell, The only way to free the golem 
before the spell expires is to slay ihc caster, A 
dispel magic cast on the caster or the golem 
docs not affect the hold golem spell, Once the 
spell takcs effect, even the caster cannot end it 
before its duration runs out. 

Notes: Rare for artificers; otherwise very 
rare in the Forgotten Realms setting and vir- 
tually unknown elsewhere. 

Hold Monster 

(Enchantment/Charm) 

(Song) 

Level: 5 

Range: 5 yds,/level 
Componcnts; V* S* M 
Casting Time: 5 
Duration: I rd/level 

Area of Effect: 1 to 4 creatures in a 40-ft. cube 
Saving Throw; Neg. 

This spell immobilizes from one to four 
creatures of any type within spell range and in 
sighi of tbe spellcaster, He can opt to hold one* 
two* three* or four creatures, If three or four are 
attacked, each saving throw is normat; if two 
are attacked, each saving throw suffers a 1 
penalty; if only one is attacked* the saving 
throw suffers a -3 penalty, 

The materi a i component for this spell is one 
hard metal bar or rod for each monster to be 
held. The bar or rod can be as small as a three- 
penny naif 

Notes: Common spell (FHB). 
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Hold Ponat Open 
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Hold Persoli 

(Enehantment/Charm) 

(Song) 

Levet: 3 

Range: I20yds. 

Coraponents: V, $, M 

Casiing Time: 3 

Duration: 2 rds./levd 

Area of Effect; 1 to 4 persons, 20“ft. cube 

Saving Throw; Neg. 

This spell holds from one to fo ur humans, 
demihumans, or humanoid crealures rigidly 
immobile for five or more rounds, 

The holdperson spell affects any bipedal 
human, demihuman or humanoid of man-size 
or smaller, including brownies, dryads, 
dwarves, dves, gnolls, gnomes, goblins, half- 
elves* halflings, half-ores, hobgoblins, humans, 
kobolds, lizard men, nixies, ores, pixies, 
spr ites, troglodytes, and others. 

The spell is centercd on a point sdected by 
the caster; it affects persons seleeted by the 
caster within the area of effect. lf Ihe spell is 
cast at three or four people, each gets an 
unmodified saving throw. lf only two people 
are being enspelled, each makes his saving 
throw with a-l penalty* lf the spell is cast at 
only one person, the saving throw suffers a -3 
penaity. Saving throws are adjustcd for Wis- 
dom. Those succeeding on their saving throws 
are unaffected by the spdl, Undead creaturos 
cannot be hdd. 

Held beings cannot move or speak, but they 
rcrciain aware of events around them and can 
use abilities not requiring motion or speech. 
Being hdd does not prevent the worsening of 
the subjects 1 condition due to wounds, disease, 
or poison, The caster can end the spell with a 
singlc uttcrance at any time; otherwise, the 
duration is 10 rounds at 5th level, 12 rounds at 
6th tevd, 14 rounds at 7th level, ete, 

The speHcaster needs a small, straight piece 
of iron as the material component of (his spell. 
Notes: Common spell (PHB). 

Hold Portal 

(Atteratlon) 

(Vniversai) 

Level: 1 

Range: 20 yds./levd 
Components: V 
CastingTime: 1 
Duration: I rd/levef 


Area of Effect: 20 sq. fh/level 
Saving Throw: None 

This spell magically bars a door, gate, or 
valve of wood, mctaL or slone. The magical 
closure holds the portal fast, just as if it were 
securely cJosed and locked, Any extraplauar 
creature (djinn, dementa!, etc.) with 4 or more 
Hit Dice can shatter the spell and burst open 
the portal, A wizard of 4 or more experience 
levels higher than the spdlcastcr can open the 
hdd portal at will. A knock spell or a success- 
ful dispel magic spell can negate the hold por¬ 
tal. Hdd portals can be broken or physically 
battered down. 

Notes: Common spell (PHB). 

Hold Portal Open 

(Alte ratio n) 

ReversiWe 

Level: 2 

Range: 10 ft./level 

Components: V t S 

CastingTime: 2 

Duration: Maximum 1 rd./levd 

Area of Effect: I open door, gate, or valve 

Saving Throw: None 

The purpose of this spell is to keep a door, 
gate, or valve of wood, metal, or stone from 
being shut, The spell only works on a portal 
that is already open and in range, 

When the spell is cast, the door freezes in its 
open posiiion. The spell can be shattered, and 
the door shut, by an extraplanar creature of 4 
Hil Dice or more. Crcatures of huge size (stze 
H) or larger can force the door closed if they 
have strength and bulk comparablc with their 
size (giants, dragons), though this is likely to 
break the door from its hinges unlcss it is spe- 
cially reitiforced. 

The reverse of this spell, slam portal , imme- 
diatefy shuts an open door, gate, or valve in 
range. The slammed door can be opened nor- 
mally. A siam portal spdl cast directly against 
a hold portal open spell will negate it, and will 
close the portal if the caster is of higher level 
than wizard who cast the hold portal open 
spdl. 

Notes: Very rare spell, (Updated from 
Dracon Magazine.) 
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Hold Undead 

(Necromancy) 

Lcvek 3 
Range: 60 yds. 

Components: V t S, M 
Casting Time: 5 
Duration: 144 rds, + I rd./level 
Area of Effeci: ld3 undead 
Saving Throw: Neg. 

When cast, this spell renders immobile Id3 
undead creatures whose total Hil Dice are 
equa) to or less than the caster's level, No more 
than three undead can bc affected by a single 
spell. To cast, ihe wizard aims the spell ai a 
point within range and ihe three undead closest 
to this are considered to bc in the area of effeci, 
provided ali are within the field of vision and 
spell range of ihe caster. Undead of less than 
three Hit Dice are aulomatically affected. 
Othcr undead are allowed a saving throw vs. 
spdl to negate the effecu If the spell is success- 
fui, tt renders the undead immobile for the 
duration of the spell. 

The material component for this spell is a 
pinch of sulphur and powdered garlic. 


Noles: Common spell (PHBl 



Hold Undead 

An earty 5th-levef ver sion of this spell 
incorporated into the 2nd Ed. ruies at 3rd 
tevei. 

Hold Vapor 

(Abjuration) 

{Air, Aichemy) 

Level: 3 

Range: 10 yds./level 
Components: V, S t M 
Casti ng Time: 3 

Duration: Special (maximum l hr) 

Area of EfTect: 20 ft. + 10 fi/level radius 
Saving Throw: Special 

This spell allows a wizard to halt and pre- 
vent the further movement of any visible cloud 
or vapor within the spelPs range and area of 
effect. Such clouds include gaseous breath 
weapons ,fog cloud[ cloudkiil. and incendiary 
cloud as well as the smoky effects of pyrotech- 
nics , Other objeets and creatures can pass 
freely through this barrier, moving into and out 
of the gas-filled area. A volatile gas could be 
contained by the spell and safely incinerated by 
tossfng a lorch through the barrier. 

The hold vapor spell will restrain gas clouds 
even against magica! and natural winds. A 
creature in gaseous or airlike form (air elemen- 
tal djinns, and vampires, for examplc) can be 
contained by this spell. In these cases, the crea¬ 
ture being contained is permitted a saving 
throw vs. spell cach round to break through the 
barrier. Gaseous creatures cannol transform 
from their gaseous state when being contained 
by this spell. 

The spell lasts for as long as the wizard con¬ 
tinues chanting, to a maximum of onc hour, at 
which time the spell fades and the cloud (if it is 
stili there) settles or drifts naturally. The wizard 
can move normally during this period, though 
if silenced or interrupted from chanting for a 
fulJ round, the spell will fade and the held 
vapors will be freed. 

This spell does not contro! a cloud of gas, it 
only coniains it and halts iis movemem. 

The material component of the spell is a 
small balloon or bladdcr. 

Notes: Uncommon spell from the 
Forgotten Realms setting. Rnown to be in 
The Book of Bats. 
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Horiiung s BancfuJ Deflector . 


Hold Vapor 

An early 5th4evei version of this spell has heen 
incorpomted into the 3rd-!exef version. 

Homunculus Shield 

(Necromancy) 

Level: 8 
Range: 0 

Components: V t S, M 
Casting Time; 3 
Duration; I rd./level 
Area of Effect; The caster 
Saving Throw: None 

By ereating a homunculus shield , the wizard 
separates a portion of his Hfe force in the form 
of a magical homunculus. This creature is 
invistbie to ali but the caster and appears as a 
miniature version of the caster perched atop 
the wizard's head. 

The wizard can move and act nortnally 
white this spell is in effect, The magical 
homunculus operat es as an independent spe 11- 
caster It can cast only teleport. eontingency, 
and protective spells of 4th level and lower. It 
casts spells only from the wizard*s memorized 
store of spells, but any spell cast by the 
homunculus has a casting time ofl. The wiz¬ 
ard sclects which spells are cast by the 
homunculus; after they are cast, they are 
wiped from the casteris memory, 

The homunculus has 1 hit point per two lev- 
eis of the caster. These points are “borrowed" 
from the caster; while the homunculus is pre- 
sent, the wizard's hit points are reduced by this 
amount, 

The homunculus cannot be struck by melee 
or missile weapoos separately from the wizard. 
If can be damaged separatdy from the wizard 
(for example, by a magic missile targeted at the 
homunculus or by area effect spells). The 
homunculus has the attributes and saving 
throws of the wizard. 

At the end of the spelTs duration, the 
homunculus disappears and any hit points it 
had are restored to the wizard. Hit points lost 
by the homunculus can be regained only by 
magical healing. 

If the wizard *s hit points are reduced to zero 
at any time during the spell, the wizard is de ad 
(or dying) eveti if the homunculus has hit 
points remainmg, 

A wizard wtth an active homunculus shield 
suffers a -4 saving throw penalty against magic 
jar spells cast upon him duc to the divi sion of 


his menta! energy. 

The matcrial component is a miniature 
sculpted bust of the speIIcaster. 

Notes: Uncommon spell (ToM). 

Honor Mark 

(Alteration) 

Level: t 

Range: 10 fL/level 
Components: V 
Casting Time: I rd„ 

Durat ion: Permanent (special) 

Area of Effect: l creature 
Saving Throw: None (special) 

This spei i is used to mark those whom the 
wizard has seen perforrnmg a dishonorable 
action. The honor mark is generally a striking 
black line that euts across the eyes or slashes 
down the face along the nose. The mark is 
instantly recognizable to ait who see it, and 
they wiJi treat the character so marked as if his 
station werc two full levels lower than it actu- 
ally is, 

The only way to remove the mark is to atone 
for the misdeed, Once this has been done, the 
mark disappears and the character cannot be 
marked for that action agam. 

While there is no a saving throw allowed for 
those subjectcd to this spell, the wizard musl 
have actually seen the individua! performing a 
dishonorable act. A wizard attempting to mark 
a character whom hc hasn*i witnessed perform¬ 
ing a misdeed receives the mark instead. The 
mark remains until the wizard apologizcs to the 
character for attempting to malign his name. 
The wizard must also perform a task of atone- 
ment named by the offended party. 

Notes; Uncommon iu arabian scitings; ofh- 
erwise very rare, 

Hontung'$ Baneful Deflector* 

(Evocition) 

(Wld) 

Level: 2 

Range: Touch 

Components: V, S f M 

Casting Time: 2 

Duration; 2 rds./level 

Area of Effect: Creature touchcd 

Saving Throw: None 

This spell creates a shimmering, hemispheri- 
cal fteld of force. The field is ttansparenl and 
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Hornung‘s Gucsa 




/ 


moves with the recipient, forming about one 
foot away from his body. The foree serves as a 
shicld speiI against ali Fornis of individually 
targeted missile attacks (including magic mis¬ 
siles and other spells). The caster designates 
the position of the shell (protecting the front, 
rear, left side, right side, or top of the recipi¬ 
ent). The spcll does not protect against arca 
dTcct spclls or other attacks that strike several 
creaturos at once. 

Whenever an individua! missile attack is 
direeted at a proteeted creature, the baneful 
deflector acti vates. Instead of striking the tar¬ 
get creature, the missi le's target is determtned 
randomly among ali creatures within a 15-foot 
radius of the proteeted creature, inciuding the 
proteeted creature. The missile then changes 
course toward its new target with norma! 
chances to hit. If the new target is bcyond the 
range of the missile, no target is hit. If the pro- 
lected creature is struck, the spell immediatety 
fails. If several people in a group are each pro- 
tected by baneful deflector ; a missile may 
change course several times before reaching its 
target. 

The materia! component is a small prism 
that shatters when the spell is cast 



J 


A reversed form of this spell was developed 
much later, called Strahds baneful attractor. 
This spell has its own listing. 

Notes: Restricted to wild mages: uncommon 

(ToMh 

Hornting’9 Guess* 

(Divination) 

(Wild) 

Level: I 

Range: 300 yds. 

Compone rus: V 
Casting Time: 2 
Durat ion: Instamancous 
Area of EfFect: Spccial 
Saving Throw: None 

The spell provides a wizard with an instant 
and highly accurate estimate of the number of 
persons or objects in a group. 

The spelTs area of effect is one group of a 
gcneral class of objects, AII objects of the 
group musl bc within spell range and the group 
as a whole must bc visible to the caster, The 
wizard need not see every individual in the 
group, merely the generat limits of the group 
size and area. For example, a wizard on a hili 
could look down on a forest and estimate the 
number of trees in ali or pari of it. He could not 
get an estimate of the number of goblins within 
the forest, however, since the group as a whole 
(the goblins) is concealed from sighf 

The estimate gencratcd is accurate to the 
largest factor of ten (rounded upf For example, 
if Hornung '$ guess were cast on a group of 439 
horsemen, the estimate would be 400. If there 
were 2,670 horsemen, the spell would estimate 
3,000. If there were 37 horsemen, the answer 
would be 40. Clearly, using the spell on small 
groups (especially those with fewer than 10 
members) is pointlcss. 

Hornung s guess can be used to quickly e st i* 
mate the size of treasurc hoards and army 
units, It is pamcularly popular with moneylen- 
ders and generals, Hornung, one of the tcading 
wizards in the field of wild magic (before his 
untimely disappearance while experimenting 
with wildwind), developed this spell to improve 
the accuracy of his esttmates. 

Notes: Restricted to wild mages; common 
(ToM). 
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Hornung^ Random Dispatctaer* 
(Abjuratfon) 

(WUd) 

Level: 8 
Range: 30 yds, 

Components: V 
Casti ng Time i 2 
Duration; Instantaneous 
Area of Effeci: l creature 
Saving Throw: Neg, 

With the urtcrance of a few words, th is spdl 
ean hurl a creature to a random plane of exis- 
tence and leave him there, The creature, if 
unwilling, is allowed a saving throw. If success- 
fui, ihe spell fails. If unsuccessfuL the creature 
and ali items it carries are sent to a random 
plane. To determine the plane, roll on the table, 

The castcr has no control over the destina- 
tion of the target creature, The eondmons at the 
dcstination might kii3 the creature (forexam- 
ple, arriving in the Elementa! Plane of Fire) or 
merely make life diflficult. This determination 
is left lo the DM> 

Notes: Rcstricted to wild mages; common 
(ToAf), The original table provided with this 
spell has been updatcd to incorporate the 
PlaneSCapE setting. 

Horitimg^ Siirge Selector* 

(AlteraHon) 

(WUd) 

Level: 7 
Range: 0 

Componente: V f S t M 
CastingTime: I rd. 

Duration: Special (maximum 12 hrs.) 

Area of Effeet: The castcr 
Saving Throw: None 

By caating this spelL the wild mage gains 
greater control over wild surges, When the 
caster*s spell creatcs a wild surge, two separate 
results are determined from Table 2. The castcr 
cari then choose which of the two resuks will 
take effeet, This spell can be used in conjunc- 
tion with Nakals reckless dweomer. 

The spell*» duration is a fixed number of surges 
or 12 hours, whichevcr comes firsLThe wild 
mage is able to shape one wild surge per five lev- 
cls of his expcrience; thus, a 15th-lcvel castcr 
could shape three wild surges within a I2-hour 
period. At the end of 12 hours, the spell expires, 
regardiess ofthe number of sutges remainmg. 



Random Dhpatcker Table 

dlOO 

Roll 

Plane 

01-06 

Alternate Prime Material Plane 

07-12 

or campatgn setting 

Prime Material Plane 

13-17 

EtheraaJ Plane 

19-21 

Demiplanc (Dread, Nightmarc, 

22-25 

Shadows) 

Elementa! Plane (Air, Earth* Fire, 

26-28 

Water) 

Para-Elemental Plane (Smokc, 

29-31 

Magma, Oozc, or Icci 

Positive QuasL Plane (Lighiiting, 

32-34 

Radiancc, Mincrals, or Stcam) 
Negative QtiasLPlanc (Vacuum, 

35-37 

Aah, DusL or Sali) 

Positive Material Plane 

31M0 

Negative Material Plane 

41-47 

Astral Plane 

48-52 

The Qutlands (Sigil) 

53-55 

Mcchanus 

56-58 

Arcadia 

59-61 

Mount Cclestta 

62-64 

Bytopia 

65-67 

Elysium 

68-70 

Beasthmds 

71-73 

Arborea 

74-76 

Ysgard 

77-79 

Limbo 

80-82 

Pandemonium 

83-85 

Abyss 

86-88 

Ca recri 

89-91 

Gmy Waste s 

92-94 

Gehcnnu 

95-97 

Baator 

98-00 

Acheron 

•Character* aent lo the Prime Maichul plstnr arr iclc- 

p4trted d&ewhere in the Hamo wnrU. 


The great Hormrng, having been blasted more 
than once by his own wild surges, devised this 
method of improving the results of wild magic 
and, not incidcntally, his own chanccs of sur- 
vival The resuit was Homung i selector. 

The spell requires a brass spinner, which is 
reusable. 

Notes: Rcstricted lo wild mages; common 
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Homd Wiltjjig, Abi-Dalzirn k s 
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Horrid Wilting, Abi-DalzinTs 

See Abi-Dalzim's horrid wilting. 

Hover 

(Conjuratlon) 

(Air) 

Level: 3 

Range: 10 yds./levet 
Components: V, S 
Casting Time: 3 

Durat ion: Spccial (4 rds maximum) 

Area of Effect: I creature 
Saving Throw: Spccial 

By means of this spell, a mage can instantly 
arrest the movement of a falling, jumping, or 
Oying creature within spell range (including 
the caster), stopping its aerial movement and 
fixing its position for a short, variable time, 

The creature chosen by the caster is affected 
for one round. An aerial creature of Huge size 
or larger is afTected for that one round only* 
any other creature is afTected for one round and 
receives a saving throw vs. spell each round 
thereaftcr. An aerial creature that succeeds can 
fly at hatf normal specd in the following (sec- 
ond) round; a jumping or falling creature 
descends at featherfall rate (2 fcet per second, 
120 feet per round). In the next (third) round 
ali movement is normal. 

If the saving throw fails, creature might 
hover for up to four rounds. The creature 
makes a saving throw at the beginning of each 
round to see if the effcct ends—whether this is 
desirable not—with a success as described 
above. If the spell hasn*t ended by the fourth 
round, it does so at the beginning of the fifth. 

This spell cannot be dispelled, nor can the 
hovering creature move aerially, A creature 
able to piam shift or bccome astral or ethereal 
can escape the spell in this way. A ring offree 
Qction provides complete immunity. 

A hovering creature can launch missile 
weapons, cast spells, read scrolls, open tocks, 
shoui instructions, catch ropes or thrown items, 
tum arouni and the like as if standing on firm 
and solid earth. 

Noles: Very rare spell from the Forgotten 
Realms setting. Known to be in The Libram of 
Lathintel. 



Hovering Skuli 

(Necromattcy) 

Level: 3 
Range: Special 
Components: Y S 
Casting Time: 4 
Duration: 2 rds ./1 e vel 
Area of Effect: Special 
Saving Throw: None 

This spell creat es a glowing human skuli 
with sharp fangs. The skuli hovers about a foot 
above the castcris shoulder; as the caster 
moves, the skuli hovers along with him. A 
caster who stops moving and concentrates can 
mentally command the hovering skuli to move 
in any direction within a 30-foot radius. 

The caster can see through the skuli's eyes as 
if they were his own; for instance, the hovering 
skuli could be ordered to investigate a dark 
cave or peek over a high walL Ad ditio nally, the 
caster can order the hovering skuli to attack 
other crcatures with its razor-sharp teeth, If the 
ca steris concentration js interrupted while con- 
trolling the skuli, the skuli immediatcly drops 
to the grouniL It takes no damage, and a caster 
who resumes concentration, can continue to 
command the skulf 

The hovering skuli has the same attack rolls 
and saving throws as the caster; the skuli has 3 
hit points and inflicts ld6 points of damage 
with its bite. Most attacks directed at the skuli 
do not harm the caster, nor does damage taken 
by the caster affect the skuli. Gaze attacks 
against the skuli do affect the caster. 

The materia! component for this spell is the 
tooth from a human skuli. 

Notes: Uncommon for necromancers; other- 
wise very rare. 
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Howl of Pandemonium 

(Co o j u r a tion/S u m mon i n g) 

(Dimensio*) 

Level: 6 
Range: 0 

Components: V t S, M 
Casting Time: 6 
Duration; Speeial 
Area of Effect: 30-fl. radius or 
60 x 20-fl, cone 
Saving Throw: Speeial 

This spell channels the screaming winds of 
Pandemonium through the castcr’s body, emit- 
ting a numbtng howl that in capaci tat es anyone 
nearby. The spell can last as long as one round 
per level of the caster, but ceases if the howl is 
not maimamed for that iength of time—the howl 
must be maintained for at least one fiill round to 
be effective at all The effects iinger after the 
spell ends, lasting as long as the howl was main¬ 
tained* The wizard can take no other action than 
standing stili and howling to maiiUain the spetL 

A wizard casting howl of Pandemonium can 
either affect all creatures within 30 feet or chan- 
nel the spell inio a cone-shaped area, 60 feet long 
and 20 in diameter at the far end. Those native to 
Pandemonium are unafFected by this spell. 


The spell negates all sound-based aitacks, 
even drowning oui a banshee*s wail or an 
androsphtnx's roar. All creatures in the area of 
effect are deafcned and disoriented by the 
spell. Communicalion of any kind is impossi- 
ble, and ihose affected suffer a -2 penalty to 
attack rolls and saving throws* Any creature 
trying to approaeh the caster must save vs. 
spell to be able to get closer. Nonmagical mis¬ 
sile fire is deflected by the force of the howl. 
Creatures of 2 Hit Dice or less who fail a sav¬ 
ing throw vs, spell are driven into a catatonic 
state that last» for 2d6 hours. 

In addition to the above effects, creatures 
whose Hit Dice or leve Is are greater than 2 but 
less than the caster’s must save vs, spell or 
become confused Roll a dlO for those who fail 
thcir save and refer to the results given. 

Id 10 

Roll Resuit 

1 Wander away for duration of effect. 

2-6 Stand confused for one round, then 

roll again. 

7-9 Attack nearest creature for one round, 
then roll again. 

10 Act normally for one rouml then roll 
again. 
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Howling Chain 
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The material component is a pebble from 
Pandemonium, which must be consumed by 
the caster. 

Notes: Common for members of the Bleak 
Cabal in the Plane scape setting; otherwise 
very rare. 

Howling Chain 

(Evocation) 

Level; 6 

Range: l0yds./2 levels 
Components: V, S, M 
Casting Time: 6 
Duration: I idilevel 
Areaof Effect: I creature 
Saving Throw: None 

This spell brings into being a shimmering, 
blood-red chain of force (akin to that created 
by the 5th~level spell, sighing chain) that coils 
snakelikc around a single chosen target crea¬ 
ture. This spell is named for the howling cham 
emitted by the chain as it loops and writhes 
around the target creature. The chain^s move- 
ments do not require the caster's conti nued 
attention; once it is cast, the caster is free to 
work other magic or even leave the scene. 

The victim within a howling chain is not held 
fasti nor prevented from moving, but the chain 
imposes a -2 penalty on ali of the creature*s 
attack and damage rolls; adversely affccts abil- 
ity ehecks, saving throw s, and movement rate by 
2; and increases the casting time of a spell cast 
by the ehained creature by 2. 

A howling chain flails at the ehained crea¬ 
ture constantly, attacking twice per round with 
a THACO of 7, and dealing 3d4 points of crush- 
ing and bludgeonmg damage per successful 
strike. In any round in which both chain attacks 
hit a spellcasting victim, the spell is ruined; 
otherwise, an enchained spellcasting creature 
can successfully cast spella with a casting time 
of 5 or less. lf an enchained creature devotes its 
attention exclusively to blocking and avoiding 
chain attacks, and does not otherwise move or 
attempt any other actions not directly related to 
defense (rcadymg a shield is permissible), one 
chai n attack per round automaEically m isses, 
and the other is made at THACO 12, 

Creatures trying to pull at the chain suffer 
2d4 points of bludgeoning damage per tug, and 
such attempts are always futile. Foes of the 
ehained creature trying to strike at it past or 
through the chain suffer a -2 penalty on artack 
rolls, but are otherwise unaffected by the chain. 


Aside from waiting for its disappearance at 
the expiration of the spell, the chain can be 
gotten rid of by dispel magic ( by destroying it, 
or by the death of the ehained creature. If the 
first creature dies and the spell has not expired, 
the caster can direct the chain to move to 
another creature, coiling and writhing at a 
movement rate of 9. To enchain the subsequent 
creature requires a successful attack roll at the 
caster’s THACO, and directing the chain to a 
new victim consumes the spdleasteCs action 
for that round, This is the only way a howling 
chain can ehange victims. If the chain is not 
directed to a new victim in the round following 
the first victimas death, it dissipates, 

To destroy a howling chain. it must be de ait 
33 points of damage. It is only AC 8, but the 
nature of the magic causes equal damage to be 
inflicted upon the enchained victim. Thus, a vic¬ 
tim must suffer 33 points of damage to be free 
of a howling chain that is destroyed by damage, 
The material component of this spell is a 
length of at ieast three joined links of chain of 
the finest Steel or of any pure metati 

Notes: Very rare in the Forgotten Realms 
setting; unknown elsewhere. 

Howling Horrorft 

(Evocation, Necromancy) 

Level: 7 
Range: 0 

Components: V, S, M 

Casting Time: 7 

Duration: 1 rd./levd 

Area ofEffect: Attacks I creature 

Saving Throw: None 

This spei) causcs a wraithlike flying form to 
be emitted from the caster. Moaning eerily, it 
flies at a target being within line of sight that 
has been mentally selected by the caster. A 
howling horror caunot form underwater. 

A howling horror is a faceless, trans lucent 
gray, wispy being that swirls and drifts in 
response to wcapon blows and moving objecta. 
It is not fooled by feign death spelts or similar 
conditi ons. The caster need not concentrate on 
the horror eo maintain its existeace. Once a tar¬ 
get creature is selected, the howling horror 
cannot be redirected against any other being. 

The howling horror is a magica! force, not 
an undead creature, and thus cannot be tumed, 
It lasts for 1 round per level of the caster, or 
until the target creature perishes. The horror is 
destroyed by suffering more than 22 points of 
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Hypnosis — Hishna 
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damage or if the caster wtlls it to vanish. 

Only physical attacks that pass thmugh the 
volttme of air the horror oceupies hami it. The 
horror itself hits every time it attacks for 2d4 
points of damage. For every point of damage the 
howling horror inflicts, a hit point is gained by 
its caster. If the caster has been hurt, these 
points heal damage. When the caster is at full hit 
points, these points become bonus hit points that 
remain with the caster for 1 tum. Any damage 
suffered by the caster is taken from the bonus hit 
points first. 

Spells that affect an area have no effect on a 
howling horror. Spdls directed specifica! ly 
against a horror do it no harm; these spell 
effects are instead transmitted to its caster. The 
caster suffers no harm ffom them and can emit 
them at any chosen target (not necessarily the 
horrori target). This rctransmission occurs in 
addition to the caster*s other activities and does 
not disrupt or replace the eastefs own spellcast- 
ing. The emi ss ion is immediate and involuntary; 
if the caster does not direct the emission, then 
the distance and direct ion of the spell effect is 
determined randomly. 

Spells targeted on the caster while the horror 
is active are likewise transmitted through the 
maglcal link to the horror, to be emitted by the 
horror a! targets se lecte d by the caster. The pri- 
mary target of the horror nced not be among 
them. Spells affeciing an area are also immedi- 
ately altered and usurpcd by the caster in this 
manner if the caster is in the area of effeci at ali 
(any other creatures in the area escape the 
effects of the usurped spell), Again, this occurs 
in addition to any spellcasting on the pari of the 
horror-caster, and it does no harm to either the 
horror or its creator. 

If the caster is unconscious, spells are emit¬ 
ted from the caster (or honor, respectively) in 
random directions. A retransmitted spell that 
affects an area is focused at a random distance 
and direction, 

The material component of this spell is a 
small cone made of bone that is consumed in 
the casting. 

Notes: Unique spell; known only to Semerm 
mon, one of the Zhentarim triumvtratc. Casting 
this spell is an evil act. 


Howling Horror: MV FI 15 (A); AC 5; 
#AT 2; THACO always hits; Dmg 2d4; SD 
damage inflictcd heals caster; immune to 
spells; spell Imk/retrausmission, 


Hunting Hawk,Tenser’s 

S^eTenser^ hunting hawk, 

Huntsmarfs Call —- Hishna 

(Summontng) 

Level: 1 
Range: 0 

Components; V, S, M 
Casting Time: 1 tum 
Duration: Coneentration 
Area of Effect: 1,000 yds./level 
Saving Throw: None 

This spell allows the caster to call game 
from a wide area, bringing it—albeit cau¬ 
ti ously—toward the caster as long as he retains 
his concentration. Mammals and birds are 
summoned by the spell, and will move in the 
genera! direction of the caster However, their 
natural alertness remains, and they will flee at 
the first sign of a threat. 

The materia! component for the spell is a 
whistle made from the claw of a Jaguar. 

Notes: Restricted to practitioners of hishna 
magic (the Maztica setting); common, 

Hypnosis — Hishna 

(Fnchantment/Charm) 

Level: 2 
Range: 10 ft* 

Components: V, S, M 
Casting Time: 1-6 rds. 

Duration: Special 
Area of Effect: I being 
Saving Throw: Neg. 

This spell allows the caster to beguile 
another individua!, creating much the same 
effect as a charm person spell. However, the 
casting of hypnosis requires the caster and sub- 
ject to pay attention to each other for a period 
of several rounds. The casting time required Is 
determined (by the DM) at the time the spell 
begins. 

The larget being is allowed a saving throw- 
vs. spell to avoid the effect. However, one who 
successfully resists will not be aware that the 
attempt to hypnotize him has been made unless 
possessing godlike Intelligence (21+L The 
spell can affect any creature of sem i- intelli¬ 
gence (2) or higher. 

Notes: Restricted to practitioners of hishna 
magic (the Maztica setting); common. 




J 


441 


V 





Hypnouc Paucm 


Hypnotic Pattern 

(Hlusion/Phantasm) 

(Geametry) 

Levei; 2 
Range: 30 yds< 

Componentsi 5, M 
CastingTime; 2 
Duration: SpcciaI 
Area of EfTect; 30-ft. cube 
Saving Throw: Neg. 

When this spell is cast. thc wizard creates a 
weaving* twisttng pattern of subtle colors in 
the air This pattern causes any creature look- 
ing at it eo become fascinated and stand gazing 
at it as long as thc spellcaster maintains thc dis- 
piay, plus two rounds thereafter. The spell can 
captivate a maximum of 24 levels, or Hit Dicc* 
of creatures (for example* 24 creatures with 1 
Hit Die each t 12 with 2 Hit Dice* ete.). AH 
creatures affected must be with in the area of 
effect, and each is entitled to a saving throw vs. 
spell. A damagc-inflicting attack on an affected 
creature firees it from the spell immediately, 

The wizard need not uner a sound, but he 
must gesture appropriately whiie holding a 
glowing stick of incense or a crystal rod filled 
with phosphorescent material. 

Notes: Common spell (PHB). 


Hypnotism 

(Enchantmeot/Charm) 

(Mentaiism) 

Levei: 1 

Range: 5 yds- 

Componcnts: V* S 

Casting Time: 1 

Duration: l rd + 1 rd./level 

Area of EfFect: 30 ft. cube* ld6 creatures 

Saving Throw : Neg. 

The gestores of the wizard* along with his 
droning incantation* cause ld6 creatures within 
the area to become susceptibie to a sugges- 
tion—a brief and reasonable-sounding request 
(see the 3rd-level wizard spell, suggestion ) T 
The request must be given after the hypnotism 
spell is casi. Until tfaal time* thc success of the 
spei) is unknown. Note that the subsequent 
suggestion is not a spell* but simply a vocal- 
ized uiging—the caster must speak a language 
the creature understands for this spell to work. 
Creatures that successfully roll their saving 
throws are not under hypnotic influence, Those 
that are exceptionaUy wary or hostile save with 
+ 1 to +3 bonuses, Ifthe spell is cast at an indi* 
vidual creature that meets the caster*s gaze* the 
saving throw is made with a penalty of -2. A 
creature that fails its saving throw does not 
remember that the caster enspelled it. 

Notes: Common spell (PHB). 
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Ice Blight 
(Evocation. Summoning) 
Reversihle 

Level: 7 
Range: 0 

Components: V, S, M 

CastingTime: 1 tum 

Duration: 1 day/level 

Arca of Effect: A mi. diameter/leve) 

Saving Throw: None 


This powerful spe11 allows the wu jen to 
summon fearsome freezing winds, ice, and 
snow in the area of effeci, Once casi* gray 
scuddiug clouds gather and rain begins to driz- 
zlc down, The temperature begins to fall 
abrtiptly—4Q°F in a single day. Winds begin to 
blow, gently at first, but slowly gaining 
strength. Each day the weather conditions 
worscn. The clouds thicken, the rain falis heav- 
ier, the air gcts colder, and the winds blow 
more fiercely, The temperature can drop no 
colder than -20“E 

In arctic and winler conditions. the snowfalJ 
begins after 6 hours. fn temperate elimes, snow 
begins to fall by the end of the first 24 hour 
period. In deseri lands the snow starts 36 hours 
after the casting of the spell, while tropica! 
areas experience snow by the end of the seeond 
day, Thereafter, the snow continues to fall at 
the rate of 1 inch per bour to a maximum depth 
of 48 inches. The winds whip the snow into 
huge drifts (5 feet to 12 feet or more) and the 
wind chill is extreme. During the snowfall, vis¬ 
ibili ty is limited to 200 feet and movement 
rates are 'A normal. 

Creatures exposed to the weather without 
adequate warm clothing, fire, and shelter suffer 
I dS points of damage each turu. Control 
weather spells cannot cancel the effects of the 
ice blight , but can be used to lessen the severity 
by raising the temperature, siowing the snow- 
faN, and breaking the cloud cover. 

Casting ice blight is an extremcly difficuU 
process for the wu jen, as he seeks to control 
magical energies powerful enough to affeci a 
huge area, Upon uttering the final word of the 
spell, a tremetidous blast of mystieal energy 
leaps through the wu jen, ravaging his body 
and spirit. The wu jen instantly forgets ali other 
spells memorized the inornent this spell is cast, 
His Strength and stamina are broken, causing 
him to lose ali but I hit poinL Ali his ability 
scores are temporarily reduced to 3 and he 



loe Dlight 


must have immediate bed rest (the 
caster is at the center of the area of 
effeci), Each day the wu jen regains 1 point to 
each ability score. Only when ali his abilities 
have returned to 50% or more of normal can 
the wu jen begin to recover his lost hit points 
(although once this occurs, curing spells can bc 
cast to speed recovery), Likewise, no spells can 
be memorized until all scores are retumed to 
normal, 

The material component for ice blight is a 
piece of ice, 

The reverse of the spell, drought, cancels the 
effects of ice blight, Drought has the opposite 
effeci, raising the temperature and drying the 
land instead of covering it with snow. When 
cast, the sky quickly clcars of clouds and 
remains so for the duration of the spell. No rain 
falis for the duration of the spell. The tempera¬ 
ture soars upward 20°F per day to a maximum 
of I20°F during the day and a cool of 100°F at 
night. Fields become hard and crackcd after 
four days, small streams dry up affer six days, 
all but the deepest wells go dry after 10 days, 
small rivers are reduced to a trickle in 14 days 
and go dry after 20 days. Large rivers drop 
noticeably in 10 days and become little more 
than streams after 20 days. On the 25th day of 
drought, only extremely deep wells stili have 
water—all else having evaporated or soaked 
away. 

Plants suffer according to their size and nor¬ 
mal habitat. Desert plants hardly notice the 
drought while those of tropical jungles die and 
wither rapidly. Normal creatures flee the area 
of the drought, returning only when normal 
conditions have been restored and the land 
recovered. Creatures exposed to the full iight 
of the sun for an entire day suffer 2d6 points of 
damage a day if without adequate shade and 
water. Characters in butky and metallk armor 
suffer ld3 points of damage a turn from the 
blistering heat and exhaustion, As with ice 
blight, the effects of the spell can be lessened 
by a conrm/ weather spell and can be cancelled 
by the casting of an ice blight, The caster suf¬ 
fers all the effects of casting the ice blight 
when casting drought. The material component 
for drought is a handful of desert sand. 

Notes: Common in oriental lands; uncom- 
mon in some savage northem lands; otherwise 
very rare. 
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Ice Knife 

(Evocation) 

(Artifice , Water) 

Level: 2 
Range: Special 
Components: V» S, M 
Casting Time: l rd. 

Duration: Instantaneous 
Area of Effeci: Special 
Saving Throw; Neg. 

The wu jen casting this spell fires a dagger 
of ice ai the target. The caster makes a normal 
attack roll as if atiacking with a missile 
weapon, adjusting for the range from the 
attacker to the target (the knife has a long 
range of 30 yards, a medium range of 20 yards, 
and a short range of 10 yards), A suecessful hit 
causes 2d4 points of damage. If the ice knife 
inisses its target, consuit the rules for grenade- 
like missiles in the DMG to determine where it 
Jands. 

When an ice knife strikes a solid object or a 
creature, the knife shatters, releasmg a wave of 
numbing eold. AH creatures within a 5-foot 
radius must make a successful saving throw vs* 
paralyzation or suffer Id4 points of coid dam¬ 
age and becomc numb for ld3 rounds. Proxim- 
ity to a major source of heat, such as a roaring 
bonfire, improves a creature’s saving throw by 
+2. Numbed creatures have their movement 
rates reduced by half and their attack rolls suf¬ 
fer a -2 penahy. 

An ice knife ihat misses or is lost cannot be 
picked up by the caster (or anyone else) and 
thrown again. If the knife is touched it insiantly 
shatters, releasing its numbing cold, If a lost 
knife is not touched, it melts away in a pool of 
water 1 round after it was originally created; 
this melting occurs regardless of the environ- 
menta! temperature, 

The materiaI components for this spell are a 
drop of water from melted snow and a tiny sil- 
ver dagger. 

Notes: Common in oriental lands; uncom- 
mon for Frost or Water mages; otherwise rare. 



Ice Storm 

(Evocation) 

(Water) 

Level: 4 

Range: lOyds./level 
Components: V, S, M 
Casting Time: 4 
Duration: Special 

Area of Effcct: 20 ff radius (hail) or 40 ff 
radius (sleet) 

Saving Throw: None 

This spell ean have one of two effects, at the 
casteCs option: E t the r great hail stones pound 
down for one round in a 20-foot*radius area 
and inflict 3dl0 points of damage to any crea¬ 
tures within the area of effect, or driving sleet 
falis in an 40-foot-radius area for one round 
per caster level. 

The sleet blinds creatures within its area for 
the duration of the spell and causes the ground 
in the area io be icy s slowing movement by 
50% and making it 50% probable that a crea¬ 
ture trying to move in the area slips and falis. 
The sleet also extinguishes torches and small 
fires. Note that this spell will negate a heat 
metal spell. 

The material components for this spell are a 
pinch of dust and a few drops of water. 

Notes: Common spell (PHB). 

Icejacket, ZaJa’s 

See Zala’s icejacket. 

Icelance 

(A Iterat ion) 

(Water) 

Level: 3 

Range: lOyds./level 
Components: V t S* M 
Casting Time: 3 
Duration: Lnstantaneous 
Area of Effect: Crcates l lance 
Saving Throw: Special 

This spell will function only ifthere is suffi¬ 
cient ice present—usually no less than 10 Ibs. 
though the remnants of an ice storm spell will 
suffice. The spell causes the shards of ice to 
retbrm into a long magica! lance of ice that then 
spirits off in the direction dictated by the caster 
against a parti cui ar target of the caster's choice. 

The lance strikes with the ca$ter’s THAC0 
and a +4 bonus; it inflicts 5d6 points of dam- 
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age and thc target creature must save vs. spei! 
or be stunned for Ld4 rounds. 

The icelance travels in a straight line. It 
crumbles to tts component shards if ii misses 
the target creature or if it strikes some other 
target before hitting the intended one. The spe 11 
creates only a single lance. 

Notes: Common for Frost or Water mages, 
otherwise uncommon. Originally from the 
Forgotten Realms setting, Known to be in 
the Tome ofRathdaen . 

Iride, GemidaiTs 

See Gemidan's icicle. 

Identify 

(Divination) 

(Universa!) 

Level: I 
Range: 0 

Components: V, S, M 
Casti ng Time: Special 
Duration: \ rd/level 
Areaof Eflfect: 1 item/level 
SavingThrow; None 

When an identify spell is cast magica) items 
subsequently touched by the wizard can be 


identified. The eight hours immediately pre- 
ceding the casting of the spell must be spem 
purifying the items and removing influences 
that woiild corrupt and blur their magical 
auras. If ibis period is imerrupted, it must be 
begun again. When the spell is cast, each item 
must be handled in turn by the wizard. Any 
consequences of this handling fall fuily upon 
the wizard and may end the spell, although the 
wizard is allowed any applicable saving throw. 

The chance of learaing a ptece of Informa¬ 
tion about an item is equa! to 10% per Jevel of 
the caster, to a maximum of 90%, rolled by the 
DM, Any roil of 96-00 indicatos a false read- 
ing (91-^95 reveals notbmg), Only one function 
of a multifunction item is discovered per han¬ 
dling (that is, a $fh-levei wizard eould attempt 
to determme the nature of fi ve different items, 
five different functions of a single item, or any 
combinat ion of the two}* If any attempt at read- 
ing falis* the caster cannot learn any more 
about that item until he ad varices a Icvel. Note 
that some items, such as special magical tomes, 
cannot be identified with this spell. 

The item never reveals ita exact attack or 
damage bonuses, although the fact that it has 
few or many bonuses can be determined. If it 
has charges, only a general indteatton of the 
number of charges remaining is learned: pow- 
erfui (81%-i 00% of the toial possible charges), 
sirong (61%-80%), moderate (41%~60%) t 
weak (6% - 40%), or faini (five charges or 
tess). The faint resuit takes precedence, so a 
fully eharged ring of ikree wishes always 
appears to be only faintly charged. 

After casting the spell and determining what 
can be learned from it, the wizard loses 8 points 
of Constitution* He must rest for one hour to 
recover each point of Constitution. If the 8*point 
loss drops the spellcaster below a Constitution 
of t, he falis unconscious. Consciousness is not 
regained until full Constitution is restored, 
which takes 24 hours (one point per three hours 
for an unconscious character), 

The material components of this spell are a 
pearl (of at leasi 100 gp value) and an owl 
feather steeped in wine, the infusion must be 
drunk prior to spellcasting. If a htckstone is 
powdered and added to the infusion, the div- 
inatton becomes much more potent: Exact 
bonuses or charges can be determined* and the 
functions of a multifunctional item can be 
learned from a single reading. At the DM*s 
option, certain properties of an arti fact or relic 
might also be learned. 

Notes: Common spell ( PHB )* 
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Identify Race — Neogi 


r 


a 


Identify Race — Neogi 

(Divination) 

Level: 4 

Range: Touch 

Componente: V, S 

Casting Time: 4 

Curatiori: I rd*/level 

Area of Effect: Creature touched 

Saving Throw: None 

This unusual spell is used by the neogi to 
identify the capabilities of a aewly encountered 
race. The spell provides for the easter the name 
of the race (as it is known to the creature 
itself)* its general combat abilities, a brief 
knowtedge of the creature*s customs, and what 
the creature needs to survive. The spell can 
identify only one piece of Information (for 
example, the usual methods of attack) per 
round. The DM must decide if the information 
being sought is avadable. The spell will only 
identify with that particular creature’s life, not 
the race as a whole, so various readings are 
possible. For example, the lifestyle and abi li- 
ties of a human wizard of Thay from the 
Forootten Realms setting will differ greatly 
from those of a human Knlght of Solamnia 
from Krynn of the Dracon lance setting* 

This spell is used by the neogi to determine 
the abilities and needs of a potentia! slave with- 
out serious risk to the slave*s life. Although this 
spell may seem somewhat trivial to other races* 
it has been witnessed ibat ships bearing neogi 
wizards capabJe of casting this spell have far 
more powerftil slaves than those that do not. 

Notes: Restricted to neogi; common. 

Identify Species 

(Divinatio») 

Level; 3 

Range: 10 ft./level 
Components: V, M 
Casting Time: 3 
Duration: 1 rd./level 
Area of Effect: 1 creature/round 
Saving Throw: Neg* 

By using this spell, the easter can determine 
the race and species of a creature* One creature 
can be examined per round whjle the spell 
remains in effect. A saving throw vs. spell is 
allowed only for creatures that realize a spell is 
being cast at them and actively resist. For the 
spell to be effective, the subject creature *s loca- 



tion must be known to the easter. If the spell 
works, the name of the creature*s species 
immediately comes to the casteris mind. 

This spell is useful when dealing with crea¬ 
tures in disguise, beings deformed by the 
effects of the red curse of cinnabryl t or uniden- 
tified monsters. The spell sees through magica! 
or normal disguises and deformations, includ- 
ing such spells as polymorph other. 

There is one exception* Since the aranea spi- 
derfolk created this spell, it detects the true 
race of aranea only when they are in giant spi- 
der form. If used upon an aranea in another 
form (such as one affected by polymorph self 
or shape change, or otherwise altered in form), 
the aranea is detected as a creature of the 
apparent species, Nobody else knows enough 
about the aranea to create a version of the spell 
that can successfully identify aranea in another 
form* 

The spelTs material component is two 
strands of animal hair twisted tightly together 
The hairs are pulled a pari during casting, and 
are consumed when completely separated. 

Notes: Common for aranea spider-folk or 
wizards from the Red Steel setting; otherwise 
virtually unknown* 


Identify Tighmaevril 

(Divina tion) 

Level: 4 
Range: 100 yds* 

Components: S, M 
Duration: 1 rd./level 
Casting Time: 4 
Area of Effect: l eu* yd. 

Saving Throw: None 


Identify tighmaevril allows the easter to dis- 
tinguish the bloodline-draining “bloodsilver" 
from other metals. Bccause of the spelEs rela¬ 
ti ve ly short duration and limited area of effect, 
it i$ most useful for confirming whether a 
found object is indeed forged of tighmaevril. 

The spell causes ali tighmaevril within the 
chosen area of effect to glow a bright burgundy 
color and to pulse in a manner visibie only to 
the easter. If* for some reason* the easter can- 
not see the tighmaevril affected by the spell 
(because of magical darkness or interposing 
walls), he will sense the metaPs locat ion* but 
not its shape or size. 

The material component, which melts during 
the casting, is a band of copper wire wrapped 
around a rod of Steel. 
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lltusory Wall 


Notes: Common in Cerilia, the Birthricht 
setting; otherwise rare. This spell is castable 
outside the Cenlian setting. 

Ignite Flame — Old Empire 

(E vocat ion) 

(Fine) 

Level: 1 
Range: lOyds* 

Component®: Y S 
Casting Time: 1 
Duration: 3 rds. or less 
Area of EfFect: Special 
Saving Throw: Neg. 

With this spell, a wizard can create a small 
area of hot flame, typieally a three-inch-square 
area. If cast on exposed flesh, this causes ld3 
points of damage per round, The vfctim can put 
out the flames by spending one round smother- 
ing them, receiving damage for that round but 
automatically putting out the flames. The 
flames go out by themselves after three rounds. 

If this spell is cast on flammable material, it 
grows into a small fire, destroying flammable 
materials such as paper, eausing exposed flasks 
of oil to explode, or creatmg a bonfire. Affected 
materials stili receive saving throws vs, normal 
fire; flame produced by the ignite flame spell is 
normal, not magical, fire* 

Notes: Common spelL As a Forgotten 
Realms Old Empire spell, initia! exposure 
requires a mentor or a read Southern magic 
spell. 

Illusionary Script 

(Illusion/Phantasxn) 

Level: 3 
Range: Touch 
Components: Y S, M 
CastingTime: Special 
Duration: 1 day/Ievel 
Area of Effect: Script reader 
Saving Throw: Special 

This spell enables the wizard to write 
tnstructions or other information on parch- 
ment, paper, etc. The illusionary script appears 
to be sgmc form of foreign or magica! writing* 
Only the person (or people) who the wizard 
destres to read the writing can do so. An illu* 
sionist recognizes it for illusionary’ script 

An unauthorized creature glancing at the 
script must roli a saving throw vs. spell. A suc- 

J - 


S 

cessful save means the creature can look away 
with only a mi Id sense of disorientalion, Fail- 
ure means the creature is subject to a sugges* 
tion implanted in the script by the caster at the 
time the illusionary script spell was cast. The 
suggestion cannot require more than three 
turns to carry out. The suggestion couid be io 
close the book and leave, or to forgei the exis- 
tence of the book, for example, A successful 
dispet magic spell will remove the illusionary 
script, but an unsuccessful attempt erases ali of 
the writing. The hidden writings can be read by 
a combination of the true seeing spell and 
either the read magic or comprehend lan- 
guages spell, as applicable. 

The material component is a lead-based ink 
that requires special manufacture by an alche- 
mist, at a cost of not less than 300 gp per 
usage. 

Notes: Common spell (PHB). 

Illusionary Wall 
(Illusion/Phantasm) 

Level: 4 
Range: 30 yds. 

Components: V, $ t M 
Casting Time: 4 
Duration: Permanent 
Area of Effect: l x 10 x 10 fL 
Saving Throw: None 

This spell creates the tllusion of a wall, 
floor, ceiling, or similar surface, which is per¬ 
manent untii dispelled, It appears absolutely 
real when viewed (even magieally, as with the 
prtest spell true seeing or its equivalent), but 
physical objects pass fhrough it without diffi- 
culty, When the spell is used to hide pits, traps, 
or normal doors, normal demihuman and magi- 
cal detection abilities work normal ly, and touch 
or probing searches reveal the true nature of 
the surface, though they do not cause the illu- 
sion to disappear. 

The material component is a rare dust that 
costs at least 400 gp and requires four days to 
prepare. 

Notes: Common spell (PHB). 

lllusory Wall 

Aka illusionary wall. 
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Hyykur’s Mantle 

(Abjuratiun) 

Level: 4 
Range: 0 

Components: V* S* M 
Casting Time: 4 
Duration: l rd./leveJ 
Arca of Effect: The caster 
Saving Throw: None 

When Ilyykur i mantle is called into being, 
the caster is surrounded by a luminous aura 
that completely covers him, conforming to the 
comours of his body, This mantle does not 
affeci any physica! or magica! abilities of the 
caster, but does affeci spells that are cast 
against him, The effccts are: 

* +3 on ali saving throws against ai] enchant- 
ment/chann spells that ailow a saving throw. 
The mantle does not grant a saving throw 
against spells that do not normatly ailow one; 

* +1 on all other saving throws vs. spell, again 
provided that one is aflowed under the spell 
description; 

* All damage from electrical attacks, including 
shocking grasp and lightning bolt, is halved 
(saving throws can negate or haJve the damage 
again). 

The mantle protects only the caster and the 
ca$ter T s familiar, provided that the creature is 
relatively small (size S) and remains in physi¬ 
ca! contact with the caster. 

The materia! component of this spell is a 
natura! (not cut or finished) gem. 

Notes: Rare or very rare spetl from the 
Forggtten Realms setting. Known to be in 
the Tome of the Covenant. 


guard with a dimension door to the location of 
iis master T s throne room. 

Once this spell has been given to an undead 
creature* it remains with that creature. The wiz- 
ard who imbues the spell loses the use of one 
spell of that particular leve!—until the creature 
discharges the spell or is destroyed. For ex am¬ 
ple, if wizard imbues a skeleton with a firehall 
spell, the wizard has one less 3rd-level spell 
available. A wizard can imbue as many differ¬ 
ent undead as he has imbue spells or spells to 
give away. No spell above 5th leve! can be 
imbued, nor can an undead creature receive 
more than one spell at a time. 

Once discharged the imbued spell takes effect 
as if it were cast by the wizard for purposes of 
range, duration, area of effeci, and damage. No 
materi al t verbal or somatic materials are required 
at the lime of the undead’s casting (any maieriah 
are expended at the time of tmbuemenfh and the 
casting time of the released spell is !. 

The materia! components of imbue undead 
with spell ability are a small scroll of paper 
upon which is written the name of the imbued 
spell in squid ink and any materia! components 
required by the imbued spell. 

Notes: Uncommon for necromancers; other- 
wise very rare. From the Forgotten Realms 
setting, it is known to be in the lich Kyristan^s 
tome, Studies in Deatk 

Immediate Animation 

Athasian Dragon-King magic; 
psionic component renders the 
spell uncastable by wizards. 

Immunity 

See immunity to poison and disease. 



Imbue Undead with Spell Ability 

(Necromancy) 


Immunity to Adherence — Drow 

(Ahjuration, Aileration) 


Level: 6 
Range: Touch 
Components: V, S T M 
Casting Time: l tum 
Duration: Special 
Area of Effect: l undead 
Saving Throw: None 

The wizard using this spell grants an undead 
creature one use of a panicular spell the wizard 
has memorized, Any sort of spell can be trans¬ 
ferret and will take effect when released as if 
cast by the wizard. For example, a ghoul can be 
invested with a lightning bolt, or a skeleton 


Level: 1 

Range: Touch 

Components: V S, M 

Casting Time: 3 

Duration: 1 rd./level 

Area of Effect: Creature touched 

Saving Throw: None 

This spell confers upon the drow or another 
being temporary immunity to magical and nat¬ 
ura! webs, viscid gtobs (such as those produced 
by a wand of viscid globs), the sticky secretioris 
and natural glue-like properties of roper strands, 
mimic pseudopods* cave fisher filamenta, and 
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Immunity to Spider Venom — Drow 


similar impediments. These perils do not ham- 
per or ding to the spell recipient, who can move 
and act normally. 

The materiat components for this spell are a 
milkweed secd or other windbome seed “key” 
or **pu£f™ and a drop of water* alcohol* tears* or 
spittle. 

Notes: Restricted to drow; uncommon. Note 
that the materiat component ts difficutt for 
subterranean drow to acquire. 

Immunity to 

Magical/Normal Weapons 

See invuinerability to magical/normal weapons 
and protectiori from magical/normal weapons. 

Immunity to Poison and Discase 

(Abjuratum) 

Levcl: 5 
Range: Touch 
Components: V S t M 
CastingTime: 5 
Duration: 24 hrs< 

Area of Effect: Creature touched 
SavingThrow: None 

This spell renders the recipient immune to dis- 
ease T parasitic infestaiion* poison* and natura! ven- 
oms. Even magica! or cursed diseases such as 
lycamhropy and rnumrny rot cannot takc fooid in 
the subject while the speiI is in effect The spell 
repels the attacks of such vermin such as rot grubs 
and ear seekers* and prevents damage from yellow 
motd spores and similar infcstations. 

Immunity ta poison and disease only affects 
the recipienti subsequent exposure—it has no 
effect on diseases, parasites T or poisons already 
afRicting the recipient when the spell is cast. 

The materiat component is a grmind bay teaf. 

Notes: Restricted to witches (commoti) and 
abjurers (very rare); the latter must be trained 
by a witch—part of this training implanis a 
fatal cuise that is triggered against the abjurer 
and student if the knowledge is passed on. 

Immunity to Spider Venom — Drow 

(Abjuration) 

Level : 2 

Range: Touch 

Components: V, S, M 

Casting Time: 2 

Duration: 2 rds. + 1 rd./tevel 

Area of Effect: Creature touched 

SavingThrow: Neg, 


This spell confers upon the caster or another 
touched creature (who* even if willing* receives 
a saving throw; if successful, it breaks the 
spell) absolute immunity to ali effects of the 
venom. intemal ftuids, digestive juices or 
secretions* or sptlled gore of any araehnid (that 
is* corrosive as well as poison effects are 
negated), Fresh-spun webs will not adhere to 
the prorected being, and the spell recipient is 
even immune to any blinding effects that would 
normally resuit from being spraycd in the face 
by such fluids. 

The spell also confers upon the protected 
being a +2 saving throw bonus against all other 
acids* venoms, and poisons (ingested* ccmtact 
or insinuative). 

The material component of this spell is a 
whole poisonous spider of any size, alive or 
dried* which is crushed during spellcasting, 

Notes: Restricted to drow; uncommon. 
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Immunit} to Undeath 

(Abjuration* Necromancy) 

Level: 9 
Kangc: 0 

Components: V» S, M 
CastingTime: 1 rd, 

Duration: 1 rd ./level 
Area of Effect: 40-ft. radius 
Saving Throw: None 

This spell creates a globe that moves with 
and is centered on the caster. The perimeter of 
Ihis protected area glows with a very faint 
blue-white radiance* visibfe only in gtoomy or 
dark surroundings. Ali creatures can freely 
pass into and out of the globe. 

Within Ihe globe» all betngs are rendered 
immune to undead energy draining attacks, 
Strength draining attacks, mental eontrol» and 
all undead powers that cause fear, paralyzation* 
aging, or death (such as a banshee wail). The 
undead can be turned as usual 

A creature leaving the globe becomes nor- 
mally vulnerable to undead attacks while it is 
outside the area, A being on the perimeter is 
protected as long as any part of its body is in 
contact with the globe. 

Within the globe» physkai attacks by undead 
creatures inflict normal physical damage. 
Undead cannot voluntarily change form (for 
example, a vampire cannot tum from gaseous 
to solid form or vice versa)» nor can undead 
creatures such as zombies be animated. Shad- 
ows and other hard-to-disccrn undead are 
clearly outlined at ait times while within the 
globe and are vulnerable to all weapons. 

The caster cannot end the spelLs effects 
before the spell expires. A successful dispel 
magic spd! destroys the globe. Spellcasting 
may be freely undertaken within the globe by 
any caster. 

The material components of this spell are a 
drop of the casterblood» a seed from any 
piant* and a drop of holy water. 

Notes: Very rare spell from the Forgotten 
Realms setting; virtually unknown elsewhere. 
Known to be in The Giartdars Grimoire . 


Immurk’5 Distractiori 

(E nc h an tm e n t/C h a r m) 

Level: 2 

Range: Touch 

Components: V» S f M 

CastingTime: 1 turn 

Duration: Special (maximum 24 hrs.) 

Area of Effect: 5G-ft radius from item touched 
Saving Throw: Special 

When this spell is cast on a concealed item* 
it clouds the mind of anyone seeking the item 
and within 50 feet of it» so that they will not 
find the hidden item. The caster can exclude 
specific individuals from the effect (these must 
be specified at the time of casting); all other 
searchers musi make a successful saving throw 
vs. spell or fail to ffnd the item. For example* if 
the item is concealed under a blanket, it simply 
will not occur to an affected individua! to look 
under that blanket. 

An individual who successfully saves does 
not necessarily find the item. The character 
only avoids the spelFs misdirection; unless the 
right place is successfully searched, the item 
remains hidden. 

An item in plain sight is not protected. Simi- 
larty* an individua! who is not looking for the 
affected item is not affected by the spell* and 
may thus stumble across the item accidentally. 
Once the item is touched by someone (other 
than by one specified to be immune)* the 
dweomcr is canceled. 

An affected individual specifically directed 
to look in the right location (for example, by 
someone outside the area of effect) will do so* 
but will fail to find the item. Thus ? if digging 
for a buried chest based on paced-off direc¬ 
tioris» an affected individual makcs just enough 
mistakes to dig in the wrong place. 

The caster chants and gestures while casting 
the spell, scattering a mixture of sand and dia- 
mond dust (from a diamond of at least 500 gp 
value) over the protected item. 

Immurk *s disiraction is said to have been 
researched for Immurk by Selzen, a mage of 
Procampur. 

Notes: Rare or very rare spell from the 
Forgotten Realms setting; uneommon or rare 
in the Inner Sea region. 

Impenetrable Lock» Odeen^s 

See Odeen's impenetrable lock. 
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Empruved Armor, 


Im personatiori 

(Illusion) 

Level: 6 
Range: Touch 
Components: V, S t M 
CastingTime; l ni 
Duration: 1 tum/levcl 
Area of Effect: Person touched 
Saving Throw; Special 

This spell must be casi upon a wilJing sub¬ 
jeci, who immediateJy assumes the appearance 
of a person of his choice. The subject becomes 
the same height, sex, and race of the target per* 
son selected, even speaking with the same 
voice, and gesiuring with the same manner* 
isms—the impersonator is indistinguishable 
from the original m all outward appearances. 

However, the impersonator does not acquire 
the originali memories or abilities, and cannot 
automatically speak the originaPs language. 
Furthermore, if the impersonator does anything 
that is out of character for the original, any- 
body present who knows the original is allowed 
a saving throw vs, spell. Those makiog a suc- 
cessful save see through the illusion and real* 
tzes that an impostor has taken the originaPs 
place. 

The materia! component is a drop of blood, 
lock of hair t or cherished possession belonging 
to the original individuaL 

Notes: Uncommon for illusionisis; other- 
wise rare (L&L). 

Impmonment 

(Abjuration) 

Reversible 

Level: 9 

Range: Touch 
Components; V, S 
CastingTime: 9 
Durat ion: Permanent 
Area of Effect: I creature 
Saving Throw: None 

When an imprisonment spell is cast and the 
victim is touched, the recipient is entombed in 
a state of suspended animation (see the 9th- 
leve! wizard spell temporal stasis) in a small 
sphere far beneath the surface of the earth. The 
creature remains there unless a reverse of the 
spell, with the creature^ name and backgrountf 
is cast, Magica! search by a crysial ball , a 
locate object spell, or simii ar means will not 


revcal the Faci that a creature is tmprisoned. 
The imprisonment spell functions only i f the 
subject creature's name and backgromid are 
known. 

The reverse spell, freedom. cast upon the 
spot at which a creature was entombed and 
sunk into the earth, causes it to reappcar at that 
spot. If the caster does not perfectly intone the 
name and background of the creature to be 
freed, there is a 10% chance that I to 100 crea¬ 
tures will be freed from imprisonment at the 
same time, 

Afole; The exact details of any creatures 
freed are up to the DM. A random method of 
determining this is to roll percentile dicc twice 
(once for imprisoned creature density and once 
for a base number of creatures at maximum 
density). The rolls are multiplied and rounded 
to the nearest whole number. Each released 
creature has a 10% chance to be in the area of 
the spellcaster, If monsters are being generaied 
randomly, roll ld20 for level, with rolls of9+ 
eonsidered 9, and the exact monsters deter- 
mined by the random encounter tabi es. 

For exaruple, if the initia! rolls were 22 and 
60, the number of monsters released is .22 x 
.60 = .1320 = 13 monsters, Since only 10% of 
these will be in the immediate vicinity of the 
caster t the wizard may encounter only one or 
two of them. 

Notes: Commoti spell (PHB). 

Improved Armor 

(Cunjuration) 

Level: 4 
Range: Touch 
Components: V, S, M 
Duration: Special 
Castmg Time; 4 
Area of Effect: 1 creature 
Saving Throw: None 

Like the Ist-level armor spell, this enchant- 
ment creaies a faintly glowing magica! fteld of 
energy around a target individua! that serves as 
if it were field piate (AC 2). 

The spell has no effect on a person already 
armored or a creature with Armor CJass 2 or 
better, bul it is cumulative with Dexterity 
bonuses. Improved armor does not affect a 
creature'$ movement or hinder spellcasting, 
and it has no weigbt. 

Improved armor remains ab out the individ¬ 
ua! untii dispelled or until the individua! suf¬ 
fers damage equa! to 10 points plus twice the 
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Improved Blink 
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caster's levef. For example, if an 8th-level wiz- 
ard casi ihis spell upon himself, the armor 
would remain intact umil he sulfered 26 points 
of damage. The armor does not prevent thc 
spell recipient from suffering the damage: 
damage both affects the protected individua! 
artd reduces the duration of the spell. 

The maierial component is a cube of pol- 
ished Steel, 

Notes; Common on Cerilia, the Birthright 
setting; unknown elsewhere. This spell fune- 
tiona only in the Cerilian setting. 


offensive fellow. The fighter rolls a modified 6 
for initiative, so the wizard waits uotil 6, then 
blinks, making the fighter mtss. At that time, 
he starts his lightning holt, which has a casting 
time of3—ihe spell will go off on 9. 

Bccause the wizard can pick the location he 
is blinkmg to, he must bltnk to an area ciear of 
obstructions or obstacles* A caster blinking 
into a movable object is displaeed to a mndom 
location (use the blink spell rules in thc PHB to 
determinc where he ends up). 

Notes: Uncommon spell ( PO:SM ). 


Improved Blink 

(Altera tion) 

(Dimension) 

Level: 5 
Range: 0 

Components; Y S 
Casti ng Time: 1 
Duration: 1 rd./level 
Area of Effeci: The caster 
Saving Throw: None 

This spell is a variatiori of the 3rd-level wiz- 
ard spell blink „ allowing the wizard to shift his 
body to any point within 15 feet of his current 
location* Unlike the lower-level spell, improved 
blink allows the wizard to ehoose Ihe exact 
time of the blink, the exact destination, and the 
orientation or facing of his choosing. For 
example, a wizard confrontcd by an enemy 
fighter could blink just before the fighter 
attacked, reappearing directly bchind his foe 
for a back attack. If the wizard blinks away 
from an attack, his enemy automaticaily 
misses—but crea ture s with multiple attacks 
may be able to reposition themselves for 
another swing if the wizard blinks to a location 
within reach. 

A wizard intending to take any action-—such 
as attaeking, casting a spell, or using a magical 
item—must decide before the round begins if 
he will do so before or after he blinks. If he 
acts before he blinks, he may be struck by an 
attack before he finishes; he can ehoose to pro- 
ceed with his action, hoping that he won 1 ! be 
hit, or he can abort his action by tafcmg his 
blink for the round. On the other hand, if the 
wizard begins his action after his blink, the ini¬ 
tiat i ve modificr of his attack or spell is added 
to the time of his blink to determine when he 
attacks. For example, a blinking wizard who is 
dueling a fighter decides to blink First—when 
Ihe fighter attacks—and then lightning bolt Ihe 


In the PLAXER OPTtON: Combat & Tac - 
lies initiative system, the wizard must 
eoum 1,2, or 3 phases from the time oFhis 
blink for fast, average, or slow aetions, Lf 
the fighter attacks in the average phasc, 
the wizard blinks during the fighter^ 
attack, and his lightning bolt (a fast spell) 
would go off 1 phase later, with any other 
slow aetions. 


Improved Biirnifig Hands 

See flame ray* 

Improved Chill Totich 

(Necromancy) 

(Shadow) 

Level: 2 
Range: 0 

Components: V, S 
Casting Time: 2 
Duration: \ rd*/level 
Area of Effeci: The caster 
Saving Throw: Neg. 

Resembling ihe lsldevcl spell chill touch. 
this spell conjures a magical aura of negative, 
bluc energy that surrounds the caster s hand. 
The energy drains the life foree of any creature 
touched by ihe wizard with a successful attack 
rolL lf the creature touched fails to make a suc¬ 
cessful saving throw vs. spell, it suffers Id 10 
points of damage and beeomes paratyzed from 
the extraordinary cold and pain, 

The paralysis lasts one hour per point of 
damage iniheted. In addit ion, the creature 
loses 2 points of Strength and Constitution, 
both of which return at the rate of 1 point per 
day. Any undead creature of less than 3 Hit 
Dice touched by the caster must save vs. spell 
or bc destroyed. 
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Noles: Restricted to undead spellcasters; 
common, Can be rescarched only in ihe 
Ravenlqft setting and triggers a Ravenloft 
powers check on completion of the attempt, 

1 mproved Double Wizardry, JonstaPs 

See Jonstal's improved double wizardry, 

Improved Featherfoot — Ninja 
(Alteration) 

Level: 4 
Range: Touch 
Components: $ 

Casti ng Time: 1 rd, 

Duration: 1 lum/level 
Area of Effeci: Person touched 
SavingThrow: None 



This spe i i improves on the 2nd-levd ninja 
spell featherfoot by additionally allowing the 
ninja to walk across stili or gcntly moving 
water surfaces (the water of a pond or a slow 
river T for example). Such travel leaves the bot- 
toms of the recipient's feet wet, so he must take 
care to Icavc no trail after leaving the water. 

Otherwise, the person affected by this spell 
gains the magica! ability to move quietly and 



weightlessiy at a norma! walking pace or 
slower. If he tries to go any faster, the spell is 
broken and lost. The person affected by this 
spell does not leave norraal footprints, nor set 
off weight- or pressure-based traps. 

Whiie the spell is in effeci, the person gains 
+30% to his move silently rolT (If without this 
skill, the person has a 30% chance to move 
silently, as a thief, for the duration of the spell.) 
Unlike the featherfoot spell, this spell has no 
reversal, 

Notes: Restricted to ninja spellcasters and 
those trained by them; common. 

Improved Haste 

(Alteration) 

Level: 6 
Range: Touch 
Components: Y S, M 
CastingTime: ! rd. 

Duration: l rd./level 
Area of Effect: Creature touched 
Saving Throw: None 

This spei! lets the wizard bestow tremendous 
speed on any one creature, The quickened crea¬ 
ture functions at double its normal movement 
and attack rates, moving and attaeking twice in 
the round, The quickened creature rolls initia- 
tive for each round normally; the first basic 
action always happens at initiative “0" in the 
round, and goes agam on his rolied initiative 
number. The creature also receives a +4 bonus 
to its Dexterity score (to a maximum of 25) for 
the duration of the spell, which can affect reae- 
tion adjustment, missile attack adjustment, and 
defensive adjustment, 

Casting the spell takes one entire round, dur- 
ing which both the recipient and the caster can 
do nothing else. The spell lasts for a number of 
rounds equal to the caster*s leyel. 

Unlike the norma! haste spell, this spell has 
no effect on the reeipienfs age, This spell 
negates the effects of a slow or improved slow 
spell. It is not cumulati ve with iiself or with 
other similar magic, 

The material components for this spell are a 
lump of grease and a spark of ftint and Steel. 

Notes: Common in the Dark Sun setting; 
this spell requires a memor who has been there 
or spell rescarch in that setting. 
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Improved InvisibUity 

(lllusion/Phantasm) 

Level: 4 

Range: Touch 

Components: V, S 

Casting Time: 4 

Duration; 4 rds. + I nL/level 

Area of Effeci: Creature touched 

Saving Throw: None 

This spell is similar io the invisibility spell, 
but the recipient is able to attack, either by mis¬ 
sile discharge, melee combat, or spell casting, 
and remain unseen, Note, however, that telltale 
traces (such as a shimmering effect) sometimes 
allow an observant opponent to attack the invis¬ 
ible spell recipient. These traces are only notice- 
able wben specifically looked for (after the 
invisible character has made his presence 
known). Attacks against the invisible character 
suffer -4 penallies io the attack rolls, and the 
invisible character*s saving throws are made 
with a +4 bonus. Beings with high Hit Dice that 
might normally notice invisible opponents will 
notice a creature under this spell as Lf they had 2 
fewer Hit Dice (they roll saving throws vs. spell; 
success indicates they spot the character). 

Notes: Common spell ( PHB ). 



Improved Msgic Missile 
(1 nvo ca tton/E voc atlo n) 

(Force) 

Level: 3 

Component s: V, S 
Range: 60 yds. + 10 yds./level 
Casting Time: 3 
Duration: Instantaneous 
Area of EfFect: I or more creat ures in 
a 10-ft*cube 
Saving Throw: None 

The improved magic missile conjures deadiy 
bolis of magical force that unerringly strike 
their targets, inflicting ld4+l points of damage 
each. However, improved magic missile can 
generate up to 10 missiles. The caster gains one 
missile at 1 st level, and then one additional 
missile for every two experience levels past 1 st 
level (two at 3rd, three at 5th^ and so on). Note 
that this spell is identical to the Ist level magic 
missile spell for wizards of less than 1 Uh leveL 
Any proteclive magtes that stop magic missile 
also stop this spell. 

Notes: Common in the Mystara setiing; 
otherwise very rare. 

Improved Magic Mouth — Bard 

(Alteration) 

Level: 3 
Range; 10 yds. 

Components: y S t M 
Casting Time: 3 
Duration: Special 
Area of Effect: 1 object 
Saving Throw: None 

This spell works in all ways like the 2nd- 
level wizard spell magic mouth ; except as foL 
lows, When this spell is cast* the mouth is 
endowed with the bard T s current knowledge, 
Intel ligence, and personality. When the prede- 
termined event occurs that acti vates the mouth, 
it converses as if the bard were actuali y there. 
For example, the mouth might say, “Who goes 
there? ,f and wait for a reply. lf the visitors 
announce their names, it could go on to say, 
“Tamak, please proceed to the music room, 
while the rest wait in the sitting roomThe 
mouth lasts until the conversation is over. 

Although the mouth can be set to activa te due 
to a visual stimulus (that is, activate if anyone 
wearing a green feather approaches the castle 
gate), once triggered, it reacts only to sounds 
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improved Phantasma] Force 
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and speech. Also note that the mouth and the 
bard are not linked Ln any way. Onee cast, the 
mouth's knowledge is set and will not change. 
Thus, if a bard is extremely angry at Tamak 
when he casts an improved magic mouth, the 
mouth will remain in a state of anger, even if the 
bard and Tamak bavc reconciled. 

Notes: Common for bards; otherwise rare. 

Improved Mantle, AlustrielN 

See AlustrieTs improved mantle. 

Improved Mind Mantle — Alhoon 

(Abjuration) 

Level: 3 

Range: Touch 

Components; V, S 

Casting Time: 3 

Duration: 1 tum/levcl 

Area of Effect: Creature touched 

Saving Throw: None 

This spell creates a cloaking web of random 
menta! impulses that screens the mind of a sin- 
gle protected being against ali mind reading 
and influenemg spells of 5th level or less (wiz- 
ard school of enehantment^charm magies and 
priest spells of the charm sphere). The creature 
is also immune to magica! item effects that 
duplicate the aforementioned spells, and to ali 
psionic teiepathic devotions. 

Rsionic teiepathic Sciences (audi as the five 
eommonly-known psionic attack fornis) can 
affect a being protected by an improved mind 
mantle, but their contact cost is doubled, Also, 
if the protected being is psionic and uses ejec- 
tion (a teiepathic Science) to force away a 
psionic attacker, no side effects are suffered, 

The mantle-wearer is also protected against 
ali teiepathic attack modes (ego whip, id 
insinuation, mind thrust, psionic blasi, and 
psychic crush) as follows: no “power score" 
effects are possible against the mantle-wearer, 
and the initiaI costs of these attacks are dou- 
bled when used against the mantle-wearer, ln 
other words, unless the psionic attacker knows 
of the protection and doubles the psionic 
strength points (PSPs) used in the attack, the 
initia! attack fails. 

An improved mind mantle is invisible, and is 
unaffected hy subsequent spellcasting on the 
part of a protected being (which also won'4 
affect it). The caster can end it instatuly by 
silent act of will, and a dispel magic spell will 
also destroy it. 


Notes: Restricted to alhoon (undead 
illithids); common, 

Improved Mirror Image — Nlnja 

(IUusion/Phanfasm) 

Level: 4 
Range: 0 
Components: S 
Casting Time: 2 rds + 

Duration: 3 rds,/lcvel 
Area of Effect: 30-ft. radius 
Saving Throw: None 

This ntnja spell works much like the 2nd- 
level wizard spell mirror image, with some 
imponant differences, 

The mirror images appear in the vicinity of 
the caster, but can move up to 30 feet away, 
Although the images must face the samc target 
or enemy (whichever one the spellcaster is fac- 
ing) t they do not have to perform exactly the 
same actions, They can draw difFerent weapons 
or appear to choose different tactics in combat 

When struck in combat, these images collapse 
as if injured or killed, feeling solid to the person 
attacking them, Only at the start of the next com¬ 
bat round do “injurii” images disappear. 

Like the images created by a mirror image 
spell, these visions can inflict no actual dam- 
age. If they attack an enemy in combat, ali their 
attacks seem to rctiss until they are struck or the 
spell duration ends, 

To determine how many images appear, the 
DM rolls ld4 and adds 1 for every three levets 
of the nmja’s spellcasting experience. 

Notes: Restricted to ninja spellcasters and 
those trained by them; common. At the DM’s 
discretion, this spell might be researched nor* 
mally by an illusionist. 

Improved Phantasma! Force 

(Jllusion/Phantasm) 

Level: 2 

Range: 60 yds. + 10 yds./level 
Components: V, S, M 
Casting Time: 2 
Duration: Special 

Area of Effect: 200 sq. ft + 50 sq. fL/level 
Saving Throw: Special 

Like the Ist-level phantasmal force spell, 
this spell creates the illusion of any object, 
creature, or force, as long as it is within the 
spelFs area of effect, The spellcaster can main- 
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tain the i11usion with minima! concentration; 
thus, he can move at half normal speed (but not 
cast oiher spells), Some minor sounds are 
ineluded in the effects of the spell, but not 
understandablc speech. Also, the improved 
phamasm continues for two rounds after the 
wizard ceases to concenfrate upon it. 

The materi al component is a bit of fleece. 

Notes: Commori spell iPHB). 

Improved Skull Watch 

(Necromancy) 

Level; 5 

Range; Touch 

Components: V T S* M 

Casting Time: 5 

Durat ion: Until activated 

Area of Effect: 20-ft* wide x 90-fl. long path 

Saving Throw: None 

This spei E is an improved version of skull 
watch, used by necromancers with large per¬ 
manent bases. Like skull watch r the improved 
spell sets an enchanted skull either on a surface 
or hanging in midair. Living intelligent crea¬ 
turos entering the area 20 feet wtde by 90 feet 
long in ffont ofthe skull will activate it* 

The activated skull scrcams; this can be 
heard up to a quarter-mile away, The skull 
mentally communicates the presence of intelli¬ 
gent living creatores to the caster, if the caster 
is on the same plane as the skull. The skull 
communicates both its iocation and generat 
visible data about those wto activated it (race, 
appearance, visible weapons, and so forth* but 
not alignmenL levet, or magical abilities). 

The wizard can create as many watch skults 
as he has leve Is. Rach one sounds alike in its 
scream. Once activated the floating skull sinks 
slowly to the ground and can be reused later. 
ShouJd the caster die before a skull is activated, 
it will continue to operate until triggered or 
de activated. 

Once the skull is in place it cannot be moved. 
It is not undead and thus not subject to tuming. 
A dispet magic spell will deaetivate the skull* 
as will destroying the skull itself. The skull has 
AC 5 and 2 hit points for every level of the 
caster. Destroying or dispelling the skull makes 
the caster aware of its destruet ion, but does not 
reveal the attackeCs nature. 

The spell requires the complete skull of a 
humanoid, intelligent creature. Its materia! 
component is a bit of earwax. 

Notes: Uncommon for necromancers; other* 


wise very rare. In the Forootten Realms set- 
ting, it is known to be in the book Tidings of 
Conflict and Woe. 

Improved Slow 

(Alterat ion) 

Level: 6 

Range: 90 yds. + 10 yds,/1evel 
Components: V,S t M 
Casting Time: 6 
Duration: 1 rd./level 
Area of Effect: Thirty IG-ft. cubes* 

Saving Throw: Neg. 

This spell causes the affected creatures to 
move and attack at 1/9 their normal rate. In 
combat* affected creatures oniy attack every 
ninth round* and they cannot cause damage 
from normal melee attaeks, Howevcr, they do 
attack with a -8 penalty for nonstandard melee 
attacks, such as touch energy drain and paraly¬ 
sis—such attacks* if successful, have their 
stated effect wiihout penalty. Creatures under 
this spell have a +8 penalty to their AC as well. 
The caster can vary the area of effeci as desired, 
arranging the thirty 10-foot cubes (30*000 
cubic feet total) in any continuous shape, pro- 
vided no section extends beyond the range of 
the spell. Alt creatures entirely within the area 
of effect may be shwed> but each is entitled to 
a saving throw vs. spell to negate the spell. 
This spell negates the effeets of a has te or 
improved haste spell. 

The material component for this spell is a 
titiy golden statue (minimum 10 gp value). 

Notes; Common in the Dark Sun setting; 
this spell requires a metuor who has been there 
or spell research in that setting. 

Improved Sptder Climb — Drow 

(Altention) 

Level: 2 

Range: Touch 

Components: V S* M 

Casting Time: 2 

Duration: 3 rds. + I rd./level 

Area of Effect: Creature touchcd 

Saving Throw: Neg. 

This spell is an improved version of the Ist- 
level wizard spell spider climb. The recipient 
can climb on vertical surfaces and hang upside 
down from ceilings, moving at a rate of 8 (4 if 
at ali encumbered); bare hands and feet are not 
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required, and small objects do not stick to the 
recipienti body: a recipient can easily cast 
spells while sticking to a wall with feet and. or 
back. The caster can end the effect with a word 
(if this causes a fall, norma! damage appltes). 
Sufficient force or impact can also tear the 
recipient frce; the DM must assign a saving 
throw based on the circumstances. 

The materiat components of this spell are a 
drop of bitumen (piteh) or tree gum, and a live 
spider, both of which must be eaten by the 
recipient. Unwilling recipients must be 
touched, must eat the components, and must 
also fail a saving throw vs. spell* to be affected. 

Notes: Restricted to drow; uncommon. 


Strength 

Equivalent 

Rock Hurling 

Seore 

Giant Type 

Range 

Damage 

19 

Hili gianl 

80 yds. 

ld6 

20 

Stone giant 

100 yds. 

ldH 

21 

Frost giant 

100 yds. 

ida 

22 

Fire giant 

120 yds. 

ldS 

23 

Cloud giant 

140 yds. 

td 10 

24 

Storm giant 

160 yds* 

Id 12 

25 

Titan 

200 yds. 

td20 


When the spe 11 ends, the recipient is struck 
by intense exhaustion, and can do nothing 
excepi resi for Id3 full turns. The material 
compotient is a strand of hair from a giant. 

Notes: Uncommon (PO:SM). 


Improved Strength 

(Alteratkm) 


Improved Vampirie Toueh 
(Necrumancy) 


Level; 4 

Range: Toueh 

Components: V, S, M 

Casting Time: 4 

Durati on: 1 rd ./level 

Area of Effect: Creature touched 

Saving Throw: None 


Level: 4 

Range: Toueh 

Components: V, S 

Casting Time: 4 

Duration; 1 day 

Area of Effect: The caster 

Saving Throw: None 


By casting this spell, the wizard can empower 
a creature with superhuman strength. Unlike the 
2nd-lcvcl strength spell, improved strength 
allows the recipient of the spell to ignorc race or 
class restrictions on his maximum Strength 
score, possibly reaching scores as high as 25, 
The exact amount of strength gained varies by 
the recipient's class group (see teble). 


Class 

Strength Gain* 

Warrior 

ld8+4 {max 25) 

Priest 

ld6+4 (max 23) 

Rogue 

ld6+4 (max 23) 

Wizard 

ld4+4 (max 21) 


*Count cach pcrccntilc bracksi; of cxceptional strcngih as one 
poim; Lhc Sircngth gain procecdt as 18, 18/01, 18/51, 18/16, 
18/91. 18/00. 19. andsoon. 

Even if the recipient is not a warrior, he 
gains ali the benefits of an exceptional Strength 
category; for example, if a thief with a Strength 
of 14 gained 7 points, he would possess a 
Strength of 18/76 for the duration of the spell. 
In addition to the attack and damage bonus, 
incrcased chance to open doors or bend bars, 
and increased carrying capacity, the spell 
recipient may temporarily gain the ability to 
throw boulders as a giant of equivalent Strength 
(see tahle). 


A more dangerous version of the 3rd-level 
spell, vampirie toueh, this spell inflicts ld6 
points of damage per two caster levels, to a 
maximum of 9d6 at 18th level. The caster must 
toueh his opponent with a sueeessfu! melee 
attack; the spell lasts until discharged by a 
toueh or until one turn passes. Hit points 
drained from the opponent are added to the 
cast er's own total, with any hit points a bove the 
caster^ normat maximum treaied as temporary 
bonus hit points. Damage is subtracted from 
the bonus hit points first, and any remaining 
after one day dissipate. 

The victim of this spell can rccover lost hit 
points through norma! or magica! healtng; 
undead creatures are compietely unaffected by 
the spell. 

Notes: Restricted to necromancers; uncom¬ 
mon. Can be researched only in the Ravenloft 
setting and triggers a Ravenloft powers check 
on completion of the attempi. Some sources 
refer to this spell as lich toueh. 
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Improved Whispering Wind 

(AJ te ratio iu Phantasm) 

(Air, Song) 

Levd: 3 

Range: l mi./level 
Components: V, S 
CasiingTime: 1 
Duration: Special 
Area of Effect: 5 ft radius 
Saving Throw; None 

This variation ofthe 2nd-level whispering 
wind spell functions like that spell* except that 
once the wind arrives, the caster can converse 
with the subject freely (thougfa in a whisper) 
for as many rounds as the wizard has leve Is of 
experience. 

The wizard is ablc to either send a message 
or create some desircd sound effeci, excluding 
sound-based special attacks, The wind can 
travcl as many miles above ground as the spell- 
easter has levels of experience, to a specific 
location within range that is familiar to the 
wizard, The wind is as gentle and unnotieed as 
a zephyr until it reaches the location. The spell 
operates regardless of whether anyone is pre- 
sent to hear it, then the wind dissipates, 

The wizard can cause the wind to move as 
slowly as a mile per hour or as quickly as a 
mile every mrn. When the spell reaches its 
objective, it swirls and remains for the spell 
duration. As with the magic mouth spell, no 
spell can be cast via the whispering wind, 

The spell was developed by the wizard Sha- 
zogrox. 

Notes: Uncommon for Air mages; otherwise 
rare. 



Inaccuracy 

Reversed form, see accuracy. 

Incendiary Cloud 

(AJteration, Evocat ion) 

(Air, Fire+Atchemy) 

Levd: 8 
Range: 30 yds. 

Components: y S f M 
Casting Time: 2 
Duration: 4 rds. + ld6 rds. 

Area of EfFect: Special 
Saving Throw: A 

An incendiary cloud spell exsctly resembles 
the smoke effects of a pyrotechnics spell* 


except that its minimum dimensions are a 
cloud 10 feet tali, 20 feet wide, and 20 feet 
long. This dense vapor cloud billows forth and 
on the third round of its existence begins to 
flame, causing ld2 points of damage per levd 
of the spellcaster. On the fourth round, it 
inflicts ld4 points of damage per levd of the 
caster, and on the fifth round this drops back to 
l d2 points of damage per Levd as its flames 
burn out. In any successive rounds of exis- 
tence, the cloud is simply harmless smoke that 
obscures vision within its confines. Creatures 
within the cloud need to make only one saving 
ihrow vs. spell if it is successful, but if they fail 
the first saving throw, they roll again on the 
fourth and fifth rounds (if necessary) to attempt 
to reduce the damage sustained by one-half 

In order to cast this spell, the wizard must 
have an available fire source <just as with a 
pyrotechnics spell), scrapings from beneath a 
dung pile, and a pinch of dust. 

Notes: Common spell (PHB). 

Incendiary Entrapment 

(Alteration) 

(Alcftemy, Fire} 

Levd: 7 
Range: Touch 
Components: V, S, M 
Casting Time: 1 rd. 

Duration: Special 

Area of Effect: 100 sq. ft, or more 

Saving Throw; l A 

This spell allows a wizard to create a magi¬ 
ca! trap upon a floor, stairway, door, or other 
surface. The area affected is 100 square feet at 
14th level, with an additional 50 square feet 
per levd affected thercafter (thus, a 20th-level 
wizard can affect a 20 x 20 foot area), 

When a creature touches the surface, the 
area explodes into flames after a delay of 20 to 
60 seconds, causing combustibles to ignite and 
other substances to melt, vaporize, or char, 
unless the item makes a saving throw vs. magi- 
cal fire. The caster can speeify the delay when 
completing the spell, but the delay cannot be 
changed thereafter, The flames inflict ld4 
points of damage per level of the caster upon 
ali creatures within the area of effect. A suc- 
cessful saving throw vs. spdl reduces the dam- 
age by half The incendiary entrapment spell 
lasts until a creature contacts the surface and 
triggers the explosion. 

To complete this spell, the caster must sprtn- 
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Indticc LycaJithropy 






kle a mixture of flnely powdered magnesium 
and saltpeter upon the surface to be enchantcd, 
Notes: Uncommon for Fire mages; other- 
wise, very rare, (Updated from Polyhedron 
Newszine,) 

In duce Lycanthropy 

Reversedform, see suppress lycanthropy* 

1 nfaMiblc Identification, ShayiTs 

See ShayiVs infaJlible Identification. 

Infratorch 

(Alterat ion) 

(Artifice) 

Level: 2 
Range: Toueh 
Components: V, M 
Casting Time; 2 
Duration: 1 tum/level 
Area of Effect: Special 
Saving Throw: None 

A wizard casting this spell creates a special 
lorch that allows ali those within a 15-foot 
radius to see as if they had infravision. The 
infravision extends 60 feet from the torch, 

The torch does not give off light or heat, and 
looks like nothing more than a bumt-aut torch 
or piece of wood. Infratorch can be cast only 
on wooden objccts, such as st aves, torches, 
sticks, etc. 

The spell requires a piece of wood at least 
two feet iong, which is not consumed. 

Notes: Rare spell, originally from the 
Forgotten Realms setting. 

Infravision 

(Altention) 

Level: 3 
Range; Toueh 
Components: V, S, M 
Casting Time; 1 rd, 

Duration; 2 hrs. + 1 hr./level 
Area of Effect: Creature touched 
Saving Throw; None 

By means of this spell, the wizard enabtes the 
recipient to see in normal darkness up to 60 feet 
withoui lighL Note that strong sources of light 
(fire, lanterns, torches, etc.) tend to blind this 
vision, so infravision does not functicn effkienlly 
in the presence of such light sources. invisible 
creanircs are not detcctable by infravision. 


The material component of this spell is 
either a pinch of dried carrot or an agate. 

Notes: Commem spell (PHB). 

Ingenious Recollection, Sathrath’s 

See Sathraths ingenious recollection. 

Insatiable Thirst 

(Enchantment/Charm) 

(Water) 

Level: 2 

Range: 5 yds./levd 
Components: V t S 
Casting Time; 2 
Duration: 1 rd./level 
Area of Effect: l creature 
Saving Throw: Neg. 

This spell instills in the subjeci an uncon- 
trollable desire to drink, The creature is allowed 
a saving throw to avoid the effect. If the roll is 
failed, the creature must consume any potable 
liquids it can find (including magical potions, 
which might resuit in strange effects if potions 
are raixed). Although poisons are not consid* 
ered potable, a creature might not realize that a 
liquid is poisonous. The creature will not con¬ 
sume a liquid known to be poisonous. 

No matter how much the creature drinks, its 
magical thirst is not quenched until ihe spell 
ends. During this time, the creature can do 
nothing but drink or look for liquids to drink. 
Victims of this spell betieve they are dying of 
thirst and (depending upon their nature) may 
be willing to kill for drinkablc fluids. 

Notes: Uncommon spell (ToM). 

Inscribe 

This is reportedly a 6ih level spell from the 
Forgotten Realms setting ahle to transcribe 
writings mare effectively than lower level 
spells such as copy, dictate, sorcerous scribe, 
write, and so on. It is believed hst since the 
Time of Troubles, although Ei m inster may have 
access to it. 
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Insiam Audience — Band 


A 
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lnsect Sight 

(Alteration) 

Reversi ble 


Levd: 5 

Range: Touch 
Components: V t 5* M 
Casting Time: 2 rds. 

Duration: 5 tums + l tum/levd 
Area of Effeci: Creature touched 
Saving Throw: Neg. 

With this spell, the caster confers a fantasric 
range of Vision on the creature touched, The 
recipient gains the abiiity to see above and 
behind him, with a field of vision of nearly 360 
dcgrees. The creature will seldom be surprised, 
as it receives a +2 (or +20%) bonus to any roll 
that determines whether it has been surprised. 
In addition, back attacks against the creature 
are considered flank attacks, and flank attacks 
are considered frontal attacks* However, the 
spetl givcs a -2 penalty to any saving throw 
against a gaze attack. An unwilling creature 
receives a saving throw vs. spell to avoid 
receiving the insect sight spell. 

The spell components are sunblossotn oil 
and the dricd remains of ten flies. 


The reverse of this spell, tunnet vision, 
reduces the field of vision to a mere 10 degrees. 
The subjeet gains a +2 bonus to saving throws 
against gaze attacks, but sufFers a -2 penafty to 
surprise checks. Flank attacks against the crea¬ 
ture are considered rear attacks while the spell 
is in efifect* The creature is allowed a saving 
throw vs, spell to avoid the efifect. The material 
components are nightflower sap and an earth- 
worm* 

Notes: Very rare spetl. Knowti to be in Pris- 
mat s Pocket Lihrary. Vot. IV. 

Instant Audience — Bard 
(Conjuration) 

Level: 3 
Range: 30 yds. 

Components: V, S, M 
Casting Time: 2 
Duration: Up to 4 hrs* 

Area of Effect: I room or area within range 
Saving Throw: None 

When ihis spell is cast, audience members 
are magically conjured. Each roimd ld4 people 
enter the room or area in a normal manner. 
(They aetually appear just outside the room 
when no one is looking.) This continues for a 
number of rounds cquai to the caslefs levd. 

The audience contains a combination of 
races, genders, and sociat classes appropriate 
to the occasion. Instant audience members act 
in every w T ay like any other members of the 
audience. They walk around during intermis- 
sion, talk, eat snacks, and so on. However, they 
always evade questions about their past, their 
history, or current events, as they have no past, 
no history, and have no idea as to what is going 
on in the world outside of the room. 

Instant audience members are striotly non- 
combative and never atlack or cast spefls 
(although they can be bullies or braggarts if 
that is appropriate). If one suffers even a single 
point of damage, he instantly vanishes along 
with ali of his items (including items no longer 
on his body, such as clothes that he hung in the 
linen closet). Once the performance ends, 
instant audience members leave in an appro- 
priate manner and vanish as soon as they are 
oul of view. 

If the audience is treated in an inappropriate 
way (as determined by the DM) t the spell 
instantly ends* For example, an audience could 
be summoned to watch a combat, but if the 
audience is used as a liurnan shield it vanishes. 
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Instant Exit, [Jrawmij s 


r 


■\ 


The material components are a small collec¬ 
tiori of the items carried by the appropriate 
audience (a gold coin, a piece of fine fabric, a 
snuff box, etc.)- These are tossed into a bag that 
contains at least one live mouse, The mouse is 
not dcstroyed, but vanishes during the spell to 
reappear somewhere in the room after the spell 
eml$. 

Nates: Restricted to bards; commoo. 

Instant Exit, Drawmij f s 

See Drawmij^s instant exit. 

Instant Regeneration 

(Necromancy) 

Level: 9 
Range: Touch 
Components: V t S, M 
Casting Time: 1 rd. 

Duration: I n sia man eous 
Area of Effect: Creature touched 
Saving Throw: None 

Upon its casting, this spell allows a wu jen 
to instantly restore a lost limb, causing ii to 
regrow right before one T s eyes, The spell can 
only restore a lost limb. It cannot cause a new 
hmb to appear where none was before. The 
spell causes no harm to the recipient and 
restores any hit points that may be missing 
because of the toss of the limb* The caster per- 
manently loses l point of Constitution when 
this spell is east, 

The material component for the spell is a 
charm of yellow paper inked with mystical red 
characters. 

Notes; Restricted to wu jen and like oriental 
wizards; common, 

Instant Summons, Drawmips 

See Drawmij^ instant summons. 

Insulatiori 

(Abjuration, Alteration) 

Level: 1 

Range: Touch 

Component»; V, S, M 

Casting Time: I 

Durat ion: 2 rds./level 

Area of Effect: Creature touched 

Saving Throw: None 

This spell provides the recipient with a tem- 
porary resisiance to ali electrical spells or 

J 



effects. The recipient gains a +2 bonus to sav¬ 
ing throws against such attack forms, and all 
damage sustained is reduced by half (to a mini- 
mum of I point). If the saving throw is success- 
ful, only one-quarter damage is sustained. 

The material component of this spell is a 1- 
inch-square piece of rubber. This must be 
placed between the recipient T s foot (shod or 
unshod) and the ground. It must be touched by 
the recipient and the ground at all times or the 
spell is meflfecttve {in other words, this protec¬ 
tiori effectively immobilizes the protected crea¬ 
ture), If conditions are wet, that is, the recipient 
is standing in water—or in a thunderstorm— 
the saving throw bonus is reduced to +1, but 
the resistance to damage is unchanged. 

Notes; Very rare in the Shining South of the 
Forgotten Realms setting; otherwisc it is 
unknown. 

Intensify 

See intensify nature, 

Intensify Nature 

(Alteration) 

Level: 8 
Range: 0 

Components: V, S, M 
Casting Time: 9 
Duration: l tum 
Area of Effect: i sq, mi. 

Saving Throw: None 

This spdl drastically multiplies the power of 
one currentiy existing natural phenomenon or 
condition. A light breeze can be transformed 
into a hurricane-strength wind, the sound of 
rustling leaves or running water becomes a 
deafenmg tumuit, a light sprinkle of rain would 
tum into an unbearable downpour. and so on, If 
the condttions are already margina! r intensify 
can escalate them into damaging attacks 
against all creatures and structuros within the 
area of effect. For example, a thunderstorm 
could be intensified into raging sheets of light- 
ning equa! to a caU Ughtning spell, or a bliz- 
zard could be enhanced to an ice storm over the 
entire area. Some possibilities are shown on 
(he list. 
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Intemjpt&We Light 


Condition 

Intensified Effeet 

Interna) i 

Light Rain 

Downpour 

(Evocation) 

Heavy Rain 

Downpour with Bash 



flooding 

Level: 9 

Thunderslorm 

Dangerous lightning 

Range: 60 yds. 

Light Sncw 

Blizzard 

Components: V, S, M 

Heavy Snow 

White*out blizzard 

CastingTime: 1 rd. 

Heat Wave 

Unbearable heat 

Duration: Instantaneous 

Cold Snap 

Unbearable cold 

Area of Effeet: 1 HD/level 

Fog 

Complete obscurement 

Saving Throw: None 

Light Breeze 

Hurricane-force winds 


Strong Breeze 

Totmdo-force winds 

This spell allows the 


Q 


The exact effecrs of any given condition are 
left to the DM to decide. Downpours, bliz- 
zards, and white-outs generally reduce vision 
lo a few feet and seriously penalize movement 
and combat in the entire area. Dangerous 
wifids or lightning can destroy struetures and 
cause damage to ali creatures that do not find 
cover, Intensified sounds or smells could 
deafen or gag ali creatores in the area, Intensijy 
nature cannot bc dispelled except by means of 
dispei enchantmem or a wish spell. 

The materia! component is a small curved 
horn carved with special runes, worth at least 
100 gp. 

Notes: Rcstrieted to witches and, optionally, 
Weather mages; uncommon, 

Intensify Summoning 

(Conjuration/Summonjng) 

Level; 7 
Range: Speci a! 

Components; V, S, M 
CastingTime: 7 

Duration: Special (l tura maximum} 

Area of Effeci: Special 
Saving Throw: None 

This spell enhances the strength of creatures 
summoned by the caster via Ist- ihrough 6th- 
level conjuration/summoning spells. Only 
spells that bring summoned creatures to the 
wizard are affected. 

The first two conjuration/summoning spells 
cast by the wizard within one tum followtng 
the intensify summoning spell are affected. The 
surnmoned creatures are more powerful, having 
an additional 2 hic points per Hit Die, 

The materia! components are a small leather 
pouch and a miniature silver candelabra, 

Note: Uncommon spell ( ToM ). A necroman- 
tie variant exists, restricled to necromancers and 
affecling only surnmoned undead. 


deadly raging heat within the bodies of the vic- 
tims, causing them to be consumed by flamc 
from inside, Death occurs instantfy, There ts no 
saving throw against this spell. If more Hit 
Dice or levels of creatures are in the area of 
effeet than can be affected by the caster, those 
with the fewest Hit Dice or levels die first, Par- 
tial totals are unaffected by the spell (if a 20th- 
level casler has already affected 15 Hit Dice or 
levels of creatures, a creature with 7 Hit Dice 
or levels would be unaffected since only 5 Hit 
Dice of powcr remain). 

Although there is no saving throw againsi 
this spell, a magica! item that confers protec- 
tion from fire and fire-based attacks makes the 
wearer immune to the effects of this spell. 
Creatures immune to fire-based attacks are 
unaffected. 

The material component for this spell is an 
iron brazier filled with red-hot charcoa). The 
charcoal is extinguished as the spell is cast. 

Notes: Common in oriental settings; very 
rare elsewhere (known mostly by Fire mages). 

Interposing Haud, Bigby^s 

See Bigby*s interposing hand. 


Interruptable Light 

(Altera i ion, Enchantment) 


'^0 


Level: 3 
Range: Touch 
Components: V. S, M 
CastingTime: 1 rd. 

Duration: Permanent 

Area of Effeet: Special (4-inch diameter spot) 
Saving Throw: None 

This spell creates a round spot that radiales a 
beam of bright light. The spell must be cast on 
a person or item. The beatn created is about 
four inchcs in diameter and illuminales an area 
in a direcl line from the place it originales, to a 
range of 60 feet. Of coursc, the light can be 
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Invisibility 


r 


seen by othcrs for a much greater distance. 

The light is as bright as full daylight and 
lasts until negated by magical darkness or a 
dispel magic. Creatures that suffer penalties in 
bright light suffer them if the beam is directed 
at thcireyes. Creatures that try to avoid looking 
at the light are allowed a saving throw vs, para- 
lyzation* with success indicating that they are 
not dazzled. 

The caster—or other person named al the 
time of casting—has mental control over the 
light and can order it to tum ofTor on at will. 

Notes: Common in the RE!> STEEl setting; 
virtually unknown elsewhere, 

Invisibility 

(Illusion/Pha ntasm) 

Levet: 2 

Range: Touch 

Components: V t S* M 

Casting Time: 2 

Duration: Special 

Area of Effect; Creature touched 

Saving Throw: Special 

This spell causes the creature touched to 
vanish from sight and be undetectable by nor- 
mal vision or cvcn infravision. Of course* the 
invisible creature is not magicatly silenced and 
certain other conditions can render the creature 
detectable. Evcn allies cannot see the invisible 
creature or his gear, unless these allies can nor- 
mally see invisible things or emptoy magic to 
do so, Items dropped or put down by the invis¬ 
ible creature become visible; items picked up 
disappear if tucked into the clothing or pouches 
wom by the creature. Note, however, that light 
never becomes invisible* although a source of 
light can become so (thus, the effect is that of a 
light with no visible source). 

The spell remains in effect until it is magi- 
caily broken or dispelled* until the wtzard or 
recipient cancels it* until the recipient attacks 
any creature* or until 24 hours have passed. 
Thus* the invisible being can opcn doors t talk* 
eat, climb siairs* etc., but if he attacks* he 
immediately becomes visible* although the 
invisibility enables him to attack first. Note 
that the priesi spell s bless. ckant , and prayer 
are not attacks for this purpose. AII highly 
Inielligent (Intelligence 13 or more) creatures 
with 10 or more Hit Dice or levels of experi- 
ence have a chance to detect invisible objects 
(they roll saving ihrows vs. spell; success 
means they noticed the invisible object). 


If the spell is somehow made permanent, 
this effcctively grants innate invisibility at will: 
the caster stili becomcs visible when attacking, 
but can return to a state of invisibility the next 
round if no action other than move me nt is 
taken. 

The materia! components of the invisibility 
spell are an eyelash and a bit of gum arabic* the 
former encased in the latter. 

Notes: Common spell (PHB). 

Invisibility* 10 1 Radius 
(Ulusion/Phantasm) 

Levcl: 3 

Rangc: Touch 

Components: V* $* M 

Casting Time: 3 

Duration: Special 

Area of Effect: 10-ft. radius 

Saving Tbrow: None 

This spell confers invisibility upon ali crea¬ 
tures within 10 feet of the recipient. Gear car- 
ried and light sources are included, but any 
light emitted is stili visible. The center of the 
effect is mobile with the recipient. Those 
affected by this spell cannot see each other, 
Any affected creature tnoving out of the area 
becomes visible* but creatures moving into the 
area after the spell is cast do not become invis¬ 
ible. Affected creatures (other than the recipi¬ 
ent) that attack negate the invisibility only for 
themselves. If the spell recipient attacks* the 
invisibility, 10 ' radius spell is broken for ali. 

The matcrial components are the same as for 
the invisibility spell. 

Notes: Common spell {PHB) t 
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Jnvoluntary Wizandry, Mordenkaincns 


Invisihility, Mind-Control 

See mind-conuot invisibility. 

InvisibiliPhysica! 

See physica! invisibility. 

InvisIbiUty to Undead 

Aka doak from undead. See that entry for 
demite. 

Invisible Blade, LaeraPs 

See LaeraPs invisible blade. 

Invisible Mait 
(Afojuration, Evocation) 

(Fore e) 

Level; 3 
Range: 0 

Components: V, S, M 
Casting Time; 3 
Duration; Special 
Area of Effect: The caster 
Saving Throw: None 

A variatiori of the armor speJI, this spell 
enables the caster to cover his body with an 
invisible suit of piate maii, temporarily raising 
his Armor Class to 3. Its effects are not cumu- 
lative with other armor or magical protection (a 
character with ihese cannot improve his AC to 
better than 3 through use of this spell), bul 
Dexterity bonuses stili apply. 

For each level of the caster, the invisible mait 
absorbs I hit poiat of damage that would nor- 
mally hit AC 3; however, the spei! offers no 
protection against magical weapons or attacks 
When the invisibie maii has absorbed as many 
points of normaI damage as the wizard has lev- 
eis of cxperience, the maii dtsappears, The 
invisibie maii does not hinder movement, nor 
does it add weight or encumbrance. It does not 
interfere with spellcastmg. 

For example, a wizard with AC 10 has 
shielded himseJf with the invisible maii spelL 
The first opponent attacks with a normal dag- 
ger; making the anack against AC 3 + The attack 
hits, causing 2 points of damage, which is 
absorbed by the invisibie maii spell, leaving the 
wizard unharmed. A second attack is made 
with a sword +L The invisible armor olfers no 
protection against this magical weapon, so the 
attack is made against the wizard ! s normal AC 
of 10, The attack hjts, inflicting 4 points of 
damage on the wizard (which are not eounted 
against the invisibie maii ) + 


The materia! component is a small fragment 
of piate mati. 

Notes; Uncommon spell, 

Invisible Stalker 

(Conjura tion/Summoning) 

Level: 6 
Range; 10 y ds. 

Components: Y S, M 
Casting Time: 1 rd. 

Duration: Special 
Area of Effect: Special 
Saving Throw: None 

This spell summons an invisible stalker from 
the Elemental Plane of Air. This H Hit Die 
monster obeys and serves the spellcaster in 
performing whatever tasks are set before it. It 
is a faultless tracker within one day of the 
quarry T s passing. The invisible stalker follows 
instructioris even if they send it hundreds or 
thousands of miles away and, once given an 
order, follows through unceasingly until the 
task ts accomplished. However, the creature is 
bound to serve: it does not do so from loyalty 
or desrrc, Therefore, it resenis prolonged mis- 
sions or complex tasks, and it attempts to per- 
vert instructions accordingly, Invisible stalkers 
understand common speeeb but speak no lan- 
guage save their own + 

The material components of this spell are 
burning incense and a piece of horn carved 
into a crescent shape. 

Notes: Common spell (PHB). 

Involuntary Wizardry* 
MordenkainerTs 

See Mordenkainen's involuntary wizardry. 

Inv ulnerabflity to Magical Weapons 

(Abjura tion) 

(Geometry) 

Level; 6 
Range: 0 

Components: V, M 
Casting Time: 3 
Duration; 1 rd./leveJ 
Area of Effect; 5-ft. radius 
Saving Throw; None 

This spell creates an immobile, faintly shim- 
mering magical spherc around the caster that 
cannot be penetrated by magica! blunt edged, 
or missile weapons; ali such weapons are 
harmlessly deflected (missile weapons strike 
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Invukierability to Normal Weapons 


S 




the sphere, then immediately fall to the 
ground). However, the sphere offers no protec- 
lion against magically created creatures (such 
a s golems) or from special attacks (such as the 
gazc of a metlusa). The sphere offers no protec- 
tion against spei Is such as magia missile, or 
spells that simulate the effects of weapons. 

The caster can use magica! weapons from 
inside the sphere to attack opponents normally. 
Spells can also be cast through the sphere. The 
sphere can be negated by dispel magic. 

Any effort to combine this spell with magics 
that grant immunity to normal weapons cause 
this spell to fail immediately. 

The material component for this spell is a 
piece of a broken magica! weapon. 

Notes: Uncommon spell, typically known by 
abjurers. (Originally from The Complete Wiz- 
ard !v Mandbook .) 

Invulnerability to Normal Weapons 

(Abjuratton) 

(Geomeiry) 

Levei: 5 
Range: 0 

Component»: V, M 
Casting Time; 2 
Duration: l rd/level 
Area of Effect; 5~ff radius 
SavingThrow: None 

This spell creates an immobile, faintly shim- 
mering magica] sphere around the caster that 
eannot be penetrated by nonmagieai blunt 
weapons, edged weapons, or missile weapons. 
The caster can use these weapons from inside 
the sphere to attack opponents normally. Spells 
can also be cast through the sphere. The sphere 
can be negated by dispel magic . 

Any effort to combine this spell with magics 
that grant immunity to magical weapons cause 
this spell to fail immediately. 

The material components for thts spell are a 
piece of a broken nonmagieai weapon and a 
scale from a dragon. 

Notes: Uncommon spell; typically known by 
abjurers. (Originally from The Complete 
Wizard s Handbook .) 


Iron Body 

(Alteritfon) 

(Earth) 

Levei: 8 
Range: 0 

Components: V, S, M 
Casting Time: 8 
Durat ion: 1 rd./levei 
Area of Effect: The caster 
SavingThrow: None 

This spell transforras the caster 1 » body into 
living iron, which grants him severa) powerfui 
resistanees and abrMttes. While the spell is in 
effect, the caster can be injured onty by blunt 
weapons of +3 or better value, or monsters of 
8+3 Hit Dice or more. Slashing weapons, 
falling, crushing, and constriction attacks of ali 
types are completely unable to harm the caster, 
although an attack may knock him off-balance 
or pin him beneath tons of debris. Spells or 
attacks that affect the subjecfs physiology or 
respiration“for example, cloudkili, poison, 
enfeehlement, contagion, or pain touch —fail 
completely, since the caster has no physiology 
or respiration while the spell is in effeci. Also, 
spells that have weight limits should be applied 
to the wizard as if he weighed over 3,000 
pounds. The wizard ignores electrica! attacks 
and saves at +4 against fire attacks. If he saves, 
he takes quarter damage; if not, he takes half 
damage. If hit with a rod of smiting, he takes 
2d8+6 points of damage unless the attacker 
rolls a natura! 20. If this occurs, then the dam¬ 
age is doubled. 

In addition to the nauiral immuuities of an 
iron body, the wizard enjoys powerfui offensi ve 
abilities. His Strength score is raised to 20 (+3 
to attack rolls, +8 damage) for the duration of 
the spell, and he can punch or bludgeon his 
cnemies twice per round for 1 d4 points of 
damage per blow, plus his Strength bonus. 
Unfortunately, his moventem becomes slow 
and awkward, so he is reduced to a move of 3 
and suffers a—2 penalty to his initiative rolls (a 
reduction of his base phasc by one step, in 
PlaYEH 's Option: Combat & Tactics ), Most 
importantly, the wizard*8 clumsiness and lack 
of breath prevent him from casting any spells 
while the iron body is in effect. 

Iron body may create additional hazards for 
the wizard as the DM deems appropriate. For 
cxample, rust monsters are extremely danger- 
ous to a wizard using this spell Heat metal 
spells inflict double damage to the caster. And, 
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Iron Maiden 


A 


Z' 


naturally, the wizard siuks like a stone in 
water—although he could survive ihe cmshing 
piessure and lack of atr at the bottom of the 
ocean—at least until the spell expired. Some 
magica! iteras, such as potions or winded 
Instruments, may be temporarily unusable as 
wclL 

The material component for this spei! is a 
small piece of iron that once belonged to an 
iron golem. 

Notes: Lfncommon spell (PO:SM\. 

Iron Kimono 

( AI terat ion ) 

Level: 3 
Range: 0 
Componente; V, S 
CastingTime: 1 rd, 

Duration; 2 rds/tevel 
Area of EfTect: The caster 
SavtngThrow: None 

This is a protective spell for geisya and other 
oriental spellcasters. By casting this spell, the 
geisya temporarily enchants her kimono, obi, 
and tabi to a higher Armor Class. Though the 
clothing appears the same, it acmally protects 
the geisya as armor of AC 5. At the end of the 
spelTs duration, the Armor Class retums to its 
normal rating. Dexterity bonuses apply to the 
caster; the iron kimono does not hamper move- 
ment in any way. 

Notes: Uncommon in oriental settings; very 
rare elsewhere. 



Iron Maiden 

(Evocation) 

Level: 4 

Range: 10 ft./level 

Components: V S, M 

Casttng Time: 4 

Duration: 1 rd./tevel 

Area of Effect: Creates 1 battle horror 

SavmgThrow; None 

This spell temporarily brings into beiitg a 
“helmed horror” that fights for the caster with 
absolute ioyalty until destroyed, The iron 
maiden takes the form of an empty, animated 
suit of armor, armed with a long sword and a 
footman*s mace. It acts as the caster directs. 
The caster mentally chooses its foe, and it 
fights that foe until directed to perform some 
other specif ic action* For cxample, it can be 



commanded to "Block that doorway, and let 
nothing through!” or “Snatch up the wand that 
the mage in black let fall T and bring it quickly 
to me!" The caster is free to work other magie 
as the helmed horror fights. 

The iron maiden is a “battle horror/ the 
most powerful type of helmed horror. When 
destroyed, the iron maiden shatters and falis 
into dust and shards of rust. If it stili exists 
when the spell expires, it meets the same fate, 
dropping on the spot and unharmed any ttems 
the caster has directed it to carry (in other 
words, a fragile flask would settle undamaged 
to the ground when the iron maiden carrying it 
collapsed, not fati and shatter). A battle horror 
created by means of this spell can communi¬ 
cate only with its caster. 

Only one iron maiden spell can be memo- 
rized by a wizard at once. Such is the stress of 
this spell that it cannot bc memorized agatn 
until at least a fuit day (24 hours) has elapsed 
since it was last cast. 

The material component of this spell is a 
piece of metal piate that has been part of a suit 
of armor wom into battle at least once. 

Notes: Restrtcted to the Seven Sisters, their 
apprentices, and select Harpers in the 
Forgotten Realms setting. 
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Iron Mind 
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Iron Matilen: AC 2; MV 12. H 12 (A). 
6 if carryisig the caster; HD 4 + l hp/caster 
level; THACO 12; #AT i; Dmg IdS (long 
sword), Id6+1 (footmarCs mace), or Id4 
(fiat); $A Dtmension door( 180 ft„ l/day), 
blink tip to I turn (i/day), magic missile (2 
missiles every tbree rds., range 70 yds.); 
SD innate feather fati, i immine to threc 
spdls ( magic missile, dispel magic. and 
lighming SZ M (6' tali); ML FeaHess 
(20); Int High (14); AL LN; XP 4,000, If 
the iron maiden ceases blinking, it cannot 
srnrt agam within the spelLs duration. 


Iron Mind 

(Abjuratum) 

(Mentalism) 

Level: 3 

Range: Touch 

Componenis: 5, M 

CastingTime: 3 

Duration: \ hr 

Area of BfFect: 1 creature 

Saving Throw: None 

The person ot creature affected by iron mind 
is immunc to all charm and AoW spells for a 
full hour Additionally the recipient automati- 
cally disbdieves all illusions cast by 3rd-levei 
wizards (or their equivalent) or lower. 

The material component for Ehis spell is a 
small chunk of iron ore or any small item made 
of solid iron, such as a nati, 

Notes i Common for abjurers and mentalists; 
otherwise uncommon. (Originaiiy from The 
Complete Wizards Handbook.) 

Iron Sack, Drawniij J s 

See Drawmij ’s iron sack, 

Ironguard 

(Abjuration, Alteration) 

Level: 5 
Range: Touch 
Components: V, S, M 
Castirtg Time: 5 
Duration: 1 rd,/level 
Area ofEffect: 1 creature 
Saving Throw: None 

By means of this spell, the caster confers 
upon htmself or another creature immunity to 


metal, including normal mctal weapons. Such 
weapons pass harmlessly through the individ¬ 
ua! as if he were a phantasm, not solid flesh. 
The individua! can pass through iron bars, 
gates, and other metallic objects, Nonmetallic 
objects stiil affect the individual and can harm 
him. Ironguard affects only the indi viduali 
body, not anything that hc is carrying or is 
attached to him. 

The ironguarded individual is stili subjeci to 
other attacks, such as heat, cold, and poison, 
even if these are delivered by weapons that 
would normally pass through him. The individ¬ 
ual retains his Armor Class. Magical weapons 
can strike him, inflicting damage equal to their 
magical bonus (a long sword +2 inHicts 2 
points of damage per strike), Enchanted metal 
is an tmpassible barrier to an ironguarded mdi- 
viduaL Spells using mctal in their effects (such 
as blade barrier) affect the individual nor¬ 
mal ly, 

The ironguarded individual can attack 
armored opponents as if they were unarmored, 
but only with barehanded or natural weapons. 
Such opponents would bc AC 10 if they were 
wcaring all-metal armor, modified by any Dex- 
terity adjustments. 

An ironguarded individual who oeeupies thc 
same place as metal when the spdl duration 
elapses is immediatdy killed (collapsing while 
passing through an iron gate, for example). 

Notes: Rare spell from the Fgrgotten 
Realms setting. Kjiown to be in The Shadow- 
tome. Previously barred to abjurers and trans- 
muters, this restriction is now removed, 

Iron wood 

(Alteration) 

Level: 5 
Range: Touch 
Components: V, S, M 
CastingTime: 1 rd* 

Duration: Permanent 
Area of Effeci: l cu. fL/level 
Saving Throw: None 

This spell aliows the wu jen to change the 
tensile strength of wood to that of the fmest 
Steel. It only affects the hardness of the wood. 
Coloration, texture, and weight are unaffected. 
If cast on normal living plants, the spell has a 
50% chance of working, If successful, it does 
not interfere with the normal growth of the 
piant but gives ali parts of thc piant, including 
leaves, flowers, and frutt the hardness of steeL 
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Isolate Templar 




If eas! on a plam-like monster, a saving throw 
vs, spei! must be made by the creature. If suo 
eessful, the spell has no effect. Failurc means 
the creature bccomcs rigid and paralyzed, The 
Armor Class of the creature becomes 0 and a 
hit roJl must be made when striking it, since the 
hardness is imbued throughout the body of the 
creature. 

The material component for this spell is a 
pinch of metal filings mixed with the sap of a 
willow tree. 

Notes: Common in oriental seltings; very 
rare elsewhere. 

Ironwood, Nautica! 

See nautical ironwood. 

Irresistible Dauce, Orto’s 

See Otto'5 irresistible dance, 


one creature, the saving throw has a -3 penalty; 
if cast at two creature s, the saving throw has a 
-l penalty; and if cast at three or four crea* 
rures, the saving throw is normal. 

Rash. When a rash is cast, the subjeci notices 
nothing for ld4 rounds, but thereafter its entire 
skin breaks out in red wclts that iteh. The rash 
persists until cither a cure disease or dispel 
magic spell is cast upon it. It lowers Charisma 
by 1 point per day for cadi of four days (i.e., 
maximum Charisma loss is 4 points). A fler one 
week, Dexterity is lowered by I point also, 
Symptoms vanish immediately upon the 
removal of the rash, and ali statisties retum to 
normal. This can be cast at one creature only, 
with a saving throw penalty of -2. 

The material component for this spell is a 
leaf from poison ivy, oak, or sumac. 

Notes: Common spell (PHB). 


Irresistible Scent, Ivy’s 

See Ivy"s irresistible scent. 


Isolate Templar 


(Abjuration) 


Irritating Odor, ivy’s 

Reversedform. see Ivy T s irresistible scent. 

Irritation 

(Aiteration) 

Level: 2 

Range: lOyds./level 
Componente: V, $, M 
Casting Time: 2 
Duratioti; Speciai 
Arca of Effeci: 1 to 4 crcatures 
in a 15-fL radius 
Saving Throw: Neg. 

An irritation spell afFects the epidermis ofthe 
subject creatures, Creatures with very thick or 
insensitive skins (such as buffalo, elephanis, 
scalcd creatures, eic.) are basically unaffected. 
There are two versions of the spell, either of 
which can be cast from the Standard preparation: 

[tching. When cast, this eauses each subject 
to feel an instant itehing sensation on some 
portion of its body. If one round is not immedi¬ 
ately spent scratehing the trritated area, the 
creature is so affected that the next three 
rounds are spent squirming and twisting, effec¬ 
ti vely worsening its Armor Class by 4 and its 
attack rolls by 2 during this time. Spell prepa- 
rations are ruined in the firsi round this spell is 
in cflfect, but not in the following three rounds, 
Doing nothing but scratehing the ttch for a full 
round prevents the rest of the effect. If cast at 


Level: 6 — 

Range: 100 yds. 

Component®: V, S* M 
Casting Time: 1 
Duratum; l tum/level 
Area of Effect: 1 templar 
Saving Throw: None 

This is a speeialized, offensive version of 
antimagic shell , designed in the Dahk Sun set- 
ting to affect one humanoid creature. When 
this invisible field surrounds a templar, that 
templar is automatically eut off from his sor¬ 
cerer-king in regard to acquiring priestly spells. 
If the templar is maintaining a spell, such as 
Wall of fire t then that spell automatically ends 
as the supporting magica! energies are cut off. 
The templar is thrown back on his own 
resources, including magical items, normal 
weaponry. and whatever psionic powers he has. 
The templar stili retains those spells granted 
but not yet cast. 

Unless the sorcerer-king is watching the 
individual templar or a messenger telis him 
whafs happening, the sorcerer-king will not 
realize that this spell is in operation. Only a 
sorcerer-king can cast a dispel magic spell 
powerful enough to get rid of an isolate tem¬ 
plar spell. The spell cannot be successfully casi 
on a sorcerer-king to cut off ali his templars 
from spells. 

The material component of this spell is a 
gemstone of at ieast 1,000 gp valuc. 
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[solde s Aruwcr 




Notes: Very rare for a spdlcaster from the 
Dark Sun setting; virtually unknown else- 
where. 

Isoldes Answer 

(Divinationi 

Level: 3 
Range: Touch 
Components: V S> M 
CastingTime: 3 
Duration: 2 rds./level. 

Area of Effect; 1 mi./level 
Saving Throw: None 

This spell temporariiy enhances a magical 
mirror, crystal bail or oeher scrying deviee. 
The spellcastcr then asks the scrying deviee a 
question, and the scrying deviee answers that 
question by showing an appropriate scene if it 
is within the area of effect. Typical questions 
include: “Where did I put that book on magical 
apparatus?*’ M Who is the most beautiful in the 
land?" and "Where are the fish biting today?” 
Note that a scrying deviee musi be in operation 
at the time the spell is cast The spell requires a 
scrying deviee, which is not consumed by the 
casting. 

Notes: Rare or very rare spell. (Updated 
from Dracon Magazine.) 

Item 

(AJteration) 

(Artifice) 

Level: 3 
Range: Touch 
Components: V, S, M 
CastingTime: 3 
Duration: 4 hrs./tevel 

Arca of EfFect: 1 object, up to 2 cu. fL/level 
Saving Throw: Special 

By means of this spell, the wizard is able to 
shrink one nonmagical item (if it is within the 
size limit) to of its normal size. Optionally, 
the caster can also change its now-shrunken 
compositiori to a clothlike one. An object in the 
possession of another creature is allowed a sav¬ 
ing throw vs, spell. Objects changed by an item 
spell can be reiurned to normal composition 
and size merely by tossing them onto any sol id 
surface or by a word of command from the 
original spellcaster. Even a burning fire and its 
fuel can be shmnk by this spell. 

Notes: Common spell 


Item Supere ha rger 

(Chronomartcy) 

Level: 8 
Range: Touch 
Components: V, S, M 
Casting Time: 8 
Duration: Permanent 
Area of Effect: l item 
Saving Throw: None 

By means of this spell, a chronomancer 
attempts to alter the salient abilities of a magi¬ 
cal item. This attempt can be made only once 
per item, and has a significant chanee of ruin- 
ing the item forever Use the tablc to figure the 
chance for success. 

Item Supercharging Success Chances 


Item 

Frequency 

Duration 

Potion 

- 

25% 

Ring 

60% 

65% 

Rod 

60% 

80% 

Staff 

90% 

65% 

Wand 

85% 

90% 

Misc. 

50% 

65% 


Frequency is the number of times per day the 
item can be used, or the recharge time required 
bctween uses. When this ability is changed, 
uses per day are doubled or the recharge time 
halved. For example, the recharge time of a 
ring of hlinking goes from six turns to Lhree. 

Duration is how long the effect operates. 
Altering this doubles the duration. For exam- 
ple, wings of flying could be used for 16 turns 
at speed 12, instead of eight turns. 

The material component is an ounce of tner- 
cury. 

Notes: Restricted to chronomancers; com¬ 
mon. 
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fvy + s Irritating Odor. 


Itembane 

(Alferatton) 

Level: 6 
Range: E 00 fl. 

Components: V T S 
Casting Time: 6 
Duration: Permanent 

Area of Effect: 1 magica! item and its owner 
Saving Throw: Neg. 

A much more powerfiil version of wandbane. 
the ilemhatxe speII affects a magica! item and its 
owner, fore ver pre venti ng the item from func- 
tioning for that character The item must be in 
the ownerk possession at the time of casting, If 
the owner fails a saving throw vs. spell, the item 
ceases to function for that particular user A 
warrior could not wield a magical sword, wands 
no longer cast spelis, ringa become inert. In fact, 
these items are physicalty repelled by their own- 
ers. For example, an affected wand will fly from 
a characteri grip. 

This effect can be removed by the casting of 
a separate, successful dispel magic spell on 
each of the item and the owner. Artifacts are 
not subject to this spell (and certam other cam¬ 
pa i givspecifie items may not be as decided by 
the DM). 

Notes: Rare spell from the Mystara setting, 

Ivy’s Irresistible Seent 

(Alteration) 

Revenible 

Level: 4 
Range: IGyds. 

Components: V, S, M 
Casting Time: 4 
Duration: ld4 rds. 

Area of Effect : 1 creature or object 
Saving Throw: Neg, 

By means of this spell, the caster causes an 
irresistible scent to adhere to a creature or 
object, though living creatures receive a saving 
throw vs, spell to negate the effect. The scent is 
extremely appealing to all crearures of animal 
Inteliigenee or less within 10 yards. Those 
within 10 yards, and who are above animal 
Inteliigenee, will notice a pleasant smell and 
can identify where it is coming from, Any crea¬ 
ture with a keen sense of smell trying to track a 
creature or object with this spell cast on it does 
so au tornat ically, 


The material components are a drop of ani¬ 
mal musk and a drop of rose oif 

The reverse of this spell, Ivy 's irritating 
odor, causes a creature or object to emit a rank 
and noxious odor, though living creatures have 
a saving throw vs. spell to negate the effect. 
The slench drives away creatures of animal 
Inteliigenee or less. Those with greater than 
animal Inteliigenee are reluctant to approach 
the source, 

The material components are a drop of 
skunk oil and a ctove of cnished garlic. 

Notes: Rare spell, (Updated from Polyhedron 
Newszine.) 

Ivy’s Irritating Odor 

Reversed form, see Ivy "s irresistible scent. 
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Jackal Ward 

(Abj u ratio n) 

Level: 4 
Range: Totich 
Components: V, M 
CastingTime: I tum 
Durat ion: 1 day (special) 
Area of Effect: Caster 
Saving Throw: None 



BfBSl 


Jaguar Forro — Hishnn 


l-;p 

The materia! component is a picce 

mmi 

l ''i " 

of chalk the wizard uses to inscribe a 
small magica! Symbol on the affected 


object, The marking immediately dis- 
appears, visible only via trua sight, a gem of 
seeing , or similar magic. 

Notes: Vcry rare, originally from the Mystara 
settrng. 


Jaguar Forni — Hishna 


In arcas where jackal wizards are known to 
operate, it is wise for an arabian wizard to pro- 
tect himsclf from spcll thievery, This speiL 
serves this purpose admirably, 

After the spei! is cast, the wizard simply 
places a smalt coin (the spelTs matenal compo¬ 
nent) in his turfaan orother headgear. If a jackal 
wizard aitempfs to lift a speII from the pro- 
tected wizard, the coin grows warin, warning 
the wizard, 

The first attempt to steal a spei! from a wiz¬ 
ard protected by the jackal ward will always 
faii, The second and subsequent attempts have 
a 50% chance of being foiled. 

Notes: Common for spellcasters from an 
arabian setting; otherwise very rare. 

Jaggar T $ Strengthened Bastion 

(Ahjuratinn, Enchamment/Charm) 

(Geometry) 

Levet; 5 
Range: Touch 
Components: V, S, M 
CastingTime: 1 rd, 

Duration: 1 hr./Ievel 

Area of EfFect: 100 cu. ft./level 

Saving Throw; None 

Prince Jaggar designed his strengthened 
bastion spell to fortiiy his castie Ln wartime, It 
makes one or more inanimale objects resistant 
to magic, giving them a saving throw against 
spells that normally allow none. This spdi also 
proves effective when cast on portions of a 
wall t a door, or similar area. For example, Jag- 
gars strengthened bastion allows a saving 
throw vSl knock r dig t avoidanee, distance dis¬ 
tortiori, passwall, trans mute rock to mud t 
glassee, move earth, stone to jiesh. vanish t 
glassteel. crystalbrittle, and other spe lis that 
affect objects. The objects make a saving throw 
vs. spell at the level of the caster of the fortify- 
ing spell. This spell can be combined with the 
permanency spell. 


(Altergtion) 

Level: 5 
Range: 0 
Components: S 
Casting Time: 3 
Duration: Special 
Area of Effect: The caster 
Sav ing Throw: N one 

The caster can polymorph his body into the 
body of a Jaguar, although he retains his own 
mental capacity. He cannot speak, cast spells, 
or otherwise excecd the limitations of the 
feline body. He retains his original hit points 
and Hit Dice, however. 

The caster can move through the trees of a 
dense forest as easily as he can move along the 
ground, He gains infravision to 90 feci, and the 
abifity to me Id into shadows and foliage as if 
concealed by an ambush spell. 

Notes: Restricted to praetitioners of Hishna 
magte (the Maztica setting); common. 



Jaguar Farm Attributas: AC 4; MV 15; 
HD as caster; THACO as caster; #AT 3; 
Dmg 1 <18/1 <18/Id 10 (claw/claw/bite) 
1 1 ± 6 /1 d 6 (rakc). The jaguar can doublc its 
movement rate to 30 for one round if trav- 
ehng on the ground. Leaps are possible to 
30 fcet horizontally and 15 fcet siraight 
up. Falis of 50 fcet inflict no damage; falis 
farther than this inflict damage only for 
the portion in excess of 50 fect. 


J 


473 


V 









Jafartan s Miraculum 


r 


a 


JalartaiTs Miraculum 

(Alteration) 

Lcvel; 3 

Range: 0 

Components: S 

Casting Time: l 

Duration: SpeciaJ 

Area of EfTect: l mcmorized spell 

Saving Throw: None 

This spell modifies one other spell that the 
caster has currently memori2ed, It allows the 
Jatter spell to be cast withouf one of its norma I 
components (verbal, somatic, or material). 
Spelis that normally have only one component 
c m be cast by silent act of wiil alone if 3 Jatar- 
tan f s miraculum is used first. 

A specific component of a particular spell 
must be chosen to be omitted when this spcl) is 
cast. There is no tunc limif between the casting 
of the miraculum and the unleashing of the 
modified spell, However, the caster mus! not 
have been slain in the intervening period or the 
modified spell does not work. 

Notes: Very rare m the Forgqtten Rhalms 
settrng; unknown elsewhere. Optionaily specific 
to this setting atane. 


Javelin — Old Empire 

(Evocation) 

Lcvel: 6 

Range: 80 yds. + lQyds/level 
Components: VS,M 
Casting Time: 6 
Duration: Instantaneous 
Area of EfTect: 1 javelin 
Saving Throw: A 

This spell causes a javelin to become filled 
with deadly energy. The caster may hurl this 
bolt at any creature within range of this spell. 
The javelin strikes without error and inflicts 
Id 10 points of damage for every two levels of 
experience of the caster, to a maximum of 
1 Odi0. The target creature is allowed a saving 
throw vs. spell with a -3 penalty; success indi- 
cates half damage is suffered. 

The material component of this spell is a 
javelin. 

Notes: Uncommon spell. As a Fqrgotten 
Empire spell, initial exposure 
requires a mentor or a read Southern magic 
spell. 


Janga's Jewel 
(Divination, Conjuration) 

(Artificer) 

Levet: 7 
Range: 0 

Components: V, $ t M 
Casting Time: 7 
Duration: 24 hrs. 

Area of Efifect: 1 gem 
Saving Throw: None 

By casting this spell upon a gem worth at 
least 400 gp, 3 wizard imbues the jewel with 
several properttes, each usable once during a 
24-hour period + The enchanted gem can know 
atignment, operate as an arrow of direction, 
detect Ue (as the 4th-leve! priest spell) and 
acctirately make one prcdiction of an event that 
wilJ happen during the next 10 mtnutes (one 
tum) if no action is taken on the foreknowledge 
the gem provides* The gem is destroyed when 
all of the spell-hke fu notioris are used up or 
when 24 hours pass. 

Notes: Rare or very rare spell, (Updated 
from Polyhedron Newszine.) 
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Jhamfers Deliquescence 
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Jest 

(E ncli animent, Evocation) 
fSottg) 

Level: 4 
Range: 0 
Componente: V 
Casting Time: 4 
Duratum: Special 
Area of Effeet: 30-ft radius 
Saving Throw: Neg* 

Jest acte as the 2nd-level wizard spelL/aja- 
nate. upon ali hearing it. All creatures within 
the area that fati a saving throw vs. spell stop 
their aetivities and listen for the time required 
to complete the casting. An attack on a creature 
during ihis time negates the spetFs effects on 
that creature. 

Upon completion of the spell, stopped crea- 
tures receive another saving throw vs. spelt A 
successful saving throw means the creature 
merely walks away confused for IdIO rounds 
unless attacked (which immediately negates the 
spell effeet). Failure means that the creature is 
racked with iaughter and unable to do anything 
but laugh for the next IdtO rounds; also if no 
attack is made on a creatures during the period of 
helpless Jaughter, it views the caster as having 
both a Charisma and Appearance/Comeliness of 
20 for the duration ofone full day. 

Notes: Common in oriental settings for 
geisya (entertainers), rare for others; virtually 
unknown elsewhere, except perhaps for bards 
or jesters. 



Jester’5 Jesf 

(Alteration) 

Level: 2 
Range: lOyds, 

Componente: y $, M 
Casting Time: 2 
Duration: l tum + 1 rdL/level 
Area of Effeet: I creature 
Saving Throw: Neg + 

A target creature that does not make a suc- 
cessftil saving throw vs + spell becomes instantly 
sericus* and everything ii says will be sorrow- 
ful and sad, depressing those around it. Reae- 
tion checks to the creature suffer a -4 penalty, 
This spell was created hy Lendolin the 
Laughless Jester to King Azoun I. 

Notes: Very rare spell. (Updated from 
POLYHEDRON NewsziflC.) 

J - 


Jewel, Janga’s 

See Janga’s jeweL 

Jhanifer*$ Deliquescence 

(Alteration) 

Level: 5 
Range: Touch 
Components: V, S, M 
Casting Time: 1 rd< 

Duration: Instantaneous 
Area of Effeet: 10 cu. ft./level 
Saving Throw: Special 

This spell enables a wizard to instantly melt 
ice T frozen liquids, and other substances that 
freeze within 10 degrees of water*s freezing 
point (32°F), Such melting does not involve 
heat, steam, or the consumption of fueL A wall 
of ice v for instance, could be turned into water 
that falis to the grrnind, a frozen lock or sleigh 
rnnner could be freed. 

Repeated Applications of this spell can turn 
solids into liquid forni, and 10 deliquescence 
spei Is equal the effects of a transmuie rode to 
mud spell. (The details of this use of the spell 
are little known and poorly understood. The 
DM should sharpiy limit the combat effective- 
ness of dissolving solids, although a wizard 
might use the spell repeatedly to make digging 
a tunnel easier.) 

Animated or enchanted creatores of stone 
receive a saving throw vs. spell based on their 
Hit Dice and a stone golem practically shrugs 
off the effects. Other objects have a saving 
throw equal to the saving throw (at the time) of 
the bcing who enchanted them* Success negates 
the spell. Living creatures, even if stony, are 
unaffected by Jhanifers deliquescence, 

The material components of this spell are a 
tiny picee of amber and a picce of ice. 

Notes: Rare or very rare spell from the 
Forggtten Realms setting. Known to be in 
Laerals Librum. 
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JonsiaFs Doubtc Wizardry 
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JonstaTs Double Wizardry 

(AUeration) 

Lcvel: 5 
Range: 0 
Components: V 
CastmgTime; 1 
Duration; 1 rd./Ieve! 

Area of Effeci: 1 creature 
Savitig Throw: None 

This powerfui spell enables a easicr lo 
unleash two specific spei Is ai once, with rhe 
uueranee of a single word. Both spei Is take 
effect in fhe same round, upon the caster (or 
both on a recipient being). and furietton nor* 
mally, except that their durations become 1 
round per levet of the casien The two spells 
must have been m emorized beforehand by the 
caster They are not lost from memory unti) the 
doubh wizardry is employed; if either is used 
by itself the doubh wizardry vanishes with it. 

Any materiat components for the two spells 
are consumed when the double wizardry spell 
is uttered, and must be on the caster 1 » person 
(but necd not be revealed or handled by the 
caster). Only the caster can unleash the doubh 
wizardry. 

The only two spei Is that can be paiTed by use 
of a Jonstal $ double wizardry are invisibllity 
and levitate; despite years of research, the 
archmage Jonstal has managed to master only 
onc other pair of “combinarion* 1 spells (see 
Jonstal s impraved double wizardry )♦ No 
known being short of ihe Faerflman lesser 
divine power Azuth can freely cast any two 
spells in the same round. 

Notes: Very rare in the Forgotten Realms 
setting (confimted users are the Seven Sisters, 
the Chosen, and Jonstal); virtually unknown 
elsewhere, 

JoiistaPs Improved Double Wizardry 

(Alteration) 

Level: 6 
Range: 0 
Components: V 
Cast ing Time: I 
Duration: 1 rd./level 
Area of Effeci: I creature 
Saviug Throw: None 

This powerfui magte enables a caster to 
unleash two specific spells at once by uttering 
eme word. Both spells take effect in the same 

J - 


round on the caster (or both on a recipient 
being), and function normally* except that their 
durations become l round per Level of the 
caster, The caster must have memorized the 
two spells beforehand, They are not lost from 
memory imtil the improved doubh wizardry is 
employed. !f either magic is cast by itself, the 
improved double wizardry vanishes with it, 

Materia! component» for the two spells are 
consumed whetv this spell is uttered, and must 
be on the caster 1 » person (but need not be 
revealed or handled by the caster) or the 
improved doubh wizardry will not take effect, 
Only the caster can unleash the spell. The only 
two spells that can be paired by use of a Jon¬ 
stal ir improved doubh wizardry are fly and 
nondeieetion> Despite years of research, the 
archmage Jonstal has managed to master only 
one mher pair of “combination" spells (see 
Jonstal s doubh wizardry). No known being 
short of the Facrunian lesser divine power 
Azuth can freely cast any two spells in the 
same round. 

Notes: Very rare in the Forgotten Realms 
setting (confirmed users are the Seven Sisters, 
the Chosen, and Jonstal); virtually unknown 
elsewhere. 
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Juggle 


Joyful Voyage, Nybor’s 

See Nyboris joyful voyage, 

Juggernaut 

(Evocation) 

(Artifice) 

Level: 9 

Range: 10 fL/levd 
Components: V, S, M 
Casting Time: 9 
Durati on: 1 rd./level 
Area of Effect: Spectal 
SavingThrow: None 

This spell calls into being a large, mobile 
humanoid form simi lar to a featurcless, gen* 
derless, naked human, The form seems to rise 
up out of the ground in front of the castcr, fac- 
ing away from its creator. Despite the spell 
na me, it is not the sume as a juggernaut golem. 

A juggernatu tooks like a bald humati with 
no reeognizable features except a mouth, It 
stands up to 100 feet talL with a reach of up to 
80 feet. It seems to be made of the same sub- 
stance as the ground it appears from, although 
it is in actuality purely a spell manifestat ion, II 
can roar out, as often as desired, a word or a 
phrase of up to six words; these are whispered 
by the castcr during the spelTs casting, The 
words cannot be a spell incantation, and they 
do not issue forth if they are command words 
that trigger or activate any magic* 

Ajuggernaut within 60 feet of its castcr 
draws imo itself ali magical attaeks specifj- 
cally meant for the caster, such as magic mis¬ 
siles, feeblemind spe lis, and so on. The spell 
effects are then visited on the juggcrnaut, not 
the castcr. Spelts that normally rebound from 
solid forms or burst, such as firebail and light- 
ning holt . are drawn into the juggernaut *s body 
so that they do no harm to the surroundings. 

The juggernaut attaeks with its fists foes 
chosen by the silent will of the castcr. It can 
strike once with each fist in a round, with a 
THAC0 two better than its creator (that is, if 
the caster has a THAC0 of 14, the juggernaut 
strikes at THAC0 12). Its blows deal 8d8 points 
of da mage each if successful. ft can grab and 
carry items, including foes. It can inflict 6d8 
points of da mage with its grab, plus constrict- 
ing damage of 5d8 points per round thereafter 
until the foe makes successful Dexterity, Con- 
stitution, and Strength ability checks ali in the 
same round (check ali three each round), 

A fall from a juggernaufs hand rcsults in 


normal falling damage of ld6 points per 10 
feet fallen. A being thrown by a juggernaut suf¬ 
fers double falling damage on impact and 
receives no savtng throw (unless the thrown 
being can fly or use magic to slow his fiight), A 
juggernaut cannot wield magic, even devices 
or wom items such as magical rings. The caster 
cannot cast spe lis through its body. 

When the spell expires or the juggernaut is 
destroyed by accrued damage, it simply fades 
away. 

The material components of this spell are a 
ball of clay that filis the casteris palm; a bit of 
string, wire, or natural fiber; and a gem of any 
lype worth at least 500 gp. 

Notes: Very rare in the Forgotten Realms 
setting; virtually unknown elsewhere. 


Juggernaut: AC -2; MV 6; hp 99; #AT 2; 
THAC0 Caster +2; Dmg 8d8/8d8; SA Grab 
(6d8), constrict <5d8), throw (2x falling 
damage, no save); SD Absorbs magic; AL as 
castcr, SZG(10O');ML 20. 


Juggle 

(Evocation) 

Level: 4 
Range: 0 

Components; V S 
Casting Time; 5 
Duration: Special 
Area of Effeci: The caster 
Saving Throw: None 

This spell requires a proficiency tn juggling. 
The geisya creates harmless balls of firc that 
can be juggled safely. With further work, 
spheres of ice f water, coiored light, or glowing 
white daggers can be substituted—onc such 
substiiution is gained with every three levels of 
cxperience the geisya has attained. 

The items disappear on contact with something 
besides the juggieris hands or w r hen the geisya 
ceases her concentration. Each item can be 
thrown, up to two per round at a target. This 
requires both an atlack roll to strike the target and 
a juggling proficiency roll io keep the other items 
juggling). Each missile, regardless of form, does 
ld4 damage plus I hit poim per level of the 
geisya. A water batf inflicts no damage, but 
causes the creature struck to lose its next initia- 
tive roll. 
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Jump 


Noles: Used by geisya (common) and wu jen 
(rare) in oriemal settings; otherwise very rare. 

Jump 

(Alterattoji) 

Levd: I 

Range: Touch 

Components: V, $, M 

CastingTime: 1 

Durat ion: Id3 rds. + l rdYltvel 

Area ofEffect: Creature touched 

Saving Throw; None 

The individual ttmehed whcn this spell is 
casi is empowered to kap onee per round for 


the duratton of the spell, Lcaps can be up to 30 
feet forward or straighl upward or 10 feet back- 
ward. Horizonta! leaps forward or baekward 
have only a slight arc—about 2 feet per 10 feet 
of di st ance traveled. The jump spe It does not 
ensurc safety in landing or grasplng at the end 
of the leap. 

The material component of this spe!! is a 
grasshopper^ hind leg, to be broken by the 
castcr whcn the spell is cast. 

Notes: Common spell (FHBy 

Just Sovereign 

Athasian Dragon-King magic; 
psionic component renders the 
spell uncastahle hy wizards. 
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Kaleidoscope, Lysander’® 

See Lysander’s kal e itio scope. 

Kaleidoscopic Strike, 
Gunther’s 

See Gumhers kaleidoscopic strike. 



Khn/i d s Procuremcnt 


Kank Shell 


(Alteration) 



of the caster. It has no effective weight 
or encumbrance, and does not affect 
spellcasting, ll cannot be added to other 
spdls, such as giantfun fcmt is cumulative with 
shield and Dextcrity bonuses. 

The materia! component for this speil is a 
ftst-sized shard of kank sheli. 

Notes: Common in the Dark Sun setting; 
otherwise unfcnown. 


Level: 5 
Range: Touch 
Components: V, S, M 
Casting Time: 1 rd. 

Duralion: Special 

Arca of Effect: Creature touched 

Saving Throw; None 

This is a defensive speil dcveloped by mages 
of the etven kank-herding tribes, enabling the 
recipient to go without armor in the terrifie 
heat of Athas until he actually needs it. When 
the speil is cast, the bene fici arys body or torso 
is transformed into the ehitinous carapace of a 
kank, giving him the protection of piate mail 
(AC 3)* This armor lasts until successfully dis- 
pelled ot the wcarer takes cumulative damage 
toialling over S hit points, plus 1 point per level 



Khazitfs Proeurement 

(Divination, Sammoning) 

(Ge&metry) 

Level: 5 
Range: Special 
Components; V, S, M 
Casting Time: 1 tum 
Duration: I rd./level 
Area of Effcct: Creates I gate 
Saving Throw: None 

This speil allows the caster to more easily 
access rare or dangerous speil components. 
The wizard casts this speil upon a silver mirror 
while concentrating on a mental image of the 
materia! he desires, The base chance of success 
is 50%, modi fi ed by the foilowing factors: 

• +1% per level of the caster 

• +10% if the caster has seen the same type of 
substance or object before; this bonus is not 
cumulative with the foilowing bonus 

• +20% tf the caster has a sample of the mater¬ 
ia! or the same type of object in his posses- 
sion; this bonus is not cumulative with the 
bonus above 

• +30% if the wizard knows the tocation of the 
desired object 

• -50% if the caster has never seen the same 
type of materia! or item before. 

If the percentile roll indicates failure, the 
caster is unable to locate the desired ingredient 
and the speil ends. If the roll indicatos success, 
the wizard has located the object or substance 
and the mirror becornes a magical gate through 
which the caster ean see the desired compo¬ 
nent. The size of the gate is determined by the 
size of the mirror, to a maximum size of 3 feet 
by 2 feet. 

The gate always appears within amfs length 
of the target component, allowing the wizard to 
reach through the mirror, grasp the object of 
his desire, and draw it back through the gate. 
The wizard must risk his own safety—the gate 
does not allow the use of probes, long-handled 
ladles, tongs, or other equipmem to gather the 
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Khelben *s BJackstali 


/ 


A 


materi al The caster cannot move completely 
through the gate. 

The gate vanishes when the spelFs duration 
cxpires or when the compotient or the wizard 
moves more than 10 feet away from it. 

The gate is visibie from both sides, and other 
creatures can reach through the gate. Breath 
weapons, gaze attacks, missiles, spells, and 
similar attacks cannot pass through the gate, 
Because creatures can pass their limbs through 
the gate, physica! attacks and touch spells can 
be used. 

The only limi* to the range of this spell is 
that the caster and the desired component must 
be on the same plane of existence, Elemcntal 
forces (not creatures) will not pass through the 
gate. Thus, the wizard does not risk flooding 
his laboratory by opentng a gate bcneath the 
sea. for example. Howevcr, the spell does not 
provide any sorl of protectiori against a hostile 
environment into which the caster may reach. 

The spell requires an exquisite sil ver mirror 
of no less ihan 10,000 gp valuc and a blaek 
opal worth at least 1,000 gp that must bc pow- 
dered and sprinkled on the mirror, The mirror 
is not losl after casting and can be used again, 
but the powdered opal is consumet! in the cast- 
ing. 

Notes: Uncommon spell ( ToM ). 

KhelbeiTs Blackstafftf 

f Altera tion, E vocation) 

Level: 8 
Range: 0 

Components: V, S, M 
CastingTtme; t td, 

Duration: l rdVlevcl 
Area of Effect; Speeial 
Saving Throw: SpeciaJ 

This ts the unique spell that gave its creator, 
the arctimage Khelben Arunsun Waterdeep, his 
nickname. The magic causes any nonmagical 
staff club, piece of wood, or pole arm held by 
the caster to shimmer with a blaek. crawling 
radiance 

A weapon enchatited with Khelben 's black- 
staff has the following properi ies: 

* U can neveT harm the caster or any other 
beings touching the staff during the casting of 
the spell 

* It strikes as g +4 magica! weapon to hit (no 
da mage bonus). 


Bla ckstaff M e n t a I Da mage 
IdlOO Effect 

01 -45 Target unaffected 
46—65 Target confmed (as the 4th-level wiz¬ 
ard spell confusiori) for 1 d4 rds. 
66-75 Target stunned (as the 9th level sywt- 
bol spell) for id3 rds, 

76-85 Target affected by fear (as the 4th 

leve! wizard spell) for ld2 rds. 

86-95 Target affected by repuhion 

96-00 Target affected by feehlemind 

• Us touch drama 1 hit point automaticaiiy (the 
target gets a saving throw vs, death magic to 
avoid having this loss being permanent, unre- 
coverable except by use of a wi.rA), plus Id8 
points of normal damage, regardless of the 
weaponls size and shape. 

• Tts touch acts as a dispel magic spell (at the 
caster^ level) on all magical barriers, weapons, 
or effects* at all times; the wielder cannot tum 
this power on and off 

• Its touch causes menta! damagc (see table). 

• Its touch causes any spellcasiing being to for- 
get one memorized spell or be unable to use 
one natural spelMike power for two rounds (if 
a choice exists, determine which spdl or abii- 
ity at randorn; save vs. paralyzation to avoid 
this effect entirely). 

• !rs touch causes beings possessing psionic 
skills or wtld lalents to be psionically "seram- 
bled" (unable to use any powers except 
defenses) for ld4 rounds. 

• It absorbs magic cast upon it, without conse- 
quence, and is apparcntly unaffected by any 
magic except a wish t which can negate it. 

• The blackstaff can be wieldcd by any creature 
able to use a pole arm who can withstand (or is 
immune to) its effects. A weapon enchanted 
with Khelben s blackstaff will prevem spell- 
casiing by any being who is contact with it dur¬ 
ing a gtven round. It can therefore be used to 
ruin enemy spellcasting with a successful 
attack. (It cannot be easily thrown and resists 
telekinesis and similar movements as it does 
almost all other magic/) At the spell's expira- 
tion, the materia! component (the siaff) is 
instantly and completely consumed. 

Notes: Unique to Khelben "Blackstaff" 
Arunsun, premier wizard of the City of Waier- 
deep in the Fgrgqtten Realms serting. A vari¬ 
atiori available io other characters is listed 
elsewhere as blackstaff. 
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Khelben i Suspemkd Silence 


Khelben's Dweomerdoom 

(Abjuration, Evocation) 

Level: 9 

Range: Toueh 

Components: V, $, M 

Casting Time: 2 

Duration: SpcciaJ 

Area of Effect: 40-ft. radius 

Saving Throw; None 

This powerful magic allows archmages to 
drain magie directly froin olher spelleaslers by 
diminating the memory of certain spells. 

When the spell is cast. a spell focus (such as 
a gem or staff) is charged with the magical 
energy; the item rcmains charged for up to the 
easter's level in rounds befoie dissipating. The 
dweomerdoom activates when the charged 
focus item h thrown against a hard surface, 
When it strikes, a green pulse of energy flashes 
out 40 feet in ali dircctions from the item (bar- 
riers of less than one-foot-thick sol id stone or 
six inctaes of solid metal are pierced), One 
spellcaster within the radius of effect, chosen 
by the caster, bears the brunt of ihis spell. 
When the green energy pulse contacts the cho¬ 
sen spellcaster, multiple ares of energy leap to 
the focus item, draining the spellcaster of as 
many memorized spell levels as the caster of 
the dweomerdoom. High level spells are elimi- 
nated first, with any remaining spell levels 
reducing the lower level spells until the spell 
levels are gone (for example, draining 18 levels 
causes the loss of two 9th-level spells or one 
8th-levd, one 7th-level, and one 3rd-level). 

When the energy pulse meets any other 
speiIcasters (wizard, priest, or other) within the 
area of effect, a green energy arc leaps to the 
focus item and drains the memory of one spell 
up to 9lh level (DM*s choice, highest level 
spells first). There is no limit to the number of 
spcllcasters the dweomerdoom affects in this 
Lesser way, provided they are at least partially 
in the area of effect (the caster of the spell is 
immune to this effect), 

Lost spells can replaccd by the usual means: 
memorization for wizards and meditation and 
prayer for priests. 

Example; Khelbcn (W27) flies over a spell 
battie within Waterdeep between Tharchion 
Buulgast of Thay (W20) and Nenex the Aged 
(W22) that has ruined two homes. He easts 
Khelben 's dweomerdoom on his staff and 
throws it between the two mages, spearing it 
inio the ground. Buulgast loses the memory of 


his shape change spell (drained of his most 
powerful spdl automatically). Khelben^ main 
target, Nenex, loses 27 memorized spell levels 
from his most powerful remaining spells (one 
9th, two 8th t and one 2nd): time stop> monsier 
summoning VI, sink, and invisibitity. 

Khelben developcd this spell to deal with the 
increasing number of powerful mages disrupt- 
ing Waterdeep^ peuce (or so he says; Elminster 
hints it might involve the many wizards about 
the Realms and the planes who chalknge Khd- 
ben to spell duels). 

The spdl'5 focus is a signature for the cast¬ 
ing mage T allowing drained foes to understand 
just who brought this down upon them; Khel¬ 
ben uses his st a 1Y, while Alustriel u$es a moon- 
stone pendant with her symbol and Elminster*s 
focus is, of course, bis pipe. Most wizards stop 
and listen to the spellcaster, which was Khel¬ 
ben *s alleged intent: “Do you know how diffi- 
cult it is to get the attention of a Red Wizard in 
the throes of a temper tantrum? 1 think this 
solves that probi em...” 

This spell is cast through an object—a magi¬ 
cal staff, a diamond, a golden crown, ete—that 
is made the center of the spell effect. This 
focus is not consumed or harnied in any way by 
the spell. 

Notes: Known to certain archmages of the 
Forgotten Realms selting, ineluding Alus¬ 
triel, Elminster, Khelben, Laeral, and the Sim- 
bul, 

Khelben^ Suspended Silence 

(Alteratloo) 

Level: 3 

Range; Toueh 

Components: V, S, M 

Casting Time: 3 

Duration: Special 

Area of Effect: 2G~ft. radius 

Saving Throw: None 

This spell, devised by the famous archmage 
Khelben “BlacksfcafT* Arunsun of Waterdeep, 
brings into being a magical field of silence on 
any nonliving object of smaller size than the 
caster (for example, a stone, weapon, or corpse 
of a being smaller than the wizard). Once cast, 
the spell is inactive until the command word is 
spoken. This spdl field can be detected as a 
faint aura until the spell is triggered, and can be 
dispelled with a dispet magic spell. 

When the focal object is touched and a com- 
mand or trigger word (chosen and uttered dur- 
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Kbelbens Wording Whip A 


tng casting) is spoken, the spell takes effeci, 
expanding imo a 20-foot radius spherical field 
centered on the midpoint of the focal objeci. 
Within this field, absolute magica! silenee 
reigns for six rounds. The field moves with the 
object (for example, a thrown stone), and iis 
effects can be avoided on!y by creatures 
employing di spei magic (io end the spell 
effects), vocalize , or a similar spell. 

The materi a I components for this spei! are a 
feather and a handfuJ of dust, which must be 
held in the cupped palm of the caster, while the 
caster’s other hand touches the focal objeci. 
The focal object is in no way harmed or altercd 
by the spelL 

Notes; Known to Khelben of the Forgotthn 
Realms setting and a few of his apprentices, 

Khelben's Warding Whip 

(Abjuration) 

Level; 7 
Range: lOyds. 

Components; 8, M 

Casting Time: 7 

Duration: 1 rd./level 

Area of Effect: Creates ! force lash 

Saving Throw: None 

Thts specialized and rare spcll creates a 
whiplike lash of mystical force controlled by 
the caster, This magical whip is particularly 
effective against those spells that take the form 
of pushing, striking, or crushing forces, in par- 
ticular the popular spells created by Bigby. 

The wizard need not concentrate to maintain 
the warding whip T but while using it cannot cast 
other spei Is or wield other weapons. The whip 
strikes or parries automatically while under the 
direction of its wielder. The whip can be used 
only against those within 30 feet of the wizard. 
The effects of the whip are as fotiows: 

• The whip confers to the user immunity to the 
push spell. 

• The whip will immediately dissipate a shield 
spell without effect to itself 

• The whip has a 40% chance of destroying a 
Tensers floating disk per attack. The whip is 
not affected. 

• The whip affects any of the Bigby‘s hand 
spells as follows: 

Interposing Hand— Destroyed, with a 20% 
chance of the whip being destroyed as well, 
Forcefut Hand—'90% chance destroyed per 
attack, with a 30% chance of the whip being 
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destroyed per attack. 

Grasping Hand —80% chance destroyed per 
attack, with a 40% chance of the whip being 
destroyed per attack. 

Cienched Fist —70% chance destroyed per 
attack, with a 50% chance of the whip being 
destroyed per attack. 

Crushing Hand —65% chance of being 
destroyed per attack, with a 60% chance of the 
whip being destroyed per attack, 

Lesser Bigby spells {strangting grip, batler- 
ing gaunilet, fantastic fencers , etc.) are 
destroyed upon contact with the whip, as would 
be a shield spell. 

• The whip has no effect on nonmoving magi- 
cal barriers such as a wall of force or a pris¬ 
ma tic sphere, 

• The whip has no effect on spells that do not 
use magical force as a solid entity— holds t 
slow, reverse gravity, and so forth. 

• The whip cannot harm living objects, and so 
cannot be used as a weapon. 

• The whip has no effect on spells ihat take 
effect instantaneously. 

•The whip can be used to parry physical 
attacks, including those from magical weap- 
ons and weapons of magical force (deemtave, 
spirituai hammen ete j This parrying has a 
base 60% chance of success plus 2% per level 
of the whip’5 caster An attack parried this 
way does no damage, bul the wtzard using the 
whip must have initiative over his attacker in 
order to parry. 

As noted, this spell was developed by Khel¬ 
ben Arunsun, the Blackstaff of Waterdeep, as a 
specific counter to the various Bigby spells 
that have appeared in the Realms. Whether the 
mythica! Bigby of Greyhawk visited the 
Reatms or Khelben or some other Realmsmage 
visited Oerth to bring these spells from one 
world to another is not known, The Blackstaff 
has apparently met the gre&t Bigby at some 
time in the past, though the meeting was appar- 
ently not on the best of terms. As the wizard of 
Waterdeep once noted to his apprentice Illistar, 
“The old goat comes up with one good gim- 
mick* and beats it to death with a rock” Btgby’s 
response, tf any, has ne ver been recorded, 

The materia! component of this spell is a 
piece of wire and a pinch of powdered elec¬ 
trum. 

Notes: Known to Khelben of the Forgotten 
Realms setting. 
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Khinasi Trade Tongue 

(Divination) 

Level: I 
Range: Touch 
Components: V, M 
Duration: 5 rds./level 
Casting Time: l 
Area of Effect; t individual 
Saving Throw: None 

Favored by Khinasi and Brecht wizards 
because of their countries* reliance on trade, 
this limited form of ESP aids in dealing efft- 
ciently with merchants and peddlers. The 
recipient of this spei i can sense the amount of 
moncy that an individual is wiJling to accept or 
pay for a particular item—regardless of the 
price verbally quoted by the individual—to 
within ld6 coins appropriate to the transacti on. 
The recipient of the spell can detcrminc prices 
for multiple items {one at a time) until the spell 
expires. 

When cast by a Khinasi or Brecht wizard, 
this divination ts even more precise, determin- 
ing within ld4 appropriate coins the amount of 
money a tradet will accepi orpay. 

The materia! component of this spell is a 
vial of snake oiL 

Notes: Common on Cerilia, the Birthrjght 
setting; unknowu dsewhere. 

Kiss of Night*s Guardian+f 

(Evocation) 

LeveU 9 
Range: Touch 
Components: V, S 
CastingTime: I 
Durat ion: 1 passage 
Area of Effect: 1 person 
Saving Throw: None 

The Master of the Tower of High Sorcery at 
Palanthus has the power to grant protection to 
anyone entering the Shoikan Grove. The Master 
confers this protection by means of a kiss upon 
the subjects fcrehead. To those of good or neu¬ 
tra! alignmcnt, the kiss seems to bum imo their 
flesh. To those of evil alignmcnt, the kiss will 
confer a pleasant, warm sensatiom It leaves a 
scar that is visible only to the undead of the 
Shoikan Grove. The kiss alieviates fear in the 
grove (eliminating the -10 saving throw 
penalty) and also prevents ali undead in the 
grove from attacking the protected person. No 




weapons or spells can be used while under the 
kiss influence; to do so negate s the spell. The 
kiss works only for one passage through the 
grove. 

Notes: Unique to Master of the Tower of 
High Sorcery in the Draconlance setting. 

Knock 

(AI terat ion > 

(Uni versat) 

Reversi ble 

Level: 2 
Range: 60 yds. 

Components: V 
CastingTime: 1 
Duration: Special 
Area of Effect: 10 sq. ft./level 
Saving Throw. None 

The knock spell opens stuck, barred locked 
held, or wizard locked doors. It opens secret 
doors, as well as locked or trick-opening boxes 
or chests. Ii also loosens welds, shaekles, or 
chatns. If used to open a wizard locked door, 
the spell does not remove the former spell. but 
simply suspends its functioning for onc tum. In 
ali other cases, it permanently opens locks or 
welds—although the former could be closed 
and locked again later. It does not raise barred 
gates or similar impedimenta (sueh as a 
portcullis), nor does it afifect ropes, vines. and 
the like. Note that the effect is limited by the 
area; a 3rd-level wizard can cast a knock spell 
on a door of 30 square feet or less (for exam- 
ple, a Standard 4-foot x 7-foot door). Each 
spell can undo up to iwo means of preventing 
egress through a porta!. Thus if a door is 
locked barred and held or triple locked open- 
ing it requires two knock spells. In ali cases, the 
location of the door or item mu st be known— 
the spell eannot be used against a Wall in hopes 
of discovering a secret door, 

The reverse spell, locks closes and locks a 
door or similar dosure, provided therc is a 
physica! mechanism* It does not create a weld 
but it locks physically operated locking mecha- 
nisms. set bars, and so on, up to two fimetions. 
It eannot affeci a portcullis. 

Notes: Common spell ( PHB ), 
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Know Bloodline Derivation 







Knosltra’s Crypt 

{Necromancv) 

Level: 5 
Range: 30 yds. 

Componente: V, S 
Casting Time: S 
Duration: l~H)days 
Area of Effect: 50-ft, radius 
Saving Throw: None 



This speII causes any inhabited structure to 
become seaied as a crypt. In effeci, ali exits are 
wizard locked. Then ihe interior begins to 
tlarken over a period of five rounds. No ltghL 
even magicai can funetion in the darkness, nor 
cati infravision, When the structure is dark, a 
horribk musty smell of death permcates the 
area. If the Ravenloft setting rules are not 
used, a saving throw vs, paralysis can be used 
to see if the effects of a fear spell are avoided. 
Otherwisc* the conditions prompt fear and hor¬ 
ror checks (the DM may optionally cali for 
madness checks as deiailed in the spell, descent 
into madness). 

Notes: Very rate; usually found in the hands 
of necromancers or undead spellcasters. It can 
be successfully researched only on the Demi- 
piane of Dread. 


Know Alignment 

(Divination) 

Reversible 

Level: 2 
Range: 10 yds. 

Components: Y S 
Casting Time: 1 rd. 

Duration: 1 rd./leve! 

Area of Effect: 1 creature or object per 2 rds. 
Saving Throw: Neg. 

A kn&w alignment spell enablcs the wizard 
to read the aura of a creature or an al igned 
object (unaHgned objects reveal nothing). The 
caster must remain stationary and concentrate 
on the subject for two full rounds. A creature is 
allowed a saving throw vs. spell and, if success- 
fui, the caster learns nothing about that particu- 
lar creature fiom the casting. If the caster 
concentrates on a creature or object for only 
one round, he can leam its alignment only with 
respect to law and chaos. Certain magical 
devices negate the know alignment spell. 

The reverse, undetectahle alignmeni , eon- 
ceals the alignment of an object or creature for 
24 hours—even from a know alignment spell. 
Notes: Common spell (PHB). 

Know Bloodline Derivation 

(Divination) 


Level: 1 
Range; 30 yds. 

Components: S, M 
Duration: Instantaneous 
Casting Time: 2 
Area of Effect: \ individual 
Saving Throw: Neg. 

The caster of this spell can determine the 
bloodline derivation of an individual. The tar- 
get individual is allowed a saving throw vs^ 
spell with the following modifiers to the die 
roll (because stronger bloodlines are easierto 
deteet): tainted, +2; minor, +0; major, -2; 
great, -4, There is a base 50% ehance (minus 
5% for every level of the caster) that a tainted 
bloodline passes uimoticed, even if the individ¬ 
ua! falis the saving throw. This spell does not 
work on inanimate objects. 

The material component of this spell is a 
collection of trinkets representing the different 
bloodlines (Basaia is represented by the hawk, 
so a hawk feather or claw would be appropri* 
ate; scions of Reynir are attuned to the wilder- 
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Know Bloodline Strength 


ness, making a pine cone or live twig suitable, 
and so ou)* The component that represents the 
targefs bloodline disintegrates upon comple* 
tion of the spell If the spell is cast on an 
unblooded character, none of the totems are 
destroyed. 

Notes: Common on Cerilia, the Birthright 
setting; unknown elsewhere, 

Know Bloodline Strength 

(Divinat ion) 

Level: 1 
Range: 30 yds. 

Componente: S, M 
Durat ion: Insiantaneous 
Casting Time: 2 
Area of Effect: l being 
Saving Throw: Neg* 


This spell affects only blooded characters. If 
the individual faiis a saving throw vs. spell the 
caster learos the relative strength of his blood- 
Jine—tainted, minor, major, or great Because 
stronger bloodline strengths are easier to iden- 
tify, the being makes his saving throw with the 
following modifiers to the die roll: tainted, +2; 
minor, +0; major, -2; great» —4. 

There is a base 50% chancc (minus 5% for 
every level of the caster) that a tainted blood¬ 
line *s strength cannot be determined, even if 
the being faiis the saving throw, 

The materiat component is a smalt vase or 
jar made qf maljeable metal (bras s t gold, tin, 
ete*), The component coi lapses, as ifcrushed in 
a strong hand, when the spell is cast The caster 
measures the extent of the crumplmg to deter* 
mine the relative bloodline strength, If the spell 
is cast on an unblooded character, the vase 
remains uncrushed. 

Notes: Common on Cerilia, the Birthright 
setting; unknown e Ise where. 


Know Cerilian Origin 

(Divinationi 


Level: 1 
Range: 10 yds. 

Components: V, S 
Durat ion: Instantaneous 
CasfingTime; 1 

Area of Effect: 1 creature or objeci 
Saving Throw: Neg. 


When a wizard directs this spell at a crea¬ 
ture, individual or objeci he can determine the 


J 


s 

area of Cerilia from which the subject origi- 
nated (or whether the subjeci comes from out- 
side Cerilia). This spell can identify the origin 
of a Cerilian item or person to within 25 miles, 
with a general or specific resuit—that is, a 
warrior born 20 miles outside of the City of 
Anuire might be identtfied as hailing from that 
city; a weapon forged in the city of Ilicn might 
simply be idcntificd as originating in the 
provinee ofTHen. 

The caster may specify whether he wishes to 
learn the acmal origin of the subject or the 
place in which it has spent the most time. Thus, 
he may leam the birthplace of an individual or 
the place in which sht has spent most of her 
life; he may learn the place where a weapon 
was forged or the site at which it lay lost for 
decades. The origins of Cerilian items predat- 
ing the Mount Deismaar cataclysm (when 
magte changed) cannot be determined* 

In the case of centuries-old items, this spell 
might be cast a number of times to determine 
the htstory of an objeci Such castings will first 
reveal the place where the item spent the most 
time, with subsequent castings revealing pro* 
gressively shorter habitata, 

When this spell is cast on an individual a sav- 
ing throw vs, spell is allowed; on a magieat item, 
a saving throw vs. crushing blow applies. In 
either case, a successful saving throw means the 
caster cannot determine the subjecti origin* 

The spell gives Information (other than a 
reading of “outside**) based on the subject *s 
history in Cerilia. Even subjects from as close 
as the eontinents of Thaele and Adoria are 
“outside” as revcaled by this spell 
Notes: Common on Cerilia, the B[rthfught 
setting; unknown elscwhere. 

Know Faction 

(Divination) 

Level: 1 
Range: 20 yds. 

Components: V, S 
Casting Time: l 
Durati on: 1 rd, /level 
Area of Effect: Special 
Saving Throw: Neg* 

This spell enables a wizard to determine the 
faction of a character or creature simply by 
looking at him. Most faction members don*t 
bother to hide their affiliation, but on occasion 
factols will order covert misstons or infiltra- 
rions of other groups. The spell lasts one round 
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per level of the caster* and the caster can deter- 
mine the faction of one creature within range 
every round. A creature trying to conceal its 
faction is allowed a saving throw vs. spell to 
foil the wizard*s efforts. 

On occasion, ereatures with deep-rooted 
philosophica! beliefs will be revealed by this 
spell. For example, a high-level priest who 
worships a power of death may be mistaken for 
a Duslman. 

Noles: Common in the PlaNescape setting; 
otherwise very rare. 

Kjiow History 

(Divination) 

Level: I 

Range: 120 yds, 

Components: V, S, M 
Casting Time: l rd. 

Duration: Insiantaneous 
Area of Effect: I creature or object 
Saving Throw; Special 

This spell reveals to the wu jen the common 
name, background* lineage* and deeds of any 
item* creature* or place, should such possess 
any notabie history at ali. It does not reveal 
secret ideniitics* presence of magic, magical 
abilities* character alignment, etc. ff cast on a 
character* it would teli of his parents* what 
family he belongs to, and any famous deeds of 
his atieestors. When cast on an object* it reveals 
the specific name of the item (if it has one), 
any notabie deeds it was used in* and Ihe name 
of its maker. For example, a katana might be 
revealed as the “Cloud-Cuttmg Sword used by 
the great hero Akicha Tanokura at the Batlle of 
the Fallen Bridges* having been made for him 
by the master swordsmith Lei Yung ” 

When used to reveal a creature that is dis* 
guised or polymorphed, the subject is allowed a 
saving throw vs. spell. If this is failed the spell 
operates normally. The spell has no effeci on 
disguised or polymorphed items or places. 
When used on a creature, the caster must be 
able to see ihe creature in question. When used 
on an object* the caster must handle the item. 
When used on a place* the caster must be 
standing within the grounds of the site. 

The materia! component of this spell is a 
pair of carved bones. 

Noles: Common in oriental settings; other* 
wise very rare. 



Know Intent — Savant 

(Divination) 

Level: 2 
Range: 0 
Components: V, S 
Casting Time: 2 
Durati on: 1 rd. 

Area of EfFect: 10 ft./teve! path, 10 ft. wide 
Saving Throw: None 

When this spell is cast, the savant becomes 
aware of the general intent of an encountered 
individua! or group. Information revealed is 
along the lines of the following one*word 
descriptioris: friendly, neutral* hostile* wary t 
and so on. 

Noles: Restricted to diviners, sages* and 
savants; common, 

Know Patii of Magic 

(Divination) 

Level: 4 

Range: 5 yds./level 
Components: V, S 
Casting Time: l rd, 

Duration: l rd./2 ievels 
Area of Effect: 1 wizard 
Saving Throw: Neg, 

By casting this spell, the wizard might leam 
if the subject has organized his magical studies 
by the “path system” or not, The subjecti sav¬ 
ing throw is redueed by 1 per fhree Ievels of the 
caster (a natural “20” always succeeds). If the 
subject makes a successful saving throw vs. 
spell, the divination faiJs completdy, 

If the saving throw is Failed* for each round 
of eoiteentration, Ihe caster has a 5% per level 
ehance to leam another piece of informat ion, 
for example: the number of paths studied, the 
name of a specific path studied* the highest 
spell level completed on that path* the name of 
a specific spell on ihe path that the caster 
knows (these will be revealed in order of leve!* 
lowest to highest* starting with spe lis that the 
caster doesn T t know the subject has). 

This spell is defeated by any device or pro- 
tective item that wards against scrying. The 
spell also ends if the subject moves out of 
range or if the castert concenrration is broken* 

Notes: Rare; known mostly by those follow¬ 
ing the Path of Paths (see Appendix). 
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Know School 

(Divinati tm) 

Levet; 1 

Range: 120 yds. 

Components: V, S, M 
CasiingTime: l 
Duration: L rd. 

Area of Effecti l spedaUst wizard 
Saving Throw: None 

By means of this spell the caster ean deter¬ 
mino the school of another spellcaster This 
spell only funciions on other wizards who are 
specialist mages; it produces no results on 
priests, spellcasters without schoois, or crea- 
tures without spell ability. 

The subject is not necessarily aware of this 
divination, but as with ait such divinaiion 
spells, probably would take umbrage if he 
found oui. Let the caster beware, 

The materia! component of this spell is a 
small tube of paper or vellum. 

Notes: Uncommon spell from the 
Forgotten Realms setting. Known to be in 
Darrson s Notes. 

Know Valye 

(Diviiaatinn) 

Level: 5 
Range: lOyds. 

Components; y S* M 
CasiingTime: I rd. 

Duration: Instantaneous 
Arca of Effect: 10-ft. cube 
Saving Throw: None 

Know value enables the caster to determine 
the raw monetary value of all coins* genis, and 
jewelry within the area of effect, within the 
limits that follow. 

The items must be laid out so they are ctearly 
visible. They cannot be coneealed on a person. 
hidden in a chest, or buried in the ground. The 
items must also be contained within an area no 
larger than a 10-foot cube, and this area can be 
no farther than 10 yards from the caster. The 
spell appraises the basic raw material value of 
precious metals and gemstones examined, 
regardless of magical enchantment, workman- 
ship, or collectible value. Fools* gold is 
instantly detected. 

Optionally, the DM might allow this spell to 
duplicate the appraisal nonweapon proficiency 
with respect to the raw monetary value of trea- 


sure at an effective Intelligence of 15. 

The material component of the spell is part 
of the material appraised, equal to 1% of the 
total value, rounded up to ane whole item as 
neeessary, This disappears from the area exam- 
ined. Thus, a pile of 20,000 sp is reduced by 
200 sp when this spell is cast upon it. 

Notes: Uncommon spell (Updated from the 
Complete Wizards Handbook.) 

Know Weight 

(Divinaiion) 

Level: 1 
Range: 0 
Components: V, S 
CastingTime: t 
Duration: I rd./level 
Area of Effect; SpeciaI 
Saving Throw; None 

When the know weight spell is cast, the wiz¬ 
ard use it to read weight for one individua! or 
object or compare weighr for two, determining 
if one is strong enough to carry or support the 
other, The caster use either spell fiinction as he 
desires, dectding which function to use on a 
round-by-round basis, 

Read Weight: By touching the subject and 
conccntxating for a round, the caster knows the 
weight of an object or creature. The reading 
gives the total weight, including the weight of 
all items carried or supported. A different indi¬ 
vidual or object can be examined eaeh round. 
The maximum weight that can be read at lst 
level is one-half ton (1,000 Ibs,) and the amount 
doubles each level thereafter, to a total of 256 
tons at lOth level, If the weight of a creature or 
object exceeds the caster "s eapacity, only that 
faet can be determined. 

Compare Weight: Aitemately, the wizard can 
test the weight of creatures or objects againsi 
each other. He grasps one with his right hand 
and another with his left and holds them for a 
round, This reading determines if the left-hand 
subject can bear the weight of the right-hand 
subject. The answer is given as a short reply 
(see table). 

For this use, success is the chance that a 
weight-stressed object wili hold without break- 
ing as decided by the DM, Movement gives the 
effect of carrying a burden on the individual 
who will bear it (a ^physicalty dangerous" bur¬ 
den runs the risk of a disabling a character or 
posstble death by exhausti on for mounts and 
pack animals—the nature and chance of injury 
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is up to the DM) + Reading is what the caster 
leams. This usc of the spell does not reveal the 
actual weight of either subject. 


Success 

Movement 

Reading 

(Objeet) 

(Creature) 

(C ister) 

100% 

Norma! movemect 

Yes 

75%-99% 

Encumbered movement 

Pmbablv yes 

40%-74% 

Heavyencumbrance 

Possiblyyes 

01-39% 

Burden dangerous 

Pmbably no 

0% 

Cannot he lifted 

No 


For example, Redolent the wjzard grasps a 
heavity armored fighter with his left hand and 
a rotted bridge with his right hand. His answer 
is no. Then he realizes the fighter obviously 
can T e lift the bridge and switches hands, He 


gets a yes answer and telis the fighter it is safe 
to ero 55 . Then hc iets go of the bridge and con- 
centrates on the fighter, then on a halfling and 
on an elf who are with the party. From this he 
Jearns the halfling and elf have a eombined 
weight ofless than the fighter*s» and can thus 
safely cross together. 

Notes: Uncommon for diviners; otherwise 
rare. 

Know Weight 

A spell of 1 st tevel that ance appeared in the 
Polyhedrqn Newszine. It ranged, affected 
many individuah in a large area * and had an 
undefined materiat component , It is now lost 
knowledge. 
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Lacrais Aquccuts Column 


Ladder — Old Empire 

(Alteration) 

(Force) 


Level; l 
Range: 20 yds. 

Components: V, S, M 

CastingTime: 1 

Duration: 1 tum 

Arca of Effect: Creates 1 ladder 

SavingThrow; None 


By means of this spell, the caster creates a 
firmly anchored ladder of force, one foot wide, 
and tcn feet long, plus ten feet per level of the 
caster, to a maximum length of 60 feet. This 
ladder is easy to climb (no Dexterity check is 
required). This ladder can be used to climb 
walts and pits, or can be laid horizontally and 
used to cross chasms, 

The material component for this spell is a 
knot of wood. 

Notes: Uncommon spell. As a Forgotten 
Rralms Old Empire spell, initia! exposure 
requires a mentor or a read Southern magic 
spell. 


LaeraLs Aqueous Column 

(Alteration, Evocationi 

Level; 4 

Range; 10 fL/level 
Components: V, $, M 
Casting Time: 2 rds, 

Duration: l tum/level 

Area of Effect: 10-fl-diam. cylinder, length up 
to 10 ft/level 
Saving Throw; None 

By means of this spell, a mage can trans- 
mute the air in a particular area into water A 
cyiindrical volume of pure water J0 feet in 
diameter is createi expandable to a length of 
10 feet per level of the caster, The caster 
decides if the water is fresh or salt during cast¬ 
ing. The spell confines the water in a 10-fooi- 
diameter cylinder, allowing it to circulate 
freely and draw oxygen into itsclf as necessary 
io support marine life, Multiple aqueous coF 
umn spells can be cast by the same caster or 
severat wizards to create a continuous column 
longer than the powers of a single caster could 
bring into being. The column can run verii- 
eaJly, horizontally, at an angie, and make turns 
as desired and set during casting. Once estab- 
lished, the location of a column cannot change. 


Beings and objccts can pass freely into and out 
of the water wilhout distufbing the stabihty of the 
column, (In other words, the passage of a creature 
or item does not cause the column to leak, spray, 
or spill) Though items and beings become wet in 
the column, ali exccss moisturc is gone when 
they emerge. Creatures nol able io breathe in 
water are noi empowered to do so by this spell 

An aqueous column is often used to main* 
tain marine creatures in a dry environment for 
purposes of conferences, imprisonment, or 
Transportation, The created cylinders are usu- 
ally vertical (hence the spells name) and may 
be connected with other bodies of water, such 
as sewers beneath buildings or the sea under a 
ship. When the spell expires, the water simply 
vaimhes; marine creatures can easily be 
stranded, The magic equatizes varying water 
pressures so as to harm neither creatures nor 
the spells surroundings. (A column connected 
to the sea in a ceIlar does not cause the sea to 
flood the cellar.) 

The material components of this spell are a 
hair from any creature and a drop offiquid. 

Notes: Common or uncommon among the 
Seven Sisters and Harpers in the Forgotten 
Realms setting; otberwise uncommon or rare. 
Known to be in Laernl !v Libram 
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LaeraFs CrowningTouchtt 

(Alteration, Conjuration) 

Level: 9 
Rangc: 0 
Components: V, S 
Casting Time: 7 
Duration: 366 days 
Area of Effect: I pcrson 
Saving Throw: None 

By casting this spell, the wizard effcets a 
debilitating curse on a target being, To bc 
affccted a target must bc a spell-using cntity 
who emptoys magic governed by Mystra (such 
as ali priests of Azuth and Mystra). 

The spelt is initialfy urmoticeable save to the 
subject; Mystra's Symbol appears drawn in sil* 
ver on each palm (or on chest and forehead of 
beings lacking palms) as a glowing brand. The 
brand s can be scen by othcrs employing detect 
magic or re ve a l magic. Even after the speJl 
expires* one mark remains forever. 

For a year and a day, the subject knows he 
has been cursed. A recipient who casts a spell 
ioses one fuiJ leve! of experience per level of 
any spell cast (reducing Hit Dice, class 
bonuses, spell abilities, etc, accordingly). For 
example, a 14th-level wizard who casts a 6th 
level spell immediatdy drops to 8th level, los* 
ing 6d4 hit points and all powers an abilities 
beyond those of an Sth level wizard}, Memo- 
rized spells are not lost, but if their level is 
beyond the cursed wizard's ability, they cannot 
be replaced once cast. 

Streaks of silver appear in the hair of the 
cursed spellcaster, With each spell use, more 
silver appears. When the transgressori hair is 
all silver, it falis out. In addition, the trans* 
gressor f s hands become gnarled, and sores 
form on the vocal cords, makrng it harder to 
voealize spells as welf (These are physica! 
manifestations of the changes wrought by the 
spell, not added penalties.) After the spell 
expires, these side-effects vanish, and normal 
spell use returns. Howcver, lost levels are gone 
and must be regained through the accumula- 
tion of experience. 

If this spell is cast upon a lich, the undead 
spellcaster is allowed a saving throw vs. spelt 
at a -2 penalty. ff successful, the spell ts 
negated, If failed, the lich loses ld8 hit points 
per spell it casts (draining itself slowly of 
unltfe) T but the cast spell functions normally 
otherwise. There is no known way to avoid this 
damage, and a lich reduced to 0 hit points in 


this way is destroyed utterly, along with its 
phylactery. 

This spell was developed for use only against 
those who misuse in the worst way the sort of 
magic Mystra has dominion over. If the sub- 
jecis are intelligent or knowledgeable enough, 
they realize what has occurred when the sym- 
bols of Mystra manifest and go into seclusion 
while they pray to Mystra for forgiveness, 
Effectively, this sends spellcastcrs into forcet! 
retirement for a year and a day. The goddess 
has been known to shorten the effects of the 
tauch for the truly repentant. 

Only the Chosen by Mystra can widd this 
spell; an unscrupulous apprentice of the Sim- 
buTs tried the spelt on a man who spumed her. 
only to have it visited on herself! 

Notes: A unique Fqrgotten Realms spell, 
restricted by Mystra to Mystra T s Chosen (Alus- 
triel, Laeral, and the StmbuI use it rnost fre¬ 
quenti y). 

Laerars Cutting Hand 

(Alteration) 

Level: 2 

Range: 0 

Components: V S 

Casting Time: 2 

Duration: 1 rd./level 

Area of Eflfect: The c aster's hand 

Saving Throw: None 

This spell afifects one of the castefs hands. 
The spdl does not change the hand's appear- 
anee, but its lightcst touch severe nonmagical 
ropes, sacks, and the like. Its strikc deals 
ld4+2 points of damage. The spell dweomer 
can be made visible as a /aerie /ire -like glow of 
any hue T if the caster desires. 

While the spell lasts, the casteCs hand is 
considered a +2 weapon for purposes of what it 
can hit, The caster gains a +2 bonus to attack 
rolls made both barchanded and with all non- 
missile weapons wielded by the hand (the 
casteCs base THACQ is unchangcd). The magic 
does not preveni the hand from moving, grasp- 
ing, and otherwise functioning normally. 

No spell involving a somatic component can 
bc cast while the cutting hand is maintained. It 
can be ended in an instant at the caster^ will. 

Notes: Restricted to the Seven Sistere, their 
apprentices, and select Harpers in the 
Forgotten Realms setting, 
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LaeraPs Dancing Dweomer 

(Illusion/Phanfasmji 

Level: 3 

Ratige: 20 yds, + 10 yds,/level 

Componems: V, S, M 

CastingTimc: 3 

Duration; l tum/level 

Arca of Effect: 40*0. diam, sphere 

Saving Throw: Neg. 

This spell is used to confuse spei Is and abili- 
ties ihat detect magic by creating a score of 
false images that flit from one ilem to another 
within the area of effect, alternatcly creating 
and masking magica! auras on ali items therein. 

A detect magic spell used within the area of 
the dancing dweomer consequently reveals 
nothing useful, as all items in the area flicker 
with magica! radiance. The flickering is not 
vis ibi e to the naked eye, but is seen only by 
beings actively detecting for magic. 

All bcings employing any such means of 
detection are allowed a saving throw vs. spell. 
If the saving throw fails, the being cannot teli 
what items—if any—tmly bear a dweomer, and 


cannot teli the source or nature of what is con* 
fiising the detection, If the saving throw suc- 
ceeds, the being is able to discern stronger, 
fixed auras about the truly magical items, and 
to see the movements of the dancing dweomer. 
The caster of the dancing dweomer, if stili pre- 
seni at the seene* also seems to be illuminated 
by a smaller duplicate of the dancing dweomer 

The caster of a dancing dweomer need not 
concentrate on the efFect or refrain from other 
spcllcastmg to maintain it. The material com¬ 
ponent of this spell is a pinch of dust tossed 
into the air. 

Notes: Uncommon or rare spell of the 
FqRggTTEN ReaLms setting. Known to be in 
The Wtzards Workhook. 


Optionai: The saving throw can bc mod- 
ified as follows: Subtract a pcnalty from 
the roll equal to the leve! of the caster of 
the dancing dweomer and add a bonus to 
the roll cqual to the level of the detecting 
being (use Hit Dice if either \$ mi dassed). 
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LaeraPs Dancing Whip 

(Evocatum) 


LaeraTs Disrobement 

(Altera tion) 


Lcvel: ! 

Range: 0 

Components: V, S, M 
Casting Time: 1 
Duration: I rd,/level 
Area of Effecti JO ft./level 
Saving Throw; Specral 

This spell animales a whip or any piecc of 
wood smali cnough to be carricd one-handed 
by the caster into a weapon. The caster tosses 
the item into the air and speaks ihe incantatiort, 
and this material becomes a 5-foot-long lineof 
transluceru white light floating in the ait 

On the next roundL the dancing whip strikes 
twice with a THACO of 10 at any target being 
chosen by the caster that is in the area of effeck 
h inflicts ld3+l points uf damage with each 
successful strike- It continues to attack twice 
per round until the spetl expires, the target 
being moves out of the area, or the being is 
stain or destroyed* It the being moves out of the 
area, the whip hangs in midair waiting for the 
being to move back into range. The spell area is 
stationary at the caster^s location when the 
whip was created; it does not move with the 
caster. 

A dancing whip cannot change its target 
being, but it can sense invisible or shape* 
changed heings, and it is not fooled by tllu- 
sions (for example, it ignores mirmr images to 
strike at ihe true body of the target). Each time 
the whip successfulty strikes the being, the 
being’s effective Armor Class agatnst the whip 
only (not other creat ures or attacks) worsens by 
I point. The being is allowed a saving throw vs, 
spei 1 againsi every whip attack, however. A 
successfUl saving throw means on[y 1 point of 
damage is suffercti. 

A dancing whip takes no damage from phys- 
ical attacks, but is M V FI 15 (A), AC 4, and has 
22 hil points for purposes of other types of 
attacks. A dispei magic destroys a dancing 
whip instantly. The caster of the whip need not 
concentrate on it or refrain from other spell- 
casling to maintain its existence. The dancing 
whip magic consumes the original whip. 

Notes: Restricted to the Seven Sisters, their 
apprentices, and select Harpers in the 
Forgotten Rhalms setting. 


Level: 5 
Range: 0 

Components: V, S, M 
Casting Time: 5 
Duration: 1 day/level 
Area of Effect; Spccial 
Saving Throw: None 

This spell Stores a secortd spei) for a time 
based on caster level, or until a specific eveni 
oceurs. The dweomer is cast upon a nonmetallic 
item that is wom just before the second (stored) 
spell, which can be of any level, is cast. The 
item can be as large as a gown or as smalf as a 
ring or earring, but cannot be something already 
bearing an enchantment. For example. alfhough 
a metal dagger coutd not be made the focus of a 
dismbement, its sheath could. 

The spell to be stored is cast in the normaI 
way, but Lhe caster—who need not be the caster 
of the dismbement —touches the item bearing 
the disrobement dweomer during casting, and 
the spell enters the item ratheT than iaking 
effecE Teleport, death spell , and mereor swarm 
are favorite spei Is used in conj unet ion with 
LaemVs dismbement. 
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The stored spell takes effect when the item is 
removed from or torn away from an unwilling 
wearer, or when the item Is destroyed or sub¬ 
stantia Ily da mage d (tearing a slceve from a 
shirt, for example, or sbshing a tuntc with a 
sword)* 

Item-wearcrs are instantly made aware of 
eruptiitg spei Is. These spei Is are under their 
control even if they ha ve no spellcasting ability 
or are of anoiher tlass than the caster of either 
the disrobement or the spell it has stored. The 
item-wearer can decide what form the spei! 
takes (if any), ita duration or intensity (if 
applicable), and its destination or target. This 
control is by silent act of will. Even bound and 
gagged item-wearers can direct erupling spe lis* 

Even tf item-wearers mafce foolish decisions 
about spell effects, they cannot be directly 
haruicd by an unleashed spell. if the item- 
wearer made a firebalt detonate with herself at 
the center. she and ali worn, carrted* and 
touched items and companions would be com- 
pletely protected by the disrahemem, but the 
firebalPs blast would have normal effects on 
everything else it reached. 

If the disrobement duration expires before 
the item is removed or harmed, the stored spell 
is lost without taking effect, 

Sylune once used a disrobement when eap- 
tured by slavers. They tore her gown to brand 
her on one shoulder, and the resulting meteor 
swarm destroyed tbem and their log-built 
stronghold* As a resuit, Laeral 's disrobement 
was called Sylune s displeasure for a time by 
sages who had not learned its true nature. The 
nam e may stili be found in some old writings. 

The casting of Laeral !s- disrobement con¬ 
sumes a handful of diamond dust (cfushed dia- 
monds worth 3d4+l x 1,000 gp), but the item it 
is cast on is not harmed or consumed by this 
magic. 

Notes: Rcstricted lo the Seven Sisters* their 
apprentiees, and select Harpers in the 
Forgotten Rfalms setting. 

LacraPs Gesture 

(Alteration) 

Level: 4 
Range: 0 

Components: V, S 
Casting Time: 4 
Duration: Special 

Area of Effect: 1 spell of 3rd level or less 
Saving Throw; None 


This spell allows its user to east any cur- 
remly memorized spell of 3rd level or less in a 
casting time of 1 without verbal or materia! 
components* by means of a specific complex 
gesture. The spell to be affected is chosen, the 
gesture is casf the caster casts the rtiodified 
spell, and then she directs the effects of the 
chosen spell normally* 

Only one Laeral s gesture can be memorized 
by any being at a time, There is no known way 
to make this magic govern spells of greater 
than 3rd level. 

Laeral is (correctly) said to have devised this 
spell afier being attacked while bathing—and 
necessarily parted from most all spell compo¬ 
nents—once too often. 

Notes: Known to Laeral and some other 
wizards in the Forgottbn Rfalms setting, 

Laeral f s Invisible Bladc 

(Evocation) 

Level: 8 

Range: lOyds./level 
Components: V* S* M 
Casting Time: 7 
Duration: l rd,/level 
Area of Effect: Special 
Saving Throw: None 

This spell is the resuit of Laeral modifymg a 
spell created by one of her sisters, Aiustriel s 
sword ofstars. LaeraFs spell creat es an invis¬ 
ible, silent, long-sword*shaped construet of 
force that Fornis at the end of the round of cast¬ 
ing and attacks a chosen target creature, 

During casting, the caster decides if the 
blade will strike with her own THACO, inflict- 
ing 2d4 points of damage plus 1 point for each 
level the caster currently possesses, or if the 
blade will strike atTHACO 7* inflicting only 
2d4 points of damage per hit The version cho¬ 
sen cannot be changed after the spell is casi. 
For purposes of determimng what the invisible 
blade can hit, it is considered a +5 magical 
weapon, though it does not have any attack or 
damage bonus, 

An invisible blade cannot be seen unless or 
until it is blooded or marked with some other 
substance, Onlookers see only a creature fight- 
ing apparently empty air. Contact with any 
deieetion spell, regardless of its normal func- 
tion, causes an invisible blade to become 
clearly vbible. 

The blade T s first blow es always made at 
THACO 5, regardless of which version of the 
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blade has been chosen, The blade strikes twice 
per round unttl the spell expires or the caster 
chooses a new target creature. Because a crea¬ 
ture concentrating on detecting (and parrying) 
the blade can see disturbances in the air as the 
edges of the force move, the creature suffers no 
Armor Class penalty for not being able to see 
the blade. Gnly those within 10 feet of the 
blade can sce the disturbances. 

However* if the blade is fought in complete 
(or magica!) darkncss, the Standard Armor 
Class penalties apply and the blade it se i f 
strikes at a THACO of 5, 

An invisibie blade flies at MV 21 (A), has 
AC -2 t and has 22 hit points. Jt vanishes if 
destroyed by physicaI attacks. Magical attacks 
have no effect on it at all, save that a successful 
dispel magic or a properly worded Umited wisk 
or wish can make it vanis h. 

The magical blade fights by itself, and does 
not require the casteCs attention once created, 
cxcept when the caster desires the sword to 
switch targets. Every time a new creature is cho- 
sen, the caster cannot cast spells on the round in 
which that choice is made. The round must be 
spem concentrating on the blade and the new 
creature* which must be wiihin spell range of 
and visible to the caster at the time the choice is 
made. An invisible blade can foliow a being any- 
where on the same plane, though long distance 
teieportation oauses the magic to expjre before 
the pursuing sword reaches its targei. 

The materiai components of this spell are 
any metal-bladed weapon, which is ccmsunved 
in the casting, and a ciear rock crystal. 

Notes: Restricted to the Seven Sisters, their 
apprentices, and select Harpers in the 
Fgrgotten Realms setting. 

LaeraFs Raging Griffon 

(Evocation) 

Level: 3 

Range: 10 ft.flevei 
Components: V, S, M 
Casting Time: 3 
Duration: 9 rds. 

Area of Effect: Special 
Saving Throw: None 

This spell calls inio being a translucent, 
utterly silent, obviously magical construet that is 
an extension of the caster’s will and acts with 
precise loyalty to the casteCs desires. The caster 
can ride it if desired, see through its eyes wben- 
ever desired (though not to cast spells through 


it), or command it to fight the caster s foes. 

Bcings other than the caster can ride the 
griffon—and even drop onto its back from 
above, against the caster*® wishes—but the 
caster can make the griffon vanish instantiy at 
will. The griffon also disappears if destroyed 
by cumulati ve damage. It can fight a creature 
of the canter’9 choice until ii or the creature is 
destroyed, or the caster changes its turget. The 
caster can change the griffon 1 ® target in any 
round that she does not cast another spell. The 
griffon can move any distance from the caster 
without contact—or control—being lost. The 
spell range is how far away from the caster the 
griffon can be made to appear when the spell is 
cast. A real griffon does not recognize a raging 
griffon as a griffon or a living. creature, nor 
views it as a threat uniess attacked by it. 

The materiai component of this spell is a 
griffon feather or a tuft of hair from a griffon T s 
tail 

Noles; Restricted to the Seven Sisters, their 
apprentices, and select Harpers in the 
Forgotten Realms setting. 

Raging Griffon: AC 3, MV 12* FI 30 (C, 

D with rlder), HD 7; THACO 13; ^AT 3; 
Dmg Id4/ld4/2d8; AL N; SZ L. 


Lamentable Bclaborment, 
Leomund^s 

See LeommuTs lamentable belaborment. 

Lance of Disruplion 
(I n vii c a tio n/ E voc alio n) 

(Air, Force) 

Level: 3 
Range: 0 

Components: V* S 
Casting Time: 3 
Duration: Instantaneous 
Area of Effect: 5 ft. x 60 ft. 

Saving Throw: A 

This spell creates a beam of concussi ve, dis- 
rupting force that lashes out from the wizard*s 
hand in a path 5 feet wide and 60 feet long. Any 
creatures eaught in the beam’$ path suffer 5d4 
points of damage, plus 2 points of damage per 
caster level, to a maximum of 5d4+20; for 
example, a 6th-level wizard wotild inflict 
5d4+12 damage with the lance of disruption. 
Victims are allowed a saving throw vs< spell for 
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haJf damage. The lanceas energy delivers a pow- 
erful blow against inanimate object s and can 
easily blast light fumiture. thin wooden walls* or 
fragile stonework to flindcrs. Even sturdy iron- 
bound doors or heavy stonework can be seri- 
ous ly damaged by the lance of disruption, 

Creatures with amorphous or non sol id bod- 
ies« such as fire or air elementab and some 
oozes and s limes, are resistant to the lance s 
effects, These Mistain only half damage, or 
one-quarter damage with a successful saving 
throw. 

Notes; Uncommon spdl (PO:SM), 

Landscapc of Spefl Lore 

A Mystara seiting spell aka spell sense. 

Lapis Bonds 

(] Dvocation/Evocation) 

(Porce) 

Level: 5 
Range: lOyds, 

Components: V, S, M 
Casting Time; 5 
Duraiion; 1 tum + 1 rd./levcl 
Area of Effcet: 10-ft. radius 
Saving Throw: Neg. 

With lapis bonds, a wizard conjures blue 
rings of magical energy that encircle creatures 
or objects. A caster can create one ring for 
every five experienee levels. While the wizard 
dictates the size of these magical rings upon 
casting the spell, they cannot cxceed a radius 
of 1 foot per caster level, Creatures the caster 
wishes to bind in the rings are allowed saving 
throws vs. spell, modified by the defensive 
adjustment from the character s Dexterity score 
to avoid them. Target creatures mmt be together 
with in a IQ-foot radius sphere. 

Once creaied, these azure rings stay fixed in 
space. They remain immune to ali forces, 
inctuding gravily, Nathing short of a wish can 
cause them to chauge size orposition, although 
they can be dispelled, A ring that tightly encir- 
cies even one leg or arm pins the character to 
the spot (though target creatures can move the 
rest of their bodies normally). The caster can 
try to place the rings so that they completely 
bind a creature 1 » legs or arms» but creatures 
then receive a +1 bonus to their saving throws. 
Note, however, that a wizard creating multiple 
rings can cast them ali on a single creature, 
requiring that creature to make multiple saving 
throws. 

S 


The spellcaster does not have to create lapis 
bonds around something; when a creature SUc- 
cessfully avoids a ring» the bond stili appears. 
Their immobility makes the bonds uscful for 
anchoring ropes or aiding in climbing. 

The material component is onc silver ring 
wonh at least 10 gp for every ring to be ereated 

Notes; Rare spell, originally from the Mystara 
campaign setting. 

Lapse 

(Enchantment/Charm) 

(Artifice) 

Levd: 4 
Range; 0 

Components; V, S f M 
Casting Time: 4 

Durati on: Until triggered, then ld4+l rds. 

Area of Effeci: 1 creature 
Saving Throw: Special 

This insidious spell that affccts memorized 
spells is not cast directiy upon its subject. 
Rathtr, a small object receives the dweomer, 
then delivers its magical charge to the first 
creature that touches it. Typical triggers are a 
eomb, a wine cup, a ring, a paving stone—any 
solid object of relatively small size. The first 
cTeaiure that touches the trigger is afFected, 
with no saving throw allowed at that time. The 
subject is unaware of the effect, though subse- 
quent spells such as detect charm will discover 
something is amiss. 

Once triggered, the spell causes a lapse in 
the victim T s memorization of spells, to occur at 
some future time (an tnconvenient time, the 
caster hopes, but there are no guarantees). 
Whcnever the recipient attempts to cast a 
memorized spell (as opposed to a spell reod 
from a scroti or cast from a magical item), the 
lapse comes into effect. Any spellcaster, 
includi ng wizards, priests, rangers, paladins, 
bards, etc., can be affected, and even monsters 
that keep spellbooks and cast memorized spells 
(as opposed to innate spell-like abilities)—that 
is» certain dragons, liches, titans, etc.—are sub¬ 
ject to thts spell. Natura) flight abilities, breath 
weapons, and oiher special abilities are not 
atfecled. 

An aftected creature preparing to cast a spell 
must make a saving throw vs. spell. Fallure 
indicates a malfuncEton of memory lasting 2-5 
rounds, during which time the spellcaster can- 
not ihink of any spells at ali. These are not lost, 
howevcr. Once the lapse passes, the spellcaster 
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can then cast spells normally. 

A successful saving throw does not negate 
the lapse spclf The creature must try a saving 
throw each time a spell is attempted, until a 
failure occurs. A successful dispel magic or 
remove curse negates this dweomer. 

Notes: Very rare spell. Knovm to be in the 
Cyclopedia Phantastica Vol. 111, (Updated firom 
Dragon Magazme , } 

Last Resort, MycontiLs 

See Myconfcirs last resort 

Lasting Breath 

(Alteradon) 

(Air, Water) 

Level: 1 

Range: 5 yds./kvel 
Components: V T S 
Casting Time: 1 
Duration: ld4rds. + l rdJlevel 
Area of Effeci: I creature/level 
Saving Throw; None 




This spell increases the amount of time a 
character can hold his breath. As described in 
the Player 5 Handbook , a character can hold 
his breath for a number of rounds equal to one- 
third his Constitution score* The effeci of this 
spell is added to that figure, 

The duration of the spell is always unknown 
to the recipient; Ihe DM secretly rolls ld4 to 
determine the exact duration. At the end of this 
time, the character musi make a successful 
Constitution check or be forced to take a breath 
as per the rutes. 

Notes: Uncommon spell (ToAf). 

Leadfoot 

Reverset! form. see featherfoot. 

Legend Lore 

(Divination) 

Level; 6 
Range; 0 

Components: V S, M 
Casting Time: Spccial 
Duration: Speci al 
AreaofEffect: Special 
Saving Throw: None 

The legend lore spell is used to determine 
legendary Information regarding a known per- 
son, place, or thing. If the person or thing is at 
hand, or if the wizard is in the place in ques* 
tion, the likelihood of the spell producing 
results is far greater and Ihe casting time is 
only ld4 luras, if only detailed Information on 
the person, place, or thing is known, casting 
time is idlO days* If only rumors are known, 
casting time is 2d6 weeks + 

During the casting, ihe wizard cannot engage 
in activities other than the routine: eating, 
sleeping, etc. When completed, the divination 
reveals if legendary material is available, It 
often reveals where this material is—by place 
name, rhyme, or riddle, It sometimes gives cer¬ 
ta in Information regarding the person, place, or 
thing (wben the objeci of the legend lore is at 
hand), but this data is always in some cryptic 
form (rhyme, riddle, anagram, cipher, sign. 
etc.). Naturally, a legend lore spell reveals 
information only if the person, place, or thing 
is noteworthy or legendary. 

For examplc, suppose Delsenora came across 
an extremely welt-made sword. It radiales 
magic, but when she used an identijy spell, she 
could not leara any information. Even giving it 
to a trusted fighter didnH work, as the sword 
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did not reveal any special powers. Finally, she 
casts a legend lore spell, hoping Io gain more 
Information. Sinee ihe sword is at hami she 
completes the spell in three tums. in her mind 
comes the message, H Goce this was the sword 
of he who waits till Albioni time of greatest 
perii, when unto his hand it shall fly again. Fair 
was the hand thal gave me and fair was the 
hand that reclaimed me rt Clearly, Delsenora 
realizes, this must be a very powerful item, 
since her spell gave only a eryptie answer But 
who is he who waits? And where is Albion? For 
more Information, Delsenora is going to have 
to cast more spells. But now the process will 
take much longer, since she has only the 
vaguest of clues to follow. 

The legend lore spell is casi with incense 
and strips of ivory formed inio a rectangle, but 
somc item of value to the caster must be sacri- 
ficed in addition—a potion, magical scroll, 
magica) item, etc. 

Notes: Common spell (PHB). 

LeonmntTs Hidden Lodge 

(Alteration, Enchantment/Charm) 

Levcl: 5 
Range: 20 yds. 

Components: V, S, M 
Casting Time: 1 tum 
Duraiion: ld4 hrs. + 1 hr./level 
Arca of Effect: 30 sq, ft./level 
Saving Throw: None 

Similar in most regards to the 4th-level spell 
Leomund's secure shelter this spell offers one 
significant improvement; the shelter is perfectly 
camouflaged to blend in with whatever terram or 
surroundings are appropriate, It may appear as a 
house-sized boulder in rocky or mountainous 
areas, a sand dune, a deadfall, a small grassy 
knoll, or even a mighty tree. The spell also con- 
ceais ail lelltale signs of habitation, induding 
smoke, lighl, or sound from wtthin the lodge. 
Creatures or characters who are exceptionally 
well-tuned to their surroundings (elves, druids, 
rangers, and various sylvan monsters) may be 
allowed a saving throw vs, spell lo spot the hid* 
den lodge if they pass within 30 feet; ali other 
creatures cannot find the wizard s refuge without 
the aid of tme seeing or similar magie, 

in ali other respects, the hidden lodge resem- 
bles Leomunds secure shelter The interior is 
level, clean, and dry, and the whole thing is 
sturdily constructed from timber, stone, or sod. 
It is secure again st winds of up to 100 miles 


per hour, impervious to normal missiles, and 
the doors» Windows, and chimney are wizard 
locked and guarded by an alarm spell. Simple 
furnishings include up to ten bunks, a small 
writing desk, a trestle table and bcnches, and 
an unseen servant to wait on the wizard. If any 
of the optional secoudary spei Is are added, the 
casting time goes up by one hour 

The material components are a square ehip 
of stone, crushed lime, a few grains of sand, a 
sprinkle of water, and a splinter of wood, plus a 
crushed diamond worth at least 100 gp. If the 
secondary spei Is are to be induded, their mate¬ 
ria) components are re qui re d also. 

Notes: Uncommon or rare spell {PO:SM)> 

Leomund's Lamentable 
Belabormetit 

(Enchaifttmeiit, E vocat ion) 

(Song) 

Level: S 
Range: lOyds. 

Components: V 

Casting Time: 5 

Durat ion: Special 

Area of EfFect: 10-ft radius 

Saving Throw: Special 

This devious spell distracts the subject crea¬ 
tures by drawing them into an absorbing dis- 
cussion on topies of Lnterest to them. A chain 
of responses occurs during the next 11 rounds, 
with additional saving throw s as described 
later. The se responses are convmatiofi (rounds 
1-3), possible confusion (rounds 4-6), and 
then either rage or lamentation (rounds 7-11). 
All saving throws are affected by the creatures' 
fntelligences, as noted later. The subject crea¬ 
tures must be able to understand the language 
in which ihe spell caster speaks, 

LTpon casting the spell, the wizard begins 
discussion of some topic germane to the crea¬ 
ture or creatures to be affected. Those maktng a 
successful saving throw vs. spell are unaf- 
fected. Affected creatures immediately begin to 
converse with the speilcaster, agreeing or dis- 
agreeing, all most politely. As long as the speli- 
caster chooses, he can mamtain the spell by 
conversing with the subject(s). If the caster is 
attacked or otherwise distracted, the subject 
creatures do not not i ce. 
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The wizard can leave at any time aftcr the 
easting and the subject(s) continue on as if the 
caster were stili present. As long as they are not 
attacked, the creatures ignore all e Ise going on 
around them, spending their time talking and 
arguing to the exclusion of other activities, 
However, when the caster leaves, each subject 
compleres only the stage of the spell that it is 
curremly in, and then the spell is brokcn. 

tf the caster maintains the spell for more 
than three rounds, each affected creature can 
roil another saving throw vs, spell. Those fatl- 
ing to save wander off in confusion for tdlO+2 
rounds, staying away from the spe II caster, 
Those who make this saving throw continue to 
talk and roll saving throws for each rotitid that 
the caster continues the spell, up through the 
sixth round, to avoid the confusion effect. 

If the spell is maintained for more than stx 
rounds, each subject must roll a successful saving 
throw vs, spell to avoid going into a rage, attack- 


ing all other subjects of the spell with latent to 
kill. This rage Jasts for ld4+1 rounds. Those who 
successfully save against the rage effeet realize 
that they have been deceived and collapse to the 
ground, lameming their foolishness, for ld4 
rounds unless attacked orotherwise disturbed. 

Notes: Common or uncommon spell (PHB). 

LeomuncTs Secret Chest 
(Alteraticm, Conjuration/Summonmg) 
(Dimension) 

Level: 5 
Range: Special 
Components: Y S, M 
Casting Time: 1 tum 
Duration; 60 days 

Area of Effeet: One chest. about 2 x 2 x 3 ft. 
Saving Throw: None 

This spell enables a specially constructed 
chest to be hidden deep within the Etherea! 
Plane, to be summoned using a small model of 
the chest. The large chest must be exception- 
ally well-crafted and expensive, constructed for 
the caster by master craftsmen. If made Princi¬ 
pal ly of wood, it must he ebony, rosewoad, san- 
dalwood, teak, or the like, and all of its comer 
fittings. nails. and hardware must be platinum. 

[f constructed of ivory. the metal fittings of the 
chest must be gold. If the chest is fashioned 
from bronze, capper, or sil ver, its fittings must 
be electrum or sil ver* The cost of such a chest 
is never less than 5,000 gp* Once it is con¬ 
structed, the wizard must have a tiny rephea lof 
the same materials and perfeci in every detail) 
made, so that the miniature of the chest appears 
to be a perfeci copy. One wizard can have but 
one pair of these chests at any given time— 
even wish spells do not allow cxceptions! The 
chests themselves are nonmagical, and can be 
fitted with locks, wards, and so on* just as any 
normal chest, 

While touching the chest and holding the 
tiny replica, the caster chants the spell. This 
causes the large chest to vanish into the Ethe- 
real Plane, The chest can contain 1 cubic foot 
of materia! per leve i of ihe w izard no matter 
whal its apparent size. Living matter makes it 
75% likely that the spell fatis, so the chest is 
typically used for securing valuable spell 
books, magical items, gems, etc. As long as the 
spelleaster has the small duplicate of the magi- 
cal chest, he can recall the large one from the 
Ethereal Plane whenever the chest is desired. If 
the miniature of the chest is lost or destroyed. 
the re is no way, not even with a wish spell, that 
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the Urge chest can retunm although an expedi- 
tion might be mounted to find it, 

While the chest is in the Ethereal Plane, 
there is a cumuiative t% chartee per week that 
some being tinds it. This chance is resct to i% 
whenever the chest is recalled and the spe 11 
recast to return it to the Etherea! Plane. If the 
chest is found, the DM must work out the 
encounter and decide how the being reacts to 
the chest (for example, it might ignore the 
chest, fully or partial!y empty it, or even 
exchange or add to the items present!). 

Whenever the secret chest is brought back to 
the Prime Maierial Plane, an ethereal window 
is opened for a variable amount of time (usu- 
ally about one tum); the window siowly dimin- 
ishes in size. When this hole opens betwecn the 
planes, check for an ethereal encounter to see if 
a monster is drawn through, 

if the large chest is not retrieved before the 
spell duration lapses, there is a cumuiative 
chanee of 5% per day that the chest is lost. 

Notes: Common or uncommon spell (PHB), 

LeomuntTs Secure Shelter 

(Altcratian, Enchantment) 

Level: 4 
Range: 20 yds. 

Componente: V, Si M 
Casting Time: 4 ttirns 
Duration: ld4+l hrs> + 1 hrJkvei 
Area of Effect: 30 sq. ftVlevel 
Saving Throw; None 

This spell enables the wizard to magically 
call into being a sturdy cottage or lodge, made 
of maierial that is common in the area where 
the spell is cast—stone, limber, or (at worst) 
sod. The floor area of the lodging is 30 square 
feet per level of the spelkasten and the surface 
is level, cieam and dry. Jn all respecta the lodg¬ 
ing rescmbles a normal cottage, with a sturdy 
door, two or more shuttered Windows, and a 
small fireplace. 
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While the lodging is secure agamst winds of 
up to 70 miles per hour, it has no heating or 
cooling source (other than natura! insulatton 
qualities). Therefore, it must be heated as a 
normal dwelling* and extreme heat adversely 
affects it and its occupants. The dwelling does, 
however, provide considerable security other- 
wise t as it is as strong as a normal sione build- 
ing, regardkss of its materia! composition. The 
dwelling resists ftames and fire as if it were 
stone* and is impervious to normal missiles 
(but not the sort cast by siege machinery or 
giants), 

The door, shutters, and even chimney are 
secure against intrusion, the former two being 
wizard locked and the latter being secured by a 
top grate of iron and a narrow flue. In addition, 
these three areas are protected by an alarm 
spelL Lastly, an unseen servant is conjured to 
provide Service to the spellcaster 

The inside of the shelter contains rude fur¬ 
ni shings as desired by the spellcaster—up to 
eight bunks* a trestle table and benches» as 
many as four chairs or eight stools, and a writ- 
ing desk. 

The maierial components of this spell are a 
square chip of stone, crushed lime, a few 
grains of sancL a sprinkUng of water, and sev- 
eral splinters of wood. These must be aug- 
mented by the components of the alarm and 
unseen seneant spei Is if these benefits are to be 
included (strmg and silver wire and a small 
beti). 

Notes: Common or uncommon spell ( PHB ). 

LeomuntT$ Tiuy Hut 

(Alteration) 

Level: 3 
Range: 0 

Components: V, S, M 

Casting Time: 3 

Duration: 4 hrs. + l hr t /level 

Area of Effect: 15-ft* diameter sphere 

Saving Throw: None 

When this spell is cast, the wizard creates an 
unmoving. opaque sphere of force of any 
desired color around his person. Half of the 
sphere projects above the ground, and the lower 
hemisphere passes through the ground. Up to 
seven other mon-sized creatures can fit into the 
field with its creator; they can freely pass into 
and oui of the hut without harming it, However, 
if the spellcaster removes himself from the hut, 
the spell dissipates. 
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The temperature inside the hut is 70° F T if the 
exterior temperature is between 0 Q and 100° E 
An exterior temperature below 0° or above 
100° lowers or raises, respectively, the interior 
temperature on a basis. The tiny hut 

also provides protection against the elements, 
such as raim dust, sandstorms, and the tike* 
The hut can withstand any wind of less than 
hurricane foree without being harmed* but 
wind force greater than that destrays it. 

The interior of the hut is a hemtsphere; the 
spellcaster can illuminate it dimiy upon com- 
mand, or extinguish the light as desired. Note 
that although the force fkld is opaque from the 
ouiside, it is transparent from within. Missiles, 
weapons, and most spei) effects can pass 
through the hut without affecting it, although 
the occupants cannot be seen from outside the 
hut The hut can be dispelled. 

The materi a 1 component for this spell is a 
small crystal bead that shatters when the spei! 
duration expires or the hut is dispelled, 

Notes: Common or uncommon spell (PHB). 

LeomuncTs Trap 

(lllusion/Phantasm) 

(Artifice) 

Levet: 2 
Rangc: Touch 
Components: V, S, M 
CastingTime; 3 rds. 

Duration: Permanent 

Area of Effect: Object touched 

SavingThrow: None 

This false trap is designed to fool a thief or 
other character attempting to pii fer the spell- 
caste^s goods. The wizard places the spell 
upon any small mechanism or device, such as a 
lock, hinge, hasp, screw-on cap, ratchet, etc, 
Any character abi e to detect traps, or who uses 
any spell or dcvice enabHng trap detection, is 
100% certain a real trap exists. Of course, the 
spell is illusory and nothing happens if the trap 
is sprung; its primary purpose is to frighten 
away thieves or make them waste precious 
time, 

The materia! component of the spell is a 
piece of iron pytite touched to the object to be 
trapped while the object is sprinkled with a 
special dust requiring 200 gp to prepare. If 
another Leomund's trap is within 50 feet when 
the spell is cast, the castmg fails. 

Notes: Common or uncommon spell (PHB), 


Lessen Gravlty 

(Alteration) 

(Alchemy) 

Level: 3 
Range: 0 

Components: V T S, M 
Casting Time: l rd. 

Duration: 3 hrs,/level 
Area of Effect: Special 
Saving Throw; None 

By use of this spell, the caster can reduce 
gravity to one quarter of its normal pul l in a 
given area. A 3rd level caster can affcct a 10 x 
10-foot area; an additional 10 x 10 square can 
be affected for each two leve Is of the caster 
above third (two squares at 5th level, tbree at 
7th level, etc.). A zone of reduced gravity 60 
feet high is created This spell is useflil primar- 
ily in arcane researches, where a reducti on of 
gravity might enhance certain alchemical 
processes or reagents. 

Birds and other flying creatures may have 
trouble compensatmg for the effects of the 
spell because their wings wiil push them higher 
than normal. Those using such spells as fly or 
levitate cannot move faster in the area, though 
they can carry more weight. Missiles fired 
tbrough the area are unaffected; their inenia 
maintains their normal speed and height. A 
missile fired or thrown within the area, how- 
ever, can travel much higher. Lessen gravity 
does not lend itself to permanency. 

Consecuti ve casti ngs of the spell are cumu¬ 
lati ve Lo effect. Beings umised to lower gravity 
are somewhat disoriented in the spelTs area of 
effect, suffering a penalty of +2 to initiative 
and -1 to attack rolls in combat, in an area 
under the cumulative effects of two lessen 
gravity spells, penalties are +4 to initiative and 
-1 to attack rolls. 

An area affected by three or more such 
spells is basically a weightless environment 
(1.5% normal gravity), and penalties are +6 to 
initiative and -2 to attack rolls for those unused 
lo this effect, 

Note: Further optional Information on 
weightlessness can be found on page 14 of the 
Concordance of Arcane Space t in the 
Speluammer campaign set. 

Notes: Very rare spell from the Forgotten 
Realms setting, Known to be in Darsson fc 
Notes ; 
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Lcssct Geas , 


Lesser Distraction 
(Illusion) 

Level: 1 

Range: 5 ft./level 
Components: S 
Casting Time: 1 rd. 

Duration; Insfantaneous 
Area of Effect; I creature 
Saving Throw: Neg, 

With this spell, the ninja causes the subject 
to hear a faint noise or see something indistinct 
out of the corner of his eye. The caster must 
decide if the illusion will be auditory or visual 
but cannot choose to further define the distrac¬ 
tiora. It will be a sound, but not a footstep or a 
low moan. Or it will be a glimpse of some- 
thing, but not of a persorw 

The subject must make a suecessful saving 
throw vs. spell at a penalty of -4 or bclieve the 
sight or sound to originale from a directiori of 
the spell caster *s choice. The spellcaster cannot 
choose distance. The subject can be made to 
believe that he heard a sound behind him, but 
not that it was something moving 30 feet 
behind him. He can be made to think that he 
saw motion off to his right, but not that it was 
something moving at the top of a wall 50 feet 
from him. 

The subject is free to act as he chooses on 
the illusion, He may ignore it or may be moved 
by duty or curiosity to investigate. 

Because the illusion is quick and not 
detailed, die subject has a ~A penalty to his sav* 
ing throw. If he fails the saving throw, he 
believes the sight or sound to be real but does 
not know what made it. If he makes the saving 
throw, he assumes that he was “seeing things” 
or “hearing things” and does not act on the dis- 
traction. Even if he makes his saving throw, he 
does not know that he was the target of a spelL 

This spell is used by ninja attempting an 
escape or infiltration. It is designed to encour- 
age a guard to leave his post for a momcnt. 

Notes: Restricted to ninja spelleasters and 
those trained by them; coramon. 


Lesser Geas 

(Cochantment/Charm) 

(Menialism, Song) 

Level; 4 
Range: lOyds. 

Components: V 
Casting Time: 4 
Duration: Special 
Area of Effect: l creature 
Saving Throw: Neg. 

By means of this spell, the wizard places a 
magical command upon a creature of 7 Hit 
Dice or less to carry out some Service, under- 
take a task, or refrain from some action or 
course of activity. The caster specifies the con- 
ditions of the lesser geas when he casts the 
spell; the subject creature must be mtelligem, 
conscious, able to understand the caster, and 
not under the influence of any spells or effects 
that affect or control its mind, 

The lesser geas cannot compd a creature to 
kill itself or perform acts that will resuit in eer- 
tam death, although the wizard can use the 
spell to coerce the subject into almost any non- 
destructive course of action. The subject is 
entitied to a saving throw vs, spdl to avoid a 
lesser geas, but suffers a -2 penalty on its sav¬ 
ing throw if the wizard is of higher level or Hit 
Dice, or a -4 penalty if the wizard is more than 
twice the creature's level orHit Dice. 

The wizard must be careful in the wording 
of his lesser geas since the casting and fulfill- 
mcnt are tricky, The subject should be given a 
tangible, achievable goal, with cJear courses of 
action available to him. “Climb that moun- 
tainl'* or “Tear that mouniain down rock by 
rockr 1 are legitimate geascs, but a geas such as 
“Become a mountainl" is jusi nol specific 
enough to work. 

Similar to the 6th-level spell geas ; the lesser 
geas compels the subject to obey the wizard's 
command. If the geased creature faiis to follow 
the wizard f s instructioris, it will grow sick— 
each week that passes, the creature loses one 
point from each ability score, 1 hit point per 
Hit Die, and suffers a cumulative -1 penalty to 
attack roils and saving throws. These penaities 
cannot reduce an ability score to less ihan 3, 
reduce a creature to Less than 1 hit point per Hi! 
Die, or reduce its attacks and saving throws 
more than 4 points. The lesser geas can be 
countered by a remove curse spell, a limited 
wish, or a wish : 

Notes: Uncommon spell ( PO:SM ). 
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Lethal Hatchiing — Neogi f 




Lesser Sign of Sealing 

(Abjurat ion) 

(Geometry) 

Level: 2 
Range: 0 

Components; S, M 
CastingTime; 1 lurn 
Durat ion: Special 
Area of Effeci: 1 portal 
Saving Throw: 54 

By using thia spell, the caster creates a mag¬ 
ica! ward that has two major effects, First, it 
affects a doorway or item that opens (a chest, 
for instance) as if it were a hold portal spell, 
keeping it securely locked and closed. Second, 
if the protected doorway is forced open by any 
means, magical or physical, the sign is not only 
destroyed, but aiso strikes the offending crea¬ 
ture for ld® points of damage +1 point of dam- 
age per level of the caster, The duration of this 
spell is either one day per leve! of the caster or 
uniil discharged, whichever happens first* The 
exact form of energy is chosen by the caster 
upon creating the tesser sign; aeid eoid, fire, 
eiectricity, or sonic disruption are popular 
choices. 

The sign is not hidden or concealed in any 
way and is usually quite prominent on the item 
or portal it protects. The caster cannot specify 
particular creatu res or condi tions for the tesser 
sign s operation; it funetions against any crea* 
ture that attempts to pass it (except for extra- 
planar creatures of 6 HD or more and wizards 
of higher level than the caster—they can 
mereiy ignore tt as if it was not there). 

The tesser sign ofseating cannot be dis- 
pclled by spells of lower spell levels such as 
knock, but the caster can remove it any lime he 
chooses, thus ending the spell, or it can be 
defeated by an erase spell cast by a wizard of 
equa! or higher level than the original caster* 

The materia! component for a tesser sign of 
seating can be a pinch of either powdered dia- 
mond (eold), ruby (fire), cmerald (acid), pearl 
(sonic disruption), or sapphire (eiectricity), 
depending on the type of energy the wizard 
wishes the sign to employ. The value of the 
gemstone powder must be at least 100 gold 
pieces. 

Notes; Uncommon spell (PO:SM)> 


Lesser Spelldreaan 

(Invocation, Jllusion/Pbantasm) 

Level: 4 
Range: Touch 
Components: V, S 
CastingTime: l tum 
Duration: 1 tum/Ievel 
Area of Effect: 1 creature 
Saving Throw: Special 

This spell is only effective upon sleeping 
beings. It allows the caster to remove any spells 
of 4th level or less already in effect on the 
recipient (such as charm person or change 
selj ), The spell effeets are unraveled slowly, 
without doing harm to the caster of the spell- 
dream or the recipient, and without triggering 
any spelltraps or defensive effccts. This occurs 
during an enforced slumber, which can be bro- 
ken by any physical attack on the recipient 
(such an event will jolt the recipient into 
instant alertness). This enforced slumber is 
accompanied by dreams, and the caster of this 
spell can choose one image per level to feature 
in these dreams (typically, the caster shapes a 
sequence of images showing the recipient how 
they came to be enspelled, or why the caster 
has chosen to remove those spells), 

While a spetldream is unfoiding in the recip¬ 
ienti mind, the target creature cannot be con- 
tacted or influenced by any other being. Thus* a 
wizard can pass Information to a recipient w r ho 
is under magical thought surveillance without 
risk of the Information being detected. 

When the spell is casi, the recipient is 
allowed a saving throw vs. spell with a -4 
penalty, A successful saving throw negates the 
spell, and the intended recipient instantly 
awakens. 

Notes; Common for Dream mages; otherwise 
very rare. (Updated from Dragon Magazme.) 

Lethal Hatchllng — Neogi 

(Necromancy) 

Level: 5 
Range: lOyds. 

Components: V, S 
CastingTime: 1 rd. 

Duration; Special 
Area of Effect: I creature 
Saving Throw: Neg* 

Upon utterance of this spell, the caster con¬ 
jures up a small egg, l inch in diameter, which 
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fircs outward from the caster toward a target 
creature. The creature is allowed a saving 
throw vs. death magic. A successful saving 
throw negates the spell. Failure indieates a 
most gruesome fate: The egg enters the crea¬ 
ture T s body and begins to grow. For the next 
four rounds, the creature is allowed another 
saving throw vs + death magic each round at a 
-2 cumulative penalty (that is, -2 for the first 
save after the egg enters the body, for the 
second, etc,), Each failed saving throw cause 
the loss of 25% of the creature’s original hit 
point totaL If the creature makes a successful 
saving throw during this time, the spell is 
halted, the egg’s growth stops, and then it dete- 
riorates. If the creature dies, a newborn neogi 
erupts out of its body, 

Some neogi wizards have been known to 
cast this spell to replace neogi lost in eariier 
combats. This is a rare oqcurrence, however; 
more commonly a siave is sacrificed instead. 

Notes: Restricted to neogi; uncommon. 

Leviathan — Elf 

(Elven High Magic) 

Level: 8 

Range: 10 yds./level 
Components: V, S, M 
Casting Time: I turn 
Duration: Special 
AreaofEffect: l creature 
Saving Throw: None 

This spell summous gigantic sea creatures to 
aid elven ships and fleets at sea. When cast, 
roll IdIO and refer to the chart to determine the 
type and niunber of creatores that arrive. The 
creaturos will arrive in 1—10 tums and fight for 
as long as needed, even to the death. 

Die Roll Type 

i-5 ld8 Cornmon Whales 

6-8 ld2 Giant Whales 

9-0 1 Leviathan 

The material components of this spell are a 
small carvsng of a whale and a goid ring. 

Notes: Restricted to elves able to cast elven 
High Magic. Used for the defense of the elven 
homeland (for example, Evermeet Island). 


Levitate 

(Alteration) 

(Force) 

Level: 2 

Range: 20 yds./level 
Components: V, S,M 
Casting Time: 2 
Duration: 1 tum/level 
AreaofEffect: 1 creature orobject 
Saving Throw: Neg< 

When a levitate spell is cast, the wizard can 
place ti upon his person, an object, or a single 
creature, subject to a maximum weight limit of 
100 pounds per level of experience (for example, 
a 3rd-level wizard can levitate a maximum of 300 
pounds). If the spell is cast upon the wizard, he 
can move vertically up or down at a movement 
rate of 2 per round. If cast upon an object or 
another creature, the wizard can Levitate it at the 
same speed, according to his command. This 
spell does not empower horizontal movement* but 
the recipient couid push along the face of a cliff, 
for example, to move laterally. The spellcaster 
can cancel the spell as desired. If the subject of 
the spell is unwilling, or the object is in the pos- 
session of a creature, a saving throw vs, spell is 
allowed to determine if the levitate spell afFects it. 

Once cast, the spell requires no concentra- 
tion, except when changing height. A levitating 
creature attempting to use a missile weapon 
finds himself increasingly unstable; the first 
attack has an attack roll penalty of-l, the sec- 
ond -2, the third -3, etc., up to a maximum of 
-5. A fuII round spent stabilizing allows the 
creature to begin again at -1. Lack of leverage 
makes it impossible to cock a heavy crossbow. 

The material component of this spell is 
either a small leather loop or a piece of golden 
wire bent into a cup shape with a long shank on 
one end. 

Notes: Commou spell (PHB). 

Lich Armor 

(Necromancy) 

Level: 4 
Range; 0 
Components: V S 
Casting Time: 4 
Duration: 2 rds./leve) 

Area of Effect; The caster 
Saving Throw; None 

A development of the spirit armor spell, this 
spell surrounds the wizard with a portion of his 
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own life essencc, which appears as a black 
shroud of shadow that mystically flows around 
his body. It guards the caster against both mag- 
icat and nonmagical weapons and attacks, 
without hindering movement or interfering 
with spellcasting. The spell protects the caster 
as well as piate armor {base AC 3)* with a +3 
bonus to saving throws against magical attacks, 
and is cumulative with spells and protective 
devices that add to a base AC. 

Ai the end of the spell, the caster must 
attempt a saving throw vs, spell or temporarily 
lose a portion of the life energy used to create 
the lich armor Faiiure inflicta 2d6 points of 
damage. HiC points lost in this fashion can be 
restored oniy through magical healing. 

Notes: Uncommoo for necromancers and 
undead spellcasters; otherwise very rare. Grigi* 
nally trom the RaVenlqft setting. 

Lich Touch 

At least six different spells have had this name 
or effect. Close versions have been combined 
into singie spells; see also improved chrll 
touch and improved vampiric touch, which are 
from the Ravenlqft setting , 

Lich Touch 

(Necromancy) 

Level: 6 
Range: Touch 
Components: V f S, M 
Casting Time: 6 
Duration: 1 rd,/level 
Area of Effect: The caster 
Saving Throw; Special 

By means of this spell the wizard gains both 
the chilling touch attack of a lich and invulner- 
ability to several special attack forms. The 
caster is immune to ali types of paralysis and 
fear for the duration of the spell, When the lich 
touch ts in operation, the hands of the caster 
glow with an unearthly greenish brilliance. 

The caster can touch individuals and affect 
them as a lich would, inflicting both Id 10 
points of damage and paralyzing the individual 
unless a successful saving throw vs. paralysis 
is made, The touch damage is always taken, 
even by undead and creamres immune to paral¬ 
ysis. Those paralyzed by this spell remain so 
for 2d4 hours or until the paralysis is countered 
by a dispel magic ( remove paralysis, or simii ar 
magic. The lich touch spell cannot be ended 
before its duration expires. The caster affects 


everyone touched, its effects cannot be volun- 
tarily suppressed, 

The materia! components of this spell are a 
scrap of rotting meat or fish. 

Notes; This Standard form of the spell origi- 
nated in the Fgrgotten Realms setting. It is 
uncommon for necromancers; otherwise very 
rare. It is known to be in the lich Kyristan*s 
tome, Studies in Death. 

Lichdom 

Lost knowledge. This achieving this state 
requires a long, involved, highly dangerous . 
and evil series of magical experiments. No orte 
spell creat es this state . See appendix sectio n 
for more Information. 

Life Bolt 

(Alteratioit, Necromancy) 

Level; 4 

Range: I0yds,/level 

Components: V f S 

Casting Time: 6 

Duration: Permanent 

Area of Effect: 1 undead creature 

Saving Throw: l A 

This spell uses the energy of the castefs own 
life force offensively against undead. The spell 
has no effect on living creatures. By holding an 
opcn palm toward the undead creature and utter- 
Lng the mcantation, the caster sends a pulse of 
living energy toward the undead (color of the 
energy depends on the castcr f s general align- 
ment; lawful is white, chaotic is red, and neutral 
is blue), The caster sacrifices Id4 hit points to 
cast this spell; for eaeh hit poinf lost, Ihe caster 
causes ld6 points of damage to the undead tar- 
get. The undead creature is allowed a saving 
throw vs, spell against this attack, with success- 
fui saving throws limiting the damage to haJE 

Stavros of the Skulls created this spell years 
ago after nearly losing his life to zombies that 
hroke free of his controL He gave this spell to 
the Watchful Order of Magists & Protectors as 
part of his penance for damage s to Waterdeep. 
Devotees of Mystra, especially priests and 
mages affiliated with the House of Wondcr, are 
e ager to leam this spell, as Meleghost Starseer, 
the Magister of Mystra, holds this up as an 
example of how “Mystra grants us the power to 
protect life through our own sacrifices! M 

Notes: Known to Stavros of the Skulls and 
the Watch-Wizards and Guild of Waterdeep in 
the Forgottem Realms setting. 


V 


7 


507 




Life Extensiori 


r 


a 


Life Extension 

Athasian Dragon-King magic; 
psionic component renders the 
spell uncas i abi e by wizards, 

Life Field 

(Aiteratiom Necromancy) 

Reversible 

Level: 5 
Range: 0 

Component s: Y S 
Casting Time: 2 
Duration: i rd,/3 levels 
Area of Effect: The easter 
Saving Throw: None 

Stavros ofthc Skulls 1 final spell created for 
the Lords of Waterdeep is his most potent cre- 
ation. By marshaling their own life forces, wiz- 
ards can surround their bodies and handheld 
items or wcapons with a shining blue radiance 
known as a life field. One e su trimo ne d, the 
spell remains in effeci without concentration, 
allowing the mage to attack or cast further 
spells. If the easter attacks undead with a 
weapon covered in a life field , weapon damage 
is doubled in addition to the castcr’s level in 
points of damage (that is, a 7th-level mage’s 
quarlerstaff wrapped in a life field deals 2d6+7 
points of damage to undead), Missile weapons 
act normaliy sinee they move beyond the field’s 
range, If undead simply come into contact with 
a life field (that is, not onc used jointly with an 
attack, or a hand-to-hand attack against some- 
one with an active life field), they must make a 
saving throw or take damage equal to the 
caster’s level due to living energy counteract- 
ing their undead state. 

While this spell does not affect living crea¬ 
tores (damage dealt is normal), further research 
has uncovered the reverse of this spell, death 
field . which is now in use by a number of evil 
mages including Stavros. Ali the effects visited 
upon undead are now usable on living targets; 
the death field is a shimmering, dark purple 
field of energy. The Watch-Wizards of Water¬ 
deep have been instructed to arrest anyone seen 
using this version of the spell. 

Notes: Known to Stavros of the Skulls and 
the Watch-Wizards and Guild of Waterdeep in 
the Forootten Realms setting; uncommon. 



Life Force Exchange 

(Necromancy) 

Reversi ble 

Level: 9 
Range: 60 yds. 

Components: V, S 
Casting Time: 9 
Duration: Special 
Area of Effect: 2 creatures 
Saving Throw: Neg. 

This spell permanently switches the life 
forces of two creatures (one of which may be 
the easter). Both subjects must be within range 
at the spell is eompleted, or it fails automati- 
cally, When employed correctly, both creatures 
are surrounded by a radiant green aura and 
must save vs. spell at -6 to avotd the effects 
(obviously, willing subjects may forego the 
saving throw to consciously accept the effect), 

The spell functions properly only if both 
subjects fail their saving tbrows, If only one 
fails the save, then the one who made the sav¬ 
ing throw is automatically stunned (reeling and 
unable to take action) for 1 round Meanwhile, 
the other (the one who failed the save) is 
stunned for l d4 rounds. 

In the event of a successful transfer, both life 
forces retain ali of their original mental abili- 
ties and behavioral patterns. although their 
physica! abilifies are limited (or possibly 
enhanced) by their new fornis* For instance, a 
decrepit necromancer uses this spell to 
exchange bodies with a hale young warrior in 
the prime of his heahh. While the wizard gains 
a young and vigorous body (and ali of the ben- 
efits that go with it), the unfortunate youth 
finds himsetf trapped in the withering shell of 
a dying oid mam Creatures unaccustomed to 
being shifted in this way are stunned for a min¬ 
imum of i round after the transfer, 

The effects of this spell are permanent and 
can be reversed only by a futi wish or by the 
reverse of lhe spell If one of the bodies is slain 
before reversal can take place, the life force 
mhabitmg that body departs. That spirit and its 
new body are dead, just as if the spirit was in 
the body that actuaily belonged to it in the first 
place. The life force originally belonging to the 
slain body is now irreversibly trapped in its 
new form. Short of expendmg two wishes (one 
to restore the slain body, and the second to 
transfer the life force), the only way to now 
restore the subjeci to his or her rightful body is 
by cloning the original body and casting the 
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reversed form of this spe li. 

The reversed Form, rev&ke Ufe force 
exchange, undoes the effect of the spelL 

Notes: Uncommon for necromancers; other- 
wtse very rare, 

Life Force Transfer 

(Necromancy) 

(Artifice r) 

Reversibk 

Levd: 8 
Range: 10 fh 
Components: V T S, M 
CastingTime: Speeial (8 rds.) 

Duration: Speeial 
Area of Effect: l creature 
SaviugThrow: Neg, 

Upon completiori of this long and highly- 
versatile incantation, the caster permaneruly 
transfers a creature’s life force (even his or her 
own) into a specially fabricated item, a magica! 
receptacle, or the body of another individua!, 
Once the transfer has been completed, the sub¬ 
jecti body falis into a cataleptic state, and 
remaius in a death-like trance or coma for 2 to 


7 days. Unless the subjecti life force is 
reunited with the body during that time, the 
body dies, and the life force is permaneruly 
trapped within the physical object or new body, 
Whiie in the physical receptacle, the crea¬ 
ture can perform any action permitted by the 
new form, In an item sueh as a ring or a sword, 
the subject can communicate with the user 
when the receptacle is hdd or worn property. 
The extern of communication depends on the 
subjecfs IntelUgence (see tabie). 


Int 

Communication 

3-n 

None 

12-13 

S emi-Empathy 

14-16 

Empathy 

17+ 

Tdepathy 


Individuab of low or average Intelligence 
caruiot communicate, and those of above-aver- 
age Intelligence can communicate using a 
primitive form of empathy (usually limited to a 
throb or tingle of varying intensity). At the dis- 
cretion of the DM, the life force might animate 
a specially prepared statue or golem, perhaps 
even enabling the recipient to empioy any 
meraorized spei Is. 
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Life force transfer is sortiet ime s the final step 
in the manufacture of a powerful magical item 
or minor artifact (usually a sword). In this 
process, a creature s life force is transferred into 
a magical item (an unwilling subjcet is allowed 
a saving throw vs* death magic at —4), which is 
finally sealed with a permanency spell. 

In such an enchamment, the subjecti body 
is frequently destroyed afterward by the caster, 
forever trapping the life force in the item 
(unless the permanency is fsrst reversed and a 
new body prepared using a clone or wisk spell, 
orby s imi l ar means)* If the item is destroyed 
while the subjecCs life force is in il, the crea¬ 
ture can regain its body by making a system 
shock roll if it lies within 1 mile per level of 
the caster; otherwise, the subjecCs life force 
dissipates, and the creature dies* 

Sometimes, a wizard may employ this spell 
as a final measure to proteci his or her own 
life. In this version, the entire incantation and 
receptade are prepared and cast beforehand, 
but only the final syllabte of the spell is left 
unfinished. The wizard can pronounce this 
short (casting time l) syllable at any later time* 
casting his or her life force into the recepta- 
ck —providing that it lies within range. Obvi- 
ously* this strategy only works if the receptaele 
is kept close to the wizard at ali times* Further- 
more, the wizard usually must leave behind 
clues or cncrypted instructions so that allies 
may later reverse the spell and restore the wtz- 
ard to his or her normal state, While the spell is 
in its unfinished state, the wizard cannot leam 
a new 8th-leve1 spell to replace it. Aside from 
this limitation, however, the caster remains 
unaffected by the pending spell. 

Less sempulous wizards may use this spell to 
permanently transfer a creature’s life force 
{often their own) into the body of a younger 
individual, thereby extending their own exis- 
tence* The vietim is entitled to a saving throw 
vs. death magic with a -4 penalty to resist the 
effects. If failed, the victimas life force departs, 
and the transferred life force takes permanent 
possession of the victinTs body. If the saving 
throw is successfui, the spell fails without any ill 
effects to either the victim or creature (though it 
may be recast at a later date). Thus, an ancient 
necromancer may transfer his or her life force 
into the body of a vigorous younger person, 
thereby gaining ali of the victinTs physical 
attributes, manual skills, and extended life span. 

The material component is a massive, blood 
red garnet (worth 5,000 gp or more)* The spell 
also requires a scroll inscribed with speciai 


rare inks and either an expertly-crafted item or 
a living human* demihuman, or humanoid 
(preferably young and healthy) to house the 
subjecti life force. The exact nature of any 
phy sical receptae le should be decided by the 
DM, but it must be of quality suitable for 
enchamment, The garnet is consumed in the 
casting* This spell cannot be dispeUed nor* 
mally (even in its “pending" state). If the 
receptade was not sealed with a permanency, 
then the subjecCs life force can be driven out 
with dispel evil or similar cxorcising magic (in 
the event of a permanent magical receptade, 
the itenTs permanency must be first overcome 
with dispel magic). 

In rare cases, to be adjudicated by the DM* 
the life force of the victim does not depan from 
the body, but coexists in his or her body with 
that of the imruder. Such a life force may be 
able to take control of the survivor—use the 
control rules for the magic jar spell to deter- 
mine this. As before, the intruding life force 
can be ejeeted only by casting dispel evil or 
similar exorcising magies (or a Juli wish )* Oth¬ 
erwise* at the discretion of the DM, the life 
force of the intruder might merge with that of 
the victim, diluting the recipienti personality, 
alignment, and possibly sanity, as welL 

The reverse of this spell, revoke life force 
transfer, requires the original scroll (the one 
used in the life force transfer spell to be 
revoked), the construet, and the body of the 
recipient. Providing that the spell is cast before 
the body physically dies (within 2-7 days of 
the original separation), the reversa! process 
requires a System shock roll in order to be suc- 
cessful. If failed (or if the body has already 
perished), the newly released Life force dissi- 
pates, and the subject dies. 

Notes: Uncommon for necromancers and 
artificers; otherwise very rare. 

Life Force Transfer — Necromancer 
(Necromancy) 

Level: 4 

Range: Touch 

Components: V* S, M 

Casting Time: 4 

Duration: Instantaneous 

Area of Effeci: Creature touehed 

Saving Throw; None 

This spell allows the caster to transfer some 
of his life-force to another creature. When cast* 
the spell transfers 1 hit point per level of the 
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Life Tether 


caster to the target creature, pias an additional 
ld4 hit points. The hit points are added to the 
creature’s current hit point tota i and deducted 
from the spe l icas ter Thus, a 7th-Ievel necro- 
mancer cara transfer 8 to 1 1 hit points from 
himseif io another creature. 

The caster can transfer only as many hit 
points as he currently has; if he transfers more, 
his current hit point total plus ld4 hit points 
are transferred to the target, while that amount 
is subtracted from the caster *s total (and Ehe 
caster begins to die). The creature cannot gain 
more hit points than its fuJI normal total; extra 
hit points are merely iost The necromancer's 
hit point losses can be regained by normal 
healing or magic* 

Affer the transfer, is complete, the necro- 
mancer loses four points of Constitution tem- 
porarily; each point can be recovered by six 
tums of rest, If the caster’s Constitution drops 
below 3, unconsciousness results and full Con¬ 
stitution is not regained for 24 hours. The 
material component of this spell is a glass tube 
ftlled with the caster's blood, which disappears 
when the spell is cast. 

Notes: Restricted to aecromancers; uncom- 
mon. 

Life Sounding 

(Chronomancy) 

Level: 2 

Range: Touch 

Components: V,S,M 

Casting Time: 2 

Durat ion: Instantaneous 

Area of Effect; Creature touched 

Saving Throw: None 

When tife sounding is east, the chrono¬ 
mancer establishes a temporary Unk to the sub¬ 
jecti Ufeline. A magical pulse is sent along the 
line in both directions, reftectmg baek when- 
ever it reaches the points of the recipienti birth 
and deaih, 

Using the echo principle, the chronomancer 
acquires a general idea of the length of the Hfe- 
line in each direction. If the subjeci's age is 
known or can be guessed, it is then a simple 
matter of calculat i ng the rati os to chscover with 
fair accuracy how much tife the person has left. 

After 6th level» the chronomancer acquires 
an innate feeling for the spelPs mystica! echo 
and can instantly know the subjecti age, as 
well as how much life it has left, without hav- 
ing to make any calculatione A saving throw is 


not permitted, but physical contact must be 
maintaiaed throughout the casting (the subjeci 
has to be willing or unable to struggle away), 

The materia! component necessary for a tife 
sounding is an unblemished silver weight on a 
1-foot length of sil ver chain. The weight must 
be replaced with a fresh siiver weight after 
every casting. 

Notes? Restricted to chronomancers; com- 
mon. 

Life Steal — Savant 

(Necromancy) 

Level: 5 
Range: Touch 
Components: V 
Casting Time; 1 
Durat ion; Special 
Area of Effect: 1 creature 
Saving Throw: Neg. 

This spell allows the savant to ieech up to 1 
hit point per level from a living (that is, not a 
construet or undead) human or humanoid and 
bestow jt upon himseif or another within a time 
limit of three rounds. The leeched hit points 
can increase the recipienti hit points beyond 
his normal maximum, and Last up to one hour. 
Any damage suffered is first subtracted from 
these additional hit points. 

Notes: Restricted to savants; common. 

Life Tether 

(Chronomancy) 

Level: 3 
Range: Special 
Components: S, M 
Casting Time: 3 
Duration: 5 rds./level 
Area of Effect; 1 creature 
Saving Throw: Neg. 

When this spell is cast on an intelligent crea¬ 
ture, it fastens a magica! tether to the creature*s 
Ufeline. The creature must be close enough for 
the chronomancer to recognize tt by sight, and 
it can save vs, spell to avoid the effect. This 
sets the range at 60 yards, Items such as eyes of 
the eagle would extend this range, but the 
psionic power clairvoyance or any type of scry- 
ing device would not, 

If the chronomancer slips to the Demiplane 
of Time, he appears next to the creature's life- 
line. The tether is seen as a thin wfaite cord 
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linking the two. As with timeslip, a large 
amount of furbulence may displace the caster, 
but he remains tethered to that lifeline. 

If life iether is cast directly on a lifeline, no 
saving throw is permitted, Slipping back to 
reality places the caster within IdlOO X 10 
yards of the creature, A detect temporal anom - 
aty spell leads the chronomancer right to the 
tethered creature. This application is useful in 
discovering to whom a particular lifeline 
belongs. 

The material component is a 1-foot lenglh of 
cord braided with strands of silver, 

Notes: Restricted to chronomancers; com- 
mon, 

Life Water 

(Alteration, Necromancy) 

(Alchemy, Province: Seu) 


nent of this spell—even a liquid devised by 
magical means, Leftover serum reverts to its 
original condition with the next setting of the 
sun. 

Notes: Restricted to casiers from arabian 
settings or those trained by them + DM might 
allow research by alchemists or (optional) 
Healer mages, DM might also allow trainmg 
by a suitable mentor, particularly characters 
native to the Anauroch region of the 
Forgotten Realms setting. 

Optional; The DM may re striet the cast- 
ing of this spell to once per week. 



Lifeblend 


(Necromaitty) 


Level: 9 
Range; Touch 
Components: Y S, M 
Casting Time: ! tum 
Duration: Permanent 
Area of EfFect: 2d4 creatores 
Saving Throw: Neg. 


Level: 9 

Range: Touch 

Components: Y S, M 

Casting Time: 9 

Duration: Special 

Area of EfFect: Up to 1 gallon 

Saving Throw: None 


This spell transforms any liquid into a 
sweet-smeHing serum that heals wounds and 
cures blindness, disease, poisoning, rotting 
(induding il mummy rot"), magical feeblemmd- 
edness, and fungal growth (such as the trans- 
formation of flesh into green slime). Even 
life-thrcatening wounds are healed; lost limbs 
and organs regenerate instantly when the 
miraculous life water is appUed. A severed 
head cannot be nestored however. 

As wondrous as the serum is, it cannot bring 
a slain creature back to life, nor it can it restore 
a magically transformed creature to its origiuai 
form* 

One gallon of the serum entirely cures one 
man-sized being of all the ailments listed 
above, restoring all Lost hit points in the 
process. An typical water skin fillcd with life 
water can cure one condit ion* or restore 3d8 
points of physical damage. Immersing even a 
partial body in life water can restore the com¬ 
plete form, provided the body is not dead, (Any 
leftover body parts are worthlessj 

The serum is a topical treatment. As it is 
used it is absorbed by the recipient and disap- 
pears. A pool created by this spell can be com- 
pletely absorbed by severa) healings. 

Any liquid can serve as the material compo- 


Ustng this macabre spell, a wizard can cause 
two (or more) lifeforms to join together to form 
a new one, The subjects can be of any type* 
piant or animal, but must be alive. A fler casting 
this spell, a wizard can cast no other spdls for 
24 hours. 

The subjects are placed in cages made with 
precious mctals, each cage worth no less than 
2,500 gp. To cast the spell, the caster must 
touch each subjeci through the casting time of 
the spell. If two creatures are involved, they 
can be touched with the hands; if a third or 
even fourth creature is involved touching them 
with the feet is possible. No more than four 
creatures can be afifected by a single applica¬ 
tion of this spelL During casting, the wizard 
must concentrate on the desired final form of 
the eombmation creature (if the caster does not 
have a specific form in mind the spell faiis). 

At the end of the casting, each subject 
involved makes a saving throw vs. spell; if any 
is successful, the spell fails. If the spell fails, 
the caster must make a successful saving throw 
vs. spell, or suffer a magical backlasb, taking 
on characteristics of the subjects for the next 
2d4 days. The exact nature of the change is left 
to the DM but should not be beneficial to the 
caster. 
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Roll Lifebhnd Resuit 

01-50 Success: The resulting creature 
looks like the caster wants it to 
look, and has more-or-less the abil- 
ities desired. 

51-60 Bonding: The target creatures are 

not melded together, but are bondcd 
ai some point on their bodies (for 
exampie, a dog and a cat bonded 
might appear to be a dog and a cat 
that share one sel of legs). 

61 -70 Imperfect Melding; The creatures 
are melded together, but not in the 
desired fashion; they might be 
melded in a centaur-hke fashion, or 
in any other way. 

7 i -8 0 Pseudo-Lycan th ropy: The creature s 

are blended together, but only one 
is dominant at any given time* Peri- 
odically, the creature changes com¬ 
plete ly from the form of one 
subject creature to the form of 
another. 

81-90 Dominance , One creature is clearly 

dominant in the mix, but has a few 
characteristics of the other crea- 
ture{s) invoived in the spell. 

91—95 Death: The creature looks exactly 
as desired, but has something 
wrong intemally and cannot live, 
96-99 Vengeful: The creature is exactly as 
desired, but has a hatred for its 
creator. 

00 Disasterl At the Last moment, one 
of the subjects pulled a way, and the 
caster is pulled into the spell 
ifistead becoming a part of the 
composite creature (no saving 
throwf Roll again on this table to 
find the results. 

If ali subjects fail their saving throws, the 
spell is at least partially successful Roll per- 
centile dice and consuit the table for the resuit. 

If the spell succeeds in any way except 
death, the DM creates a new monster, with 
input from the player of the spellcaster who 
performed the lifeblend spell Guiddines for 
monsters are in the MowsmoUS Manual acces- 
sory. In general terms, the mdnster should have 
a mixture of characteristics of its component 
beings. Possible exaniples of this spell include 
owlbears, bulettes, perytons, and manticores. 
The creature created has a 25% ehance of 
being in fertile. 

B esi des the cages ne edet! the materi al com- 


ponents for this spell include one candie for 
each component creature; these are placed 
together and lit at the beginning of the casting, 
so their waxes can blend together as they melt. 
A ruby worth at least 5,000 gp must be placed 
between the candles, so the blended wax can 
cover it; it represeius the heart of the composite 
beast. The ruby, candles, and cages are all con- 
sumed during casting. 

Notes: Very rare spell. Known to be in the 
tome Kyristan s Afysteries. 

Lifedrain — Phaerimm 

(AJterarion) 

Level: 8 
Range: 0 

Components: V, S, M 
Casting Time: 1 rd. 

Duration; Special 

Area of Effect: 70-ft. radius sphere 

Saving Throw: None 

Use of this mighty spell is thought to have 
created much of the iifelessness at the heart of 
the vast desert of Anauroeh. This spell affects 
only water in geographical form (lakes, rivers, 
occans), or in meteorological form (rain, 
snow). It does not affeci water contained in liv- 
ing things. 

A lifedrain spell destroys water within its 
area of effect—and prevents water from exist- 
ing there as well Water cannot fall into, form 
within, condense within, or flow into the spher- 
icaJ area of effect of this spell. (Daring wizards 
sometimes use this spell to lay bare the bottom 
of a lake or pond, to recover a lost item, or to 
reach a sunken chest or trapdoon) 

Living creatures find conditions within the 
area of effect to be very, very dry uncomfort- 
ably so; for each tum that one spends perform- 
ing any sort of activity except simple rest, that 
creature loses i hit point due to dehydraiion. 
(Tales are told of Phaerimm drying off wet 
s laves and items by conveying them from a 
bath through a lifedrain sphere.) Plants cannot 
grow within a lifedrain field and desert-like 
conditions soon occur. 

A lifedrain spell cannot be aflfectcd by dispel 
magic or water magies: only a limited wish or 
more powerful spell can destroy it Otherwise, it 
lasts for 1 year per level of the caster (but if the 
caster should die, even on another plane or world, 
it ends earlicr, ai the moment of the caster*s 
death). Casting a lifedrain permanently drains 1 
hit point from the total possessed by the caster. 
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Lifeforce Guardian, Zala’s 
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The material components of this spell are a 
ptece of bone and a fire of any sort and size. 
The bone is placed in the flames during cast¬ 
ing, and both are consumed in a flash by the 
spelL The spelFs area of effect fornis centered 
on the caster. 

Notes: Known to phaerimm (comrnon) and a 
few wizards of the Forgotten Realms setting 
(very rare), 

Lifeforce Guardian, Zala*s 

See Zala’s lifeforce guardian, 

Lifeproof 

(Necromancy) 

Reversible 

Level: 7 
Range: Touch 
Components: y S, M 
Casting Time: 3 tums 
Duration: Special 
Area of Effect: l creature 
Saving Throw; Neg, 

This powerful incantation enables the caster 
to safely remove an intangible but vitat part of 
the recipient’s tife, transporting it through sol id 
objects if need be. The caster places that part— 
called the “shadow of the heart”—in a closed 
glass Container or a crystal, Once inside, the 
“shadow” becomes clearly vi sibi e as a transi u- 
cent image of the recipienti heart. No apparent 
change occurs in the recipient himself, 
although detect magic reveals a strong necro- 
mantic spell in operat ion, centering on his 
ac tu a L st ili- beat ing heart. 

As long as the “shadow of the heart” remains 
safely within the Container, the recipienti body 
can endure any amount of physical damage. 
When reduced to 0 or fewer hit points, the 
character doesn 1 ! fall unconscious or die; he 
just keeps on going, Saving throws, attacks, 
and Hit Dice remain the same, “Negative 1 ’ 1 hit 
points are healed normally, as if the character 
has an endless stipply. 

For every 10 points of damage below 0, the 
recipient of this spell suffers a -1 penalty to 
Charisma. With sufficient loss, the character 
iooks as horrid as the undead, but is otherwise 
unaffected. Charisma returns to its normal 
value when the character is healed to a positive 
level of hit points (that is, 1 or more). 

Although the recipient is effectively i numine 
to magical and natura! attacks that cause dam¬ 
age, he’s stili vulnerable to other types of 



assaults (such as the death spell). He*s also vul- 
ncrable to poison, He stili can be polymorphed. 
If a part of his body is severed, it stili fiinctions 
independently (as long as the spell is in effect), 
allowing the recipient to reattach it. (This is 
similor to a trolTs ability.) 

The vessel or crystal holding the “shadow of 
the heart” must be within sight of the wizard as 
he '5 casting the spell. Thereafter, the vessel can 
be any distance from the recipienti body, with- 
out harm to the recipient. The crystal or glass 
is never more than 10 hit points in Strength, 
and considered AC 10 (for it to be otherwise 
would violate the energies of the spell and 
therefore void it). Destroying the Container 
kills the recipient. Gnly a full wish or similar 
enchantment can raise him from this grisly 
death. 

The reverse of this spell, revoke lifeproof, 
brings a body and its “shadow of the heart” 
back together again. Other than a limited wish 
or wish , this is the only way to do so. The 
recipient must make a system shock roll, and if 
this fails, he dies, if the recipient’s hit points 
total 0 or fewer when revoke lifeproof is cast, 
the recipient dies a normal death. 

Wizards often cast lifeproof on themseives 
as protection against an attack, Some cast it on 
others, ensuring that a recipient returns from a 
quest or mission to reclaim that part of his life 
that the wizard feolds. 

The spelFs material component, a glass Con¬ 
tainer or crystal, must be transparem, It also 
must be at least ! foot in diameter to contain 
the “shadow of the heart ” 

Notes: Comrnon for spellcasters from an 
arabian setting; otherwise very rare. 

Lifesurge — Ghul 

(Necromancy) 

Level: 4 
Range: Touch 
Components: V, S 
Casting Time: 2 rds, 

Duration: l rd./level 
Area of Effect; Individual touched 
Saving Throw: None 

Ghul lords are more than ready lo lend a 
helping hand to their comrades, but often the 
hand becomes a monkey T s paw. Ghul lord 
spells can have adverse effects on a subjeci 
despite their beneficial intentions. 

Lifesurge is one such spell, though a ghul 
lord can cast this spell only upon a willtng 
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individua!. When casi» the spell creates a nega¬ 
tive energy field wifchiu the subjecti body. This 
field forces the life force within the individua! 
io surge up in defiance, affording the individ- 
uai enhanced physical abilities for the duration 
ofthe spelL 

For the duration of the spell, the subject is 
treated as if two levels higher for ali purposes, 
Wizards do not automaticalLy gain new spells, 
but they cast memorized spells as if two levels 
above their owm Hit points are increased, and 
THACQ* saving throws. and ali other Jevel 
related abilities and bonuses are appropriately 
improved, 

When the effects of the lifesurge wear off t 
the rndividual suffers damage. A successful 
saving throw vs. death magic reduces this dam- 
age by half. The damage is equal to twice the 
maximum vaiue of the Hit Die used for their 
dass. Thus, a fighter, who uses a d 10 for hit 
points, suffers 20 points of damage when the 
spei! wears off, 10 points Lf the saving throw is 
made. 

Notes: Restricted to ghul lords (most eom- 
mon in an arabtan scttingh 

Light 

(Alterat ion) 

Levet: 1 
Range: 60 yds. 

Components: V, M 

CastingTime: 1 

Duration: 1 tum/level 

Area of Effect: 20-ft, radius globe 

Saving Throw : Special 

This spei! creates a luminous glow, equal To 
torchlight, within a fixed radius of the spelTs 
center Objects in darkness beyond this sphere 
can be seen, at best, as vague and shadowy 
shapes, The spell is centered on a point selected 
by the caster* and he must have a line of sight 
and unobstructed path for the spell when it is 
cast, Light can spring from air, rock, meta!» 
wood, or almost any similar substance. 

The effect is immobile unless it is specifi- 
cally centered cm a moveabie object or mobile 
creature, Jf this spell is cast upon a creature» 
the appltcable magic resistance and saving 
throw rolls must be made. Successful resis¬ 
tance negares the spell, while a successful sav¬ 
ing throw indicates that the spell is centered 
immediately behind the creature, rather than 
upon the creature itself Light taken into an 
area of magical darkness does not funetion, but 
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if cast directiy against magical darkness 
nega te s it (but only for the duration of the light 
spdl, if the darkness effect is continual), 

Light eentered on the visuaS organs of a crea¬ 
ture blinds it, reducing its attack roils and saving 
throws by 4 and worsening its Armor Class by 4. 
The caster can end the spdl at any time by utter- 
ing a single word. Note that, unlike the lst-level 
priest spell, this spell is not reversibie. 

The material component is a firefly or a 
piece of phosphorescent moss. 

Notes: Common spell (PHB). 

Light — Pluma 

This spell is identical to the 
common light spell, except 
that it is 2nd levei. 

Light Step, l>rawmij*s 

See Drawmiys light step 

Lightburst, NystuFs 

NystuTs lightburst. 

Lightning Bolt 

(Evocatton) 

Levei: 3 

Range; 40 yds. + 10 yds./levei 
Casting Time; 3 
Components: V, S, M 
Durat ion: Instantaneous 
Area of Effect: Special 
Saving Throw: A 

Upon easting this spell, the wizard releases a 
powerful stroke of electrical energy that inflicts 
ld6 points of damage per levei of the spellcaster 
(maximum damage per levei of 10d6) to each 
creature within its area of effect, A successful 
saving throw vs + spell reduces this damage to 
half (round fraclions downk The boli begins at a 
range and height decided by the caster and 
streaks outward in a direct line from the casting 
wizard (for example, if a 40-foot bolt was 
started at L80 feet from the wizard, the far end 
of the bolt would reach 220 feet (180 + 40). The 
lightning bolt may set fire to combusti bles, sun¬ 
der wooden doors, splinter up to a half-foot 
thickncss of stone, and melt metals with a low 
melting poirn (lead, gotd, eoppcr, silver, bronze). 
Saving throws must be rotled for objects that 
withsiand the full force of a stroke (see the fiire- 
hall spdl). If the damage caused to an interpos- 
ing barrier shatters or breaks ihrough it (Te., the 
saving throw falis), the bolt continues. A bolt 


can breach 1 inch of wood or half an inch of 
stone per caster levei, up to a maximum of 1 
foot of wood or half a foot of stone. 

The lightning bolfs area of effect is chosen 
by the spellcaster: either a forked bolt 10 feet 
wide and 40 feet long or a single bolt 5 feet 
wide and 80 feet long. If a bolt eannot reach its 
full length, because of an unyielding barrier 
(such as a stone wall), the lightning bolt 
rebounds from the barrier toward its caster, 
endtng only when it reaches its full length. 

For example: An 80-foot-long stroke is 
begun at a range of 40 feet, but it hits a stone 
wall at 50 feet, The bolt travels 10 feet, hits the 
walL and rebounds for 70 feet back toward its 
creator (who is only 50 feet from the wall, and 
so is caught in his own lightning bolt! ). 

The DM might allow reflecting bolts. When 
this type of lightning boit strikes a solid sur- 
face, the bolt reflects from the surface at an 
angle equal to the angle of incidence (like light 
off a mirror). A creature crossed more than 
once by the bolt must roll a saving throw for 
every time it is crossed, but it stili suffers either 
full damage (if one saving throw is missed) or 
half damage (if ali saving throws are made). 

The material components of the spell are a 
bit of fur and an amber, crystal, or glass rod. 

Notes: Common spell (PHB). 

Lightning Bug 

(ALteration, Evocation) 

Leveh 1 

Range: 15 yds. + 10 yds./levei 

Components: Y S 

Casting Time: 1 

Durat ion: Instantaneous 

Area of Effect: 1 creature or target 

Saving Throw: None 

Another of Gemidan^ spell variant s that 
merges magic missile w ith shockinggrmp, this 
spell allows a spellcaster to generate a missile 
of electrical energy and cast it unerringly at a 
target. When it hits the target (or an electrical 
conductor that touches an opponertCs body), 
the lightning bug discharges ld6 points of 
damage, plus 1 point per levei of the wizard. to 
a maximum of ld6 + 10 (for example, an 1 Ith- 
level mage would generate an electrical missile 
of l d6 + 10 points of damage}, 

Notes: Known to the Watch-Wizards and 
Guild of Waterdeep and a few wizards (Gemi- 
dan, Khelben, Laeral) in the Fqrggtten 
Realms setting; common. 
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Lightning Curtain 

(Evocation) 

Level: 5 
Range: 60 yds, 

Components: V* $, M 
CastingTime: 5 
Duration: Special 
Area pf Effect: 20 sq. ft./level 
Saving Throw: Special 

This spell creates a crackling, shimmering* 
vertical plane of electrical force. The lightning 
curtain reacts to nearby metal objects; anyone 
wearing or carrying such an item wi 11 be 
“sparked" by the wall if she approaehes to 
within 5 feet of the curtain. A ‘*spark” inflicls 
1 d8 points of damage. 

Those passing through the lightning curtain 
suffer 2d8 points of damage* plus 1 point per 
ex peri en ce level of the c aster. For those wear¬ 
ing metal armor or carrying at least 4 pounds 
of conductive objects (swords, iron spikes* 
etcO* the damage is 3d8 points* plus 1 point per 
level of the caster. 

No saving throw is allowed for creatures 
passing through the curtain. Touching the light¬ 
ning curtain with a metal object has the same 
effeci as walking through it. The wtzard who 
creates the lightning curtain is tminime to its 
effects. 

The lightning curtain is fairly transparent* 
allowing persons on opposite sides of it to see 
each other, Its glow is sufficient to illuminate 
the area on either side of it up to a distance of 
10 feet. Spells and missiles ean be cast through 
the curtain. but missiles must successfully save 
vs. electricity or be destroyed. The lightning 
curtain does not hinder any spells except for 
electrical attacks, which it absorbs. 

The lightning curtain will perstst for as long 
as the wizard concentrates upon it f or for 2 
rounds plus I round per level if concentration 
is not maintained. 

The material components a piece of amber* a 
bit of fur, and a square of fine velvet. 

Notes: Very rare spell. ICnown to be in The 
Book ofNaz. (Updated from Dracon Magarine,) 


Lightning Lash 

(Evoca tion) 

Level: 5 

Range: 60 yds. + 10 yds./level 
Components: V* S* M 
CastingTime: 5 
Duration: Instantaneous 
Arca of Effect: Special 
Saving Throw: l A 

A wizard casting this spell unlcashes a dis- 
charge of electrical energy thai inflicts ld6 
points of damage per level of the caster (to a 
maximum of 6d6). A successful saving throw 
vs. spell reduces this damage to half (round 
fractions down). The discharge appears in a 
shape or arc whose precise location and direc- 
tion is as visuahzcd by the caster (it is instanta¬ 
neous* so the caster can't move or “Tedirecf it 
to strike a moving or unforeseen foe). If solid 
barriers* such as stone walls* prevent the lash 
from fuily forming as desired* it rebounds 
“within itself rt (hence its name)* affccting onty 
the area in which it was directed to form (crea¬ 
tures in this area must save twice; to suffer only 
half damage, both throws must succeed). 

The lash can set combustible materials 
aflame* sunder wooden doors (blasting away 
one inch of thickness per level of the caster, to 
a maximum of one foot), splinter stone up to 
six inches thiefc (a half inch per caster level)* 
and melt metals w ith low mclting points (such 
as bronze, copper, gold* lead* and silver). Item 
saving throws must be made to determine if 
stone shatters* metal melts* or other objects 
struck by the lash are affected. If a barrier shat¬ 
ters (its saving throw fails)* the lash can con¬ 
tinue into the area beyond the barrier with tuli 
effects—if it was cast to do so. 

This spell is often used to melt locks, ruin 
armor* or seal metal doors shut withouf harm- 
ing nearby valuables. Such precision in casting 
requires practice. 

Notes: Very rare spell* originalty from the 
Forgotten Realms setting. (Updated from 
Polyhedron Newszine.) 
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Lightning Reflection 

( Abjurat ion. Alterat ion} 

Level: 5 
Range: 0 

Components: V, S, M 
Casting Time; 5 
Durati on: 1 tum 
Area of Effect: l bemg 
Saving Throw: None 

This spell protects the caster or a touched 
recipient, and ali worn or carried material, 
against ali effects of energy discharges. Ali 
such attacks are reflected straight back at their 
sources for full norma! effect. Magical or nat- 
ural lightning and other raw energy discharges 
are protected against Magic missiles are also 
reflected. Fire is not protected against. 

The material components of the spell are a 
drop of quicksilver and a shard of metal of any 
size. 

Notes: Known to the Seven Sisters and some 
other wizards in the Forgotten Realms set- 
ting, rare; vinually unknown elsewhere. 


Lightning Ring 

(Evocat ion) 

Level: 8 

Range: 10 ft/level 
Components: V t S, M 
Casting Time: 8 
Duration: 8 rds, (or 1 rd.) 

Area of Effect: Special 
Saving Throw: A 

This spell surrounds the caster wjth a bright 
white, crackling, chest-high ring of lightning. 
The ring moves with the caster, who can cast 
other spells without harming the ring^ ftmction- 
ing after the round in which the ring is estab- 
lished. While encircled by the ring, the caster is 
immune to damagc from ali Lightning attacks. 

Twice per round, the ring can emit a lightnmg 
bolt that streaks straight outward in a direction 
chosen by the caster. {The bolt rebounds at an 
angi e chosen by the DM if it strikes something 
solid and nonliving.) Such bolis cause Sd6 
points of damage to all creatures in their path. 
Creatures who are sinick are allowed a saving 
throw vs. spell for half damage. 
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A Iter n at i ve ly, this spell can be cast to dis- 
charge ali at once. The ring forms in one round» 
spinning about the caster (who is protected 
against ali lightning damage for that round), 
then rises straight iip and fires eight lightning 
bolts at once at up to eight different targets 
chosen by the caster. In doing so, the spell 
exhausta itself. The bolts inflict 8db points of 
damage each (save for half damage). 

The material components of this spell are a 
ring of any size, fashioned of glass, and a bit of 
fur from any animal. 

Notes: Known to the Seven Sisters and a few 
other wizards in the FottGOTTEN Realms set- 
ting T very rare; virtually unknown elsewhere. 

Lightning Rod 

(Alteration) 

Level: 3 

Range: Touch 

Components: V t S, M 

Casting Time: 7 

Duration; SpeciaI 

Area of Effect; 1 metal object 

Saving Throw: None 

This spell forces magical lightning to a spe¬ 
ci fi c spot deiermined by the caster. When cast, 
the wizard chooses a metal object to become the 
lightning rod (a sword, a lamppost, or a gold 
piece), The focal poi nt of the spei! cannot be 
alive or heavier than 100 pounds. When any 
ranged electrical attack occurs within 50 yards 
of a lightning rod, the cnergy is redirected and 
absorbed into it, negating the attack and destroy- 
ing the object (jf someone is in contact with the 
rod, that person receives the fu 11 damage of the 
attack). If the object is not struek by a magical 
electricity within 48 hours, the spell ends. 

This spell was developed by a watch-wizard to 
minimize random property damage when the 
watch (or anyone) battled a mage in the streets. 
This spell was refrncd to limit lightning bolts and 
si mi lar energies, as they are a Standard attack 
spell. Many watch-wizards cast this spell on 
metal rods, tossing them ciear when anticipating 
spell battles. One unscrupulous former mage was 
sentenced to Undermountain for casting this spell 
on a ring and selling the u magical lightning- 
enhancer ring” to a fellow guild member (when 
the wearer cast his lightning bolt, it centered on 
the ring, killing the mage with his own spell). 

Notes: Known to the Watch-Wizards and 
Guild of Waterdcep in the Forgotten Realms 
setting; common. 


Lightning Rod 

(Abjuration) 

Level: 6 
Range: SpeciaI 
Components: V f S, M 
Casting Time: 6 
Duration: I turn/levei 
Area of Effect: 30-fL radius 
Saving Throw: None 

This spell requires a pole at least 6 feet long, 
made entirely of metal. As the spell is com^ 
pleted, the rod implants itself firmly into the 
ground or stone floor Any bolt of lightning— 
natural, magically invoked, druidically sum- 
moned, blue or bronze dragon breath, 
etc,—coming within 30 feet of the rod is 
diverted through the rod and into the ground. 
Unless the intended targets are in the area of 
effect of the electrica! attack and between the 
source and the rod, the electricity misses them. 
Short distance discharges (shocking grasp. 
wilLo-wisp attack, etc.) are not affected. Once 
planted, the rod cannot be moved without break- 
ing it until the rnagic expires or is dispelled. The 
spdl can be made permanent or be used in con- 
junction with the enchant an item spell, also. 

The material component is a piece of copper 
wire. The rod itself is not destroyed by the spell. 

Notes: Very rare spell. (Updated from 
Polyhedron Newszine.) 

Lightning Shield 
(Alteration, Evocation) 

Level: 4 
Range: 0 

Components: V, S, M 
Casting Time: 4 
Duration: 2 rds. + I rd./level 
Area of Effect: The caster 
Saving Throw: None 

This spell much like the 4th-level spell fi re 
shield f except that it protects against electricity 
(chiU) or ac id (warm) attacks. The caster must 
memorize the version he wants available* The 
spell creatos sparks around the casters body. The 
color of the sparks is dctemhned randomly (50% 
for either)—blue or white if chill t blue or black if 
warm. The sparks produce a dim illuminatiori 
equa! to half that of a torch. They are harmless if 
touched, but wi II return certa in attacks made 
upon the caster The shreld powers are: 

A.) ChiU Shield: The sparks are cooL Light- 
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Lightning Storm 
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ning-based attacks are saved against at a +2 
bonus, with either one-half or no damage 
taken. Acid-based attacks are normaL bm if 
successful inflict double damage. 

The material component for this version is a 
small rubber ball. 

B.) Warm Shield: The sparks are warm. 
Acid-based attacks are saved against at a +2 
bonus, with either one-half or no damage being 
taken, Electric i ty-based attacks are normal, but 
if successful inflict double damage. 

The material component is a scale from a 
black dragon or a small piece of marble. 

Any creature striking the speUcaster with its 
body or a hand-held weapon inflicta normal dam¬ 
age, but the attack suffers the same amount The 
attacker’s magic resistance, if any is tested upon 
ihe first successftsl hit Successful resistance shat- 
ters the shield; failure means the magic resistance 
does not afFect that casting of the spelL 

This spell does not work with a fire shield. If 
both are placed on the same caster, they cancel 
each other in a brilliant flash, leaving the caster 
stunned for ld3 rounds. 

Notes: Very rare. Known to be in the Blue 
Book of Du Y Morde, Vol. II. (Updated from 
Dracon Magazine,) 

Lightning Storm 

(IvocttioB) 

Level: 8 

Range: 40 yds. + 10 yds./level 
Components: V, S, M 
Casting Time: 8 
Duration: 1 rd, 

Area of Effeci: 70 ft, diameter sphere 
Savmg Throw: A 

This spell creates electrica! dtseharges within 
a spherica! area. Bolts of)ightning leap repeat- 
edly about within this area, regardless of the 
presence or location of metai, water, or other 
conductors. AII beings within this area take 
6dl2 points of damage (unless immune to elec¬ 
trica! damage), and ali items must make a saving 
throw vs, electricity. The magic prevents light¬ 
ning from travefing along conductive paths out 
of spell range; a man in full armor and a bather 
in a moat, both just outside the spell 's area of 
effect, will be unharmed, The 3 rd-level light¬ 
ning wd spell is negated by the large number of 
bolts the storm generales. The 6lh-level light¬ 
ning rod spell creates a 30-foot safe zone if the 
metai pole survives an item saving throw vs* 
lightning (otherwise it is negated). 


The caster is unharmed by the spell, even if he 
stands in the center of the storm, by this or any 
other electrica! attacks or effects during the spelTs 
duration. The material component include a shard 
of glass, a scrap of fur, a piece of silver, and a fUni. 

Notes; Uncommon for Weatberor Storm 
mages; otherwise very rare, Believed to origi¬ 
nale from the World of Greyhawr setting 
(Updated ffom Dragon Magazine). 

Lightning Strike 

(Evoca don) 

Level: 2 

Range: 10 yds. + 1 yd./level 
Components; V, S, M 
Casting Time: 2 
Duration: Instant. 

Area of Effect: 1 or 2 creatures 
Saving Throw: 'A 

This spell eauses a small bolt of lightning 1 
inch wide to shoot forth from the casteris out- 
stretched fingertip, striking the indicated target 
for 1 d6 points of damage for e very two levels of 
the caster (2d6 at 3rd, 3d6 ai 5th, etc., to a maxi¬ 
mum of 5d6 at 9th level), with the target crea¬ 
ture recciving a saving throw vs. spell for half 
damage. The boli can be forfced, striking two 
creatures within 10 feet of each other for Ihe full 
effect. The lightning strike is not powerful 
cnough to cause structura! damage to a building 
or wooden craft, 

The spell is otherwise the same as the third 
level spell lightning holi, excepi that the strike 
will not rebound off sol id materi ais such as 
stone walls. 

Notes; Very rare spell. Known to be in the 
Blue Book of Du Morde ( VoL I. (Updated From 
Dragon Magazine-} 

Lightningcloak 

(AJteration, Evocation) 

Level: 6 
Range: 0 

Components: V f S, M 
Casting Time: 6 

Duration: Maximum l tum + I rd./level 
Area of Effect: The caster 
Saving Throw: Special 

The lightningcloak spell surrounds the 
caster with a shimmering aura of lightning. Its 
crackling sound is audible at a distance of 5 
feet, and in dark areas the caster is outlincd as 
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if by a faerie fire speli. 

The cloak contains damaging electrica! poten¬ 
tia! of 3d6 per level of the caster. The caster can 
discharge bolts of lightning at the rate of one bolt 
per round, up to the poiential of the tighming- 
cloak. For ex ample, a I2th-level wizard can cast 
two 6-dice bolts, four 3-dicc bolts, a 9-dice bolt 
and three t-die bolts, or any combination that 
adds to 12 dice. The bolts craekie outward to a 
distance of 40 feet, and each wtll strike one crea¬ 
ture, A saving throw vs. speli is allowed against 
each bolt for half damage. Bolts of 3d6 or more 
require saving throws for exposed items if the tar- 
get creature faits its saving throw, The maximum 
potentia! for the cloak is 18d6. 

Anyone who touches a Ughtningcloaked wiz- 
ard is shocked for ld6 points of damage; if a 
meta! object (such as a meta! weapon) is the 
touching agent, a full 6 points of damage is sus- 
tained. No saving throws are allowed against 
these shocks, but each discharges ld6 of the 
cloak’s potential. 

The lightmngcloak protects the wizard from 
the effects of electrica! attacks. These attacks, 
after any magic resistance and saving throws 
have been resol ved, are absorbed without harm 
to the wizard, up to a maximum of 2 points per 
level {for example, 24 points for a !2th level 
mage), If the lightningcloak absorbs more than 
its capacity of electrica! damage, it discharges 
ali of its remaimng bolt capacity directly into 
the caster (no saving throw), The caster must 
make a successful system shock cheek or lose 
consci ousness for ld4 rounds. 

The speII ends when ali its bolts have been 
used or if it absorbs more than its maximum 
capacity of electrical damage, Gtherwise, cloak 
lasts one tum plus one round for each level of 
the wizard, 

The material components for fhis speli 
include powdered amber and rose quartz (100 
gp total value), and a bit of phosphorous. Also, 
a finely woven cloak of no less than 500 gp 
value must be worn; this can be re-used for 
subsequent castings of the speli. 

Notes: Very rare spelL Kjiowh to be in The 
Book of Naz. (Updated from Dracon Magazine.) 

Limited Wish 

(Conjuration/Summoning, Invocat ion/ 

E vocat ion) 

Levd: 1 

Range: Unlimited 
Components: V 
Casting Time: Special 


Duration; Special 
Area of Effect: Special 
Saving Throw: Special 

The Iimited wis/i is a very potem but difficult 
speli. it wiJl fulfill literally, but only partially or for 
a Iimited duration, the utterance of the spelicaster. 
Thus, the actuality of the past, present, or future 
might be aitered (but possibly only for the wizard 
unless the wording of the speli is mosl carefully 
stated) in some Iimited manner. The use of a lim- 
ited wish will not substantially change major reali- 
lies, nor will it bring wealth orexperience merely 
by asking. The speli can, forexample, restore some 
hit points (or al! hit points for a Iimited duration) 
lost by the wizard It can reduce opponent hit prob- 
abilities or damage, increase duration of some 
magical efifect cause a creature to be favorably dis- 
posed to the spellcaster, mimic a speli of 7th level 
or less, and so on (see also the 9ih-level wish 
speli). Greedy desires usually end in disaster for 
the wisher, Casting time is based on the time spent 
preparing the wording for the speli (elever players 
decide what they want to say before ustng the 
speli). Normally, the casting time is one round 
( most of it being taken up by deciding what to say). 
Casting this spdl ages the caster onc year per 100 
years of regular life span (human— 1 year, half- 
hng/half-elf—2, dwarffgname—4, elf—5). 

Notes: Common speli (PHB). 

Liquid Earth 

(Alteration) 

(Province: Satui) 

Level: 5 
Range: 0 

Components: V, M 
Casting Time; 5 
Duration: 1 hn + I hr/Ievel 
Area of Effect: 15-foot radius hemisphere 
Saving Throw: None 

This speli creates a hemisphere of airy earth. 
in which normal stone is magically trans- 
formed into a thick fog, WLthin this bubble, 
creatures not native to the plane of dementa I 
Earth can move through its earth, stone, and 
day as if passing through water, The speli also 
cnables those within its area to breathe nor- 
mally. The speli provides no iighi, however. 
The material component is a bent tube of 
nickel costing 100 gp. 

Notes: Common for spellcasters front an 
arabian seiting; otherwise very rare. 
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Liquid Orb 

(Conj u ration/Su mmoning) 

(Water) 

Level: 1 
Range; 0 

Components: V, S 
Casting Time: 2 
Duration: I tura + 1 rd/level 
Area of Effect: 1 pini/level 
Saving Throw: None 

When the spell is cast, an orb of nonflamma- 
ble liquid comes into existenee in the caster 
palm and is held by the mage through a magi- 
cal increase in the sphere’s surface tension, The 
liquid maintains its spherica! shape until 
released by the caster or until the end of the 
spelfs duration, 

The temperature of the sphere is always that 
of the surrounding air (temperatores must be 
above freezing and below boiling) and cannot 
be altered except through normal means, The 
sphere can be thrown, but its accuracy is very 
poor (30-foot range, -2 to hit) and it does no 
damage to nonfiery creatures. The sphere can 
be used to put out fires covering up to four 
square feet per pint, The orb also inflicts ld4 



points damage per gallon (eight pints) to any 
fire-based creatures {fire elementaLs, salaman- 
ders, etc.). The caster cannot make a called 
shot { DMG, Chapter 9) with the sphere, and its 
liquids cannot be used to blind opponents. 

This spe 11 can be used to supply the caster 
with small amounts of ffesh drinking water, ink 
(nonmagical), clothing dye, fruit juice, ctder* 
soup, or any other known nonflammable Liquid 
that causes no damage to normat creatures 
(thus excluding acids and poisons); the DM 
and player may be faidy Creative here, The 
spell has an absolute limit of four gallons—a 
sphere the size of a small beach ball. A liquid 
orb of one gallon or more must be thrown with 
both hands. 

Notes: Uncommon for Water mages; other- 
wtse very rare. 

Little Btrd 

(Alteration) 

(Mentalism) 

Level: I 
Range: lOyds. 

Components: V, S 
Casting Time: I 
Duration: 1 tura + 1/level 
Area of Effect: t objeci 
Saving Throw: None 

By casting this spei i, the caster can direct 
one object to ffy through the air under his con- 
trol. Although slow-movmg (movement rate 6), 
the object can turn and stop at will (maneuver- 
ability dass A) responding instantly to the 
castermental commands, The affected object 
can weigh no more than I Ib. per Level of the 
caster. 

The little bird spell is generally employed as 
a laborsaving device, because its uses in com- 
bat are Limited, A caster attempting to wrest an 
object from an enemy, for example, must over- 
come the enemy's Strength (The enemy can 
hotd onto the object by making a successful 
Strength cheek, with a -2 bonus to the die roll). 
Alternatively, picking up a Loose object and 
hurling it at an enemy requires a successful 
attack roll and inflicts no more than ld3 points 
of damage. Some wizards, however, have been 
known to use this spell as a diversion (for 
instance, ringing a gong next to an enemy*s 
head). 

Notes: Uncommon for mentalists and appor- 
tation specialists; otherwtse very rare. 
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Living Link 

(Divinatione Necromancy) 

Level: 1 

Range: 90 yds. + 10 ydsJkvcl 
Components: y S 
Casting Time: 2 
Duration: 1 rd + /level 
Area of Effect: 1 creature 
Saving Throw: None 

With this spei), a necromancer establishes a 
sensory like between himself and any living 
creature with in range. If the caster knows a 
specific creature or person within rartge, then 
the spell can take effect on that specific crea¬ 
ture. Oiherwise, the /mng link witl be estab- 
lished with any sapient creature within range, 
determined randomly. 

Like the Ist-level spell corpse link, the liv¬ 
ing link spell allows the caster to gather sen¬ 
sory Information from the vicinity of the target 
creature (sight, sound, smell, tasie, or toueh). 
For every four tevels of experience past the i st, 
the necromancer can collect information from 
an addit ion al sense (up to two senses at 5th 
level, three at 9th, four at 13th, and ali five at 
17th level). 

The creature Hnked by this spell experiences 
nothing to indicate that its senses have teen 
tapped, and it remaius in control of its own 
actions, emirely unaware of the magical con¬ 
necti on to the necromancer. In other words, the 
caster cannot force the subject to look at some- 
thing (listen at a fceyhole, caste a glass of wine, 
pick up an objeci, and so on). This spell merely 
enables the caster to directly experience the 
world through another creatureperceptions. 
For instance, tooking through another crea¬ 
ture^ eyes gives the wizard ali of its visual 
capabilities, such as infravision if the creature 
has that ability. 

While the spell is in effect, the living link 
overrides the wizard 1 » own sensory percep¬ 
tions. Thus, a wizard seeing through another 
creature 1 » eyes is unable to see through his 
own. The spell can be eoded at will with no 
risk to the caster. 

Notes: Uncommon for necromancers and 
di"viners; otherwise very rare. 


Locate Creature 

(Divinationi 

Level: 4 
Range: 0 

Components: V, S, M 
Casting Time: 4 
Duration: 1 tum/level 
Area of Effect: 50 yds./levd 
Saving Throw; None 

This spell is similar to the 2nd-level locate 
object spell. Tnstead of finding an inanimate 
object, however, it aIZows the wizard to find a 
creature* The wizard casts the spell, slowly tums, 
and is able to sense the direction of the person or 
creature, provided the subject is within the area. 
The wizard learns how far away the creature is 
and in what direction it is moving (if at ali). 

This spell can locate a genera! species of 
creature (a horse or umber hutk, for instance) 
or can be used to find a specific individua!. 
The wizard must have physically seen the indi- 
vidual or the type of creature at least once from 
a distance of no more than 10 yards. 

Unlike locate object, this speZl is not blocked 
by lead. It is blocked, however, by running 
water (such as a river or stream). Objects can¬ 
not be found with this spell. 

The materia! component is a bit of a blood- 
hound*s fur. 

Notes: Uncommon spell (ToM). 

Locate Object 

(Divination) 

Reverstble 

Level: 2 
Range: 0 

Components: y S, M 
Casting Time: 2 
Duration: 1 rd/level 
Area of Effect: 20 yds./tevel 
Saving Throw: None 

This spell aids in locat ing a known or familiar 
object, The wizard casts the spell, slowly tums, 
and senses when he is facing in the direction of 
the object to be located, provided the object is 
within range (that is, 60 yards for 3rd-levei wiz¬ 
ard s, 80 yards for 4th, 100 yards for 5th, ete,)* 
The spell can locate such objects as apparel, 
jewelry, fumiture, tools, weapons, or even a lad* 
der or stairway* Note that attempiing co find a 
specific item, such as jewelry or a crown, 
requires an accurate mental i mage; if tbe image 


J 


523 


V 




Locate Porta I 






is not close enough to the actual, the spell does 
not work. Desired but unique objects cannot be 
located by this spell unless they are known by 
the caster* The spell is blocked by lead. Crea- 
tures cannot be found by this spell. 

The materia! component is a forked twig, 

The reversal, obscure objecta hi des an objeci 
from location by spell, erystal ball, or similar 
means for eight hours* Creatures cannot be 
affected by thts spell. The material component 
is a chameleon skin. 

Notes; Common spell (PHB), 

Locate Portal 

(Divinafion) 

Level: 2 
Range: Special 
Components: V, S, M 
CastingTime: 1 tum 
Duration: 1 rd 
Arca of Effect: Special 
SavingThrow: None 

This spell can be cast only within 100 yards of 
the surface of a erystal shelL The caster of a locate 
portaI spell can flnd the nearest portal through the 
erystal shell either into or aut of the Flow (phlo- 
giston), The spell indicates direction and distance 
{either in miles or in travel time, should the wizard 
know the particulars of his own ship). 

ln general, from any point on a erystal shell, 
a portal suitahle for a normabsized ship can be 
found within 2-2G days travel. At the DM’s 
option, there may be more pomis available, 
fewer, or none at ali. 

The material component of this spell is a 
conch shell. 

Notes: Common for spellcasiers from a 
spdljamming culture; otherwise very rare. 

Locate Remains 

(Divination, Neeromancy) 

Level: 1 
Range: 0 

Components: V, S, M 
CastingTime: l rd. 

Duration: 1 tum + 5 rds./level 
Area of Effect: path, 10 ft. wide x 

30 ft. + 5 ft/level long 
Saving Throw: None 

This spell attunes the caster to the physical 
remains of dead bcings in the area of effect. 
Locate remains will thus easily detect the pres- 




ence of unburied corpses or corporeal undead 
(such as skeletons, zombies, or ghasts), but 
will not reveal noncorporeal undead (such as 
ghosts or spectres). The area of effect extends 
in a I0~foot wide path, facing in the caster T s 
current direction. Scanning in a direction 
requires one round, during wfaich time the 
caster remains motionless in concentration. 

Locate remains is mostly unaffected by 
walls or obstacles, though the area of effect is 
decreased (to 10 feet plus I foot/level) by more 
than three feet of sol id stone, ten feet of wood 
or packed earth, or one inch of meta). 

In the most genera) applications, the spell 
prectsely locates any and all physical remains 
of individuals in the area of effect, regardless 
of sex, species, and undead status. This spell 
does not impart any knowledge regarding the 
identity (or undead nature) of the remains; only 
the current locations of corpses within the area 
of effect are leamed, 

If a personal item qr small fragment of the 
deceased individual is available at the time of 
casting, the spell can be used to locate the remains 
ofthat specific individual. In that case, the spell 
does not register the presence of any remains 
except those of the desired individual. 

Both the generat and specific versions of the 
speli have no effect if cast on a living creature 
of any type. 

The material component for this spell is 
either a small piece of bone from a human 
cadaver (for the general versi on) or else an artL 
cie of clothing, personal possession, or strand 
of hair (for the specific version), This spell is 
popular in regions with striet burial customs. 

Notes: Common for neeromancers, witeh- 
doctors, and Savage mages; otherwise very rare. 

Lock 

Reversed form. see knock, 

Long Reach, DuhlarkN 

See Duhlarks long reach. 

LorloveirrCs Creeping Shadow 
(lllusion) 

(Shadow) 

Level: 3 
Range: 0 

Components; V S, M 

CastingTime: 7 

Duration: l rd./lcvel 

Area of Effect: The caster + s shadow 

SavingThrow: None 
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This spell causes the wizard’s shadow to 
elongate, stretching away from his body at a 
rate of 15 yards per round. It can elongate a 
maximum distance of 10 yards per level of the 
caster. 

The shadow moves as an ordinary shadow* 
along floors and up walIs. The caster can 
maneuver in any manner feasible to place the 
shadow where he desires. For example, the 
caster might positjon his shadow over a high 
window in a towet in order to spy on the towefs 
occupants. The shadow makes no sound and is 
90% undetectable in ali but the most brightiy 
iit surroimdings. 

While the spell Iasis, the iilusionist can see* 
hear* and speak through his shadow. The 
shadow cannot physically toueh, pick. up, or 
attack creatures or objects, ft can be struck 
only by spells, magical weapons of+ 1 or bet- 
ter, or other speci al attacks (sucii as a dragon*$ 
breath). The shadow has the same Armor Class 
as the caster. Hit points lost by the shadow are 
suffered by the caster, 

To cast the spell, a light source of at least the 
brightness of a candle must be present. The 
caster must also have a small stamette of the 
caster sculpted from a piece of obsidian worth 
at least 1,000 gp. 

Notes: Uncommon or rare spell { ToM ), 

Lorloveim’s Shadowy 
TransformatiOD 

(Diu sion) 

(Shadow) 

Level: 6 

Range: Toueh 

Componems: V, S 

Casting Time: 6 

Duration: 1 d4 rds. + 1 rd./levei 

Area of EfFect; SpeciaI 

Saving Throw: Neg. 

When this spell is cast* the iilusionist trans- 
forms one creature or a specified volume of 
nonliving materia! into shadow, making it 
insubstantiaL Thus, a door could be turned to 
shadow and entered. The maximum amount of 
inanimate material that can be transformed is 
one cubic foot per level of the caster. 

UnwiHing creatures are alJowed a saving 
throw vs. spell to resisi the shadowy transfor - 
mation. Magical items and the spell effects 
(such as Bigby '$ forceful hand or a wall of 
stone) cannot be affected. 

A transformed creature and ali its gear 



becomc insubstantiaL The creature can pass 
through small holes. narrow openings, and the 
smallest cracks. The creature cannot fiy with- 
out additional magic. 

No form of attack js possible when in 
shadow form except against creatures that ex i st 
on the Ethereal plane. In this case, all attacks 
are normal; however, the shadowy creature can 
be harmed only by magical weapons of or 
greater or by creatures able to affeci those 
struck only by magical weapons. Spei is and 
special attacks have normal efFeets. 

Most undead creatures will ignore a creature 
in shadow form. believing it to be a wraith or 
spectre; however, liches and powerful undead 
may save vs. spell with a -4 penalty to reeog- 
nize the spell. A suecessful dispel magic spell 
fore es the creature in shadow form back to nor¬ 
ma! form. 

Notes: Uncommon or rare spell (ToM). 

Lose Face 

Reversed form. see face. 

Lose the Patii 

Reversed form, see find the path. 
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Love — Witch 
(Enchaniment/Charm) 

Level: 7 
Range: Touch 
Components: V S 
Casting Time; 7 
Duration; Special 

Area of Effeet; 1 male human, demihuman, or 
humano id 
Saving Throw: Neg. 

With a simple touch of her hand the caster 
can create in the creature touched an undying 
devotion and infatuation toward her, The sub¬ 
jeci is allowed a saving throw vs* speU to 
negate the effeet, 

A male subject failing the saving throw is 
affected as if he had imbibed a philrer oflove 
(see Appendix 3 of the DMG). He is charmed 
and regards the caster as his one true beloved, 
willingly folJowing her least suggestion and 
defending her from all harm, 

The love spell is one of the most powerful 
charms known, and the recipient can never ffee 
himself unless the witch releases him, or a lim- 
ited wish or wish speU is used to break the 
spell. Even the caster’s most hostile and objec- 
tionabte orders or actions—including direct 
attacks against the charmed character or suici- 
dal commands—will do no more than tem- 
porarily drive the subject from her presence for 
a period of 1 to 12 hours, after which the sub¬ 
ject cautiously returns, hoping that the love of 
his life may have forgiven him. 

Notes: Restricted to witehes of good or neu¬ 
tra! alignment; uncommon. 


Love Charm 

(E nc ha iKtmen t/Ch arm) 

(Song) 

Level: 3 
Range; 120 yds. 

Components: y S, M 
Casting Time: i 
Durat ion: Special 
Area of Effeet: 1 person 
Saving Throw: Weg, 

This spell is identical to charm person in all 
respects but two, First, the caster specifies that 
the subject become enthralled with a person of 
the opposite sex. This may be herself or anyone 
else whose oame the caster knows. If it is 


someone not present, the spelTs effects are felt 
only when the subject fsrst sees that person. 
Second, to the normal effects of a charm per¬ 
son ftrust and friendship) are coupted a strong 
desire for romance. 

The caster must have in her possession 
something belonging to both the subject and 
the spelFs object in order to cast this spell. 

Notes: Restricted to those of gypsy blood, 
witehes of good or neutral alignment, or a spe- 
cialist in this type of magic. Those who have 
access to this spell do not have access to the 
charm person spell and vice versa; uncommon. 

Lower Resistance 

(Abjuration, Alteration) 

Level: 5 
Range: 60 yds. 

Components: V, S,M 
Casting Time: 5 
Duratum: 1 turn + 1 rd./level 
Area of Effeet: 1 creature 
Saving Throw: None 

Using this speU, a wizard can atiempt to 
reduce the magic resistance of a target crea¬ 
ture, The magic resistance of the subject works 
against the lower resistance spell itself, but at 
only half its normal value. No saving throw is 
permitted in addition to magic resistance. This 
spell has no effeet on creatur es that have no 
magic resistance, 

A target creature that does not resist the effects 
of the spell has its magic resistance reduced by a 
base 16% plus 1 % per level of the caster (that is» 
a base 25% reduction at 9th level). 

The materia! component is a broken iron 
rod. 

Notes: Uncommon spell (ToM). Note that 
the base is substantially reduced from the orig- 
inally published form. 

Lower Water 

(Alteration) 

(Water) 

Reversi ble 

Level: 6 
Range: 80 yds. 

Components: V» S, M 

Casting Time: 1 turn 

Durat ion: 5 rds./level 

Area of Effeet: 10-ft,/level square 

Saving Throw: None 
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Mace, BelshanTs 

See BelshanTs mace. 

Maelstrom 

(Conjuration/Summuning) 

(Water) 

Level: 9 

Range: 120 yds. + 10 yds./level 
Components; V, S* M 
Castmg Time; 9 
Durat ion: IdlOrds. 

Area of Effcct: l5G-yd. radius 
Saving Throw: Special 



MagcTunnd 



Material Plane, with flotsam from a 
wreck. Characters from the same ship 
may be cast up as a group or scattered far apart 
(DNTs option). Those who fail the sceond sav¬ 
ing throw are dragged fully into the Plane of 
Elemental Water. Unless these individuals can 
somehaw breathe underwater, or have friends 
among the marids near such an area, their 
prospects are grim: If they don*t drown, they'11 
probably be enslaved by the marids. 

The material component of this spell is a 
diamond worth at least 10,000 gp, The gem is 
crushed when the spell is cast. 

Notes; Common for Sea mages or those 
from an arabian setting; otherwise very rare. 


When cast upon the sea (or large lake)* the 
maelstrom spell punches a hole right through 
the Prime Material Plane Into the Elemental 
Plane of Water. A huge Whirlpool appears for 
Id 10 rounds, sueking everything close to it 
into the Elementa! Plane of Water, At the end 
of that time, the rift between the planes seals 
and the sea retums to normal. 

The Whirlpool has a dark center like a bulls* 
eye, surrounded by a ring of swirling water. 
The center has a 50-yard radius, The surround- 
ing ring is another 100 yards wide (gtvtng the 
entire Whirlpool a 150-yard radius). AII vessels 
within the whirlpoofs center must make a sea- 
worthiness check with a -20% modifier each 
round. Fail ure indicates that they are sucked 
into the Elemental Plane of Water. Success 
means they simply hold their ground; they have 
no choice but to hang on until the spell elapses 
or until they are sucked through. 

Vessels within the 100-yard border amund 
the center must also make a seaworthiness 
check each round. Success indicates that they 
can sait under “adverse” conditions. Creatures 
and spe lis that affect water also may help them 
move from the area. Fail ure means ibey are 
dragged 20 yards toward the center. 

An individual in the border area who is not 
aboard a ship is dragged 50 yards per round 
toward the center. 

A Hies who control water or use magic may 
help; mere swimming has no effeci. An indi¬ 
vidua! tn the center of the maelstrom who is 
not aboard a vessel must makc a saving throw 
vs. death magic each round to avoid being 
sucked through the Whirlpool. Success indi¬ 
cates the character holds his ground. Failure 
calls for another saving throw. If a second save 
vs. death magic succceds, the individua! is 
merely cast up somcwhere e Ise in the Prime 


MageTiinnelft 

(Alteration) 

(Dimensio n) 

Level: 9 
Range: Special 
Components: Y S, M 
Casting Time: 9 
Duration; Special 
Area of Effcct: Special 
Saving Throw; Special 

When cast, mage tunnel opens up a magica! 
passageway between the castor and an area 
known to the casfer no more rban 1,000 miles 
away, through which the cast er can freely 
travel. The only restriction on the spell is that 
the destination must be out-of-doors and in a 
location with which the caster is familiar. 

The tunnel can be used Io kidnap others. In 
this case, the tunnel is cast to appear next to the 
victim. Anyone within 5 feet of either opening 
must then make a successful surprise roll or be 
immediately drawn into the tunnel, sucked 
through it, and expelled at the other end. Fur- 
thermore, the victim at the opposite end of the 
mage tunnel must roll for surprise with a -2 
penalfy, since the appearance of this spell is usu- 
ally totally uncxpected. The caster himsdf is not 
affected, need not roll to resist the suction, and 
may enter the tunnel or not at his discretion. 
Szass Tam developed this high-level transporta¬ 
ti on spell, then discovered its use in kidnapping 
or in sending away unwanted visitors. 

The mage tunnel*s material component is a 
l-inch iength of copper tubing eugraved with 
silvered runes. 

Notes: Unique; known to Szass Tam ofThay 
in the Forgotten Realms setting. 
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Magic Drain 
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Magic Aura, NystuPs 

See NystuFs magic aura. 

Magic Boomerang 

Aka magic disk. 

Magic Cloud, Odeen ? s 

See OdeeiTs magie ctoud. 

Magic Defiance Uudone 

A Mystara setting spell, aka pierce magic 
resistance. 


Magic Disk — Witch 

(I n vacaticm/E voca tion ) 

(F&rce) 

Level: 1 
Range: 20 yds. 

Components: V* S, M 
Casting Time; I 
Duration: 1 tum 
Area of Effeci: 1 creature per nL 
Saving Throw: None 

This spell conjures a glowing disk of magi- 
cal energy about a foot in diameter. The witch 
ean throw the disk at opponents once per 
round. The devi ce confers a +3 bonus to attack 
rolls and can affect creatures struck only by 
magical weapons. The disc can be hurled at an 
opponent fleeing around a corner and it will 
follow, but this reduces the attack bonus to +1, 
A hit inflicts 1 point of damage upon the target 
creature. After each throw, the disk returns to 
the witch's hand* ready for the aext round, 

Instead of throwing the disk multiple times, 
the witch may instead ehoose to expend ali the 
disk 1 ® energy in a single hit. In this event, the 
magic disk inflicts ld6 points of damage* plus 
i point per Jevel to a maximum of \ d6 + 10, 
The witch can specify nonml or subdual dam¬ 
age (the latter is 25% real and 75% temporary). 
If the witch misses, the disk retums and can be 
thrown each round* umil a hit is scored or the 
duration runs out. 

The material component is a silver piece. 

Notes: Restricted to witches (and optionally 
force mages); common. An earlier version of 
this spell* differing only in the shape of the 
force* was magic boomerang (which might be 
allowed to Savage mages). 



Magic Ear 

(Alte ratio ei) 

Level: 2 

Range: 40 yds. + 10 yds,/level 
Components: V* S* M 
Casting Time: 2 
Duration: 4 rds, + 1 rd/level 
Area of Effect: 3-ft. radius circle 
Saving Throw: None 

This spell amplifies ai) sound within the 
area of effect* so any normal sound can be 
heard clearly through as much as 1*000 feet of 
air, 10 feet of wood* or 1 foot of stone, The 
smalt circie fforn which sound is amplified can 
be moved within range as long as the spell 
lasts. Very loud sounds (the roar of a lion or 
dragon) and sounds that are already magicalty 
amplified (the roar of an androsphinx or drag- 
onne* a shout spell* etc.) overload and cancel 
the spell* leaving the recipient stunned for ld4 
rounds unless he makes a suecessful saving 
throw vs. petri fication. Like the 3rddevel c/air- 
voyance and similar spells* an invisible magi¬ 
ca! sensor is created at the spelTs center. 

A silence cast directly against the magic ear 
spell negates it. An amulet of proof against 
detection and hcation or other magical protec¬ 
ti on against detection might defeat the spell* at 
the DM*s option. 

The material component is a feather Trom a 
giant owlls head. 

Notes: Very rare speiL (Updated from 
Folyhebron Newszine). 

Magic Drain 

(Evocatton) 

Level: 8 
Range: 60 yds. 

Components: V* S* M 
Duration: Insta ntaneous 
Casting Time: 4 
Area of Effect: 1 weapon 
Saving Throw: Special 

This spell permanently drains the enchant- 
ment from one magical weapon. The casting 
wizard rnust be within 60 yards of the weapon 
and have a ciear view of it* 

If the caster holds the weapon, no saving 
throw is neccessary, If the weapon is in the 
possession of another individual or creature* 
the weapon is allowed a saving throw vs. disin- 
tegration modified by the level of the wielder. 
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Magic Fisi 


For example, a sword would normally require a 
saving throw of 17 or better io resist the effeci; 
in the hands of a 6th-level fighter, it would 
need an IJ or better. 

The spelTs effect is limited to one type of 
magic of no greater than a +5 bonus, Against a 
sword +7 P +i vs. tycanthropes, for example, 
this spell could negate either the +1 bonus or 
the +3 bonus, A seeond spell would be required 
to negate both bonuses. 

The materia! component is a vial that once 
held a magical potion. 

Notes; Common on Cerilia, the Birthrjght 
setting; unknown elsewhere* This spell func- 
iiom only when cm in the Ccrilian setting. 

Magic Fist 

(Conjuration/Summonmg) 

(Mentalism) 

Level: i 

Range; 5 yds./leve! 

Components: V* S 
Casting Time: 1 
Duration: 3 rds, + 1 rd./levd 
Area of Effect: Creares I fist 
Saving Throw: Neg, 

This spell conjures a glowing fist of noncor- 
poreal energy that can be used to lelekineti- 
cally pummel the caster^s foes. 

The caster can attack any creatuie within the 
spell range, requiiing a successful attack roll to 
hii. A hit inflicts ld4-l points of damage per 
caster level (minimum 1 point of damage per 
die) to a maximum of I0d4-10 at lOth level. 
Any creature reduced to 0 hit points is knocked 
out for 2db rounds, but only 25% of the dam¬ 
age is actual. 

The magic fist delivers a sol id blow that 
might also prove use fui for triggering traps, 
moving small objects, or performmg other 
unsubtle manipulations within the spei! 1 ® 
range, 

The fist is an emanation of the caster 1 ® men- 
tal power. It does nat take damage, and physi¬ 
ca) objects pass through it, While the caster is 
manipulating the fist, no action is posstble 
exeept for movement at no more than half the 
caste r f s normaI movement rate. 

Notes: Very rare spell, Known io be ia Pris - 
mui 's Pocket Ltbntry, Vol f. 


Magic Jar 

(Neeromancy) 

(Metttafism) 

Level: 5 

Range: lOyds./levd 
Components: V, S, M 
Casting Time: 1 rd, 

Duration: Specia) 

Area of Effect: i creature 
Saving Throw: Specia! 

The magic jar spell enabies the caster to 
shift his lifeforce into a specia! receptaele (a 
gem or large erystal), From there the caster can 
force an exchange of lifcforces between the 
receptacle and another creature, thus enabling 
the wizard to take over and control the body of 
another creature, while the lifeforce of the host 
is confined in the receptacle. The specia! life¬ 
force receptacle must be w ithin spell range of 
the wizard*s body ai the time of spellcasting. 
The wizard's lifeforce shifts into the receptacle 
in the round in which the casting is completed, 
allawing no other aetiom. 

While in the magic jar f the caster can sense 
and altack any lifeforce within a IQ-foot-per- 
level radius (on the same plane); howevet, the 
exact creature types and relative physica! posi- 
tions cannot be determmed. In a group of life- 
forces, the caster can sense a difference of four 
or more levels/Htt Dtce and can determine 
whether a lifeforce is positive or negative 
energy. 

For example, tf two lOth-level fighters are 
attacking a hitl gianl and four ogres. the caster 
could determine that there are three stronger 
and four weaker lifeforces within range, atl 
wirh positive life energy, The caster could try 
to take over either a stronger or a weaker crea¬ 
ture, but he has no control over exactly which 
creature is attacked. 

An attempt to take over a host body requires 
a full round. It is blocked by a protection from 
evil spell or similar ward. It is successful only 
if the subject fails a saving throw v$. spell with 
a specia! modifier (see foilowing), The saving 
throw is modified by subtracting the combined 
Inteliigence and Wisdom scores of the target 
creature from those of the wizard (Inteliigence 
and Hit Dice in nonhuman or nonhumanoid 
CTeatures). This modifier is added to (or sub- 
iracted from) the die roll. 
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Magic Manager 


Difference 

Die Adjustment 

-9 or less 

+4 

—8 to —6 

+3 

-5 io -3 

+2 

-2 to 0 

+1 

+1 to +4 

0 

+5 to +8 

-1 

+9 to +12 

-2 

+13 or more 

-3 


A negative score indicates that the wizard 
has a lower totai than the target creatura; thus, 
the host has a saving throw bonus, Padure to 
take over the host leaves the wizard s lifeforce 
in ihe magic jar, 

If suecessful, the caster*s lifeforce occupies 
the host body and the hosfs lifeforce is con- 
fined in the magic jar recepiacle. The caster 
can caJl upon rudimentary or instinctive knowl- 
edge of the subject creature, but not upon iis 
real or acquired knowledge (i.e. f the wizard 
does not automatically know the language or 
spei Is of the creature), The caster retains his 
own attaclt rolls, dass knowledge and training, 
and any adjustments due to his Intelligence or 
Wisdom. If the host body is human or human- 
oid* and the necessary spelt components are 
available, the wizard can even use his memo- 
rized spei Is. The host body retains its own hit 
points and physical abilities and properties. 
The DM decides if any additional modifica- 
tions are necessary; foresample, perhaps 
clumsiness or inefficiency occurs if the caster 
must become used to the new form, The align- 
meat of the host or reeeptaele is that of the 
oecupymg lifeforce. 

The caster can shift ffeely from the host to 
the reeeptaele if within the 10-foot-per-level 
range. Each attempt to shift requires one 
round, The spell ends when the wizard shifts 
from ihc jar to his own body. 



A successful dispet magic spell cast on the 
host can drive the caster of the magic jar spell 
back into the reeeptaele and prevent him from 
making any attacks for ld4 rounds plus 1 
round per level of the caster of the dtspel The 
base success chance is 50%, plus or minus 5% 
per level diflference bctween the casters, A suc¬ 
cessful dispet magic cast against the reeeptaele 
forces the occupant back into hts own body If 
the wizard who cast the magic jar is forced 
back into his own body, the spell ends. 

ff the host body is slain, the caster returns to 
the reeeptaele, if within range, and the lifeforce 
of the host departs (i.e,, *t is dead), If the host 
body is slain beyond the range of the spell, 
both the host and the caster die. 

Any lifeforce with nowhere to go is treated 
as slain unless recalled by a mise dead> resur- 
rection, or similar spell 

lf the body of the caster is slain, his lifeforce 
survives if it is in either the reeeptaele or the 
host. If the reeeptaele is destroyed while the 
casterh lifeforce occupies it, the caster rs irrev- 
ocably slain. 

Notes: Common spell (PHB). 

Magic Manager 

(Chroftomancy) 

Level: 6 
Range: 0 

Components: V, 8, M 
Casting Time: 6 
Duration: I rd*/2 levels 
Area of Effeci: The caster 
Saving Throw: Neg. ' 

This spell delays the time normally spent 
each round recovering from the effects of spell- 
casting. This allows for multiple spellcastings, 
but 2 rounds of rest are required after the 
magic manager 's duration ends, during which 
the caster can perform no casting or combat 
actions (drinking potiens and moving are 
allowed). 

The round after this spell is cast, the caster 
rolls initiative and adds ihe casting time of 
whaiever spell he wishes to cast. At that spell T s 
conclusion, the chronomancer rolls another 
1 d 10 (to assess the situation and choose a new 
spell ) and adds the rtext casting time. When Ihe 
total reaches 30 or a multiple of 30, a new 
round has begun. 

This method is used for the duration of the 
spell or until the chronomancer stops casting 
spells. If the chronomancer performs an action 
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other than casting spelis at any time, the action 
takes place in the following round, and then ihe 
count starts over again the round after that 

For example, assume a chronomancer casts 3 
spells in a row. with casting times of 5,4, and 6, 
and rolls iniliatives of 9* 1, and 7. Two spehs are 
cast in the first round (totalsof 14, then 19), and 
the third spell Ls cast in the second round with 
an initiative of 2 (32 total 30), The chrono¬ 
mancer then decides to drink a potion, The 
potion is imbibed in round 3, and the chrono- 
mancer can start casting spei Is again in round 4, 

Only spells of 4th level or lower can be cast 
while using the magic manager , and no spell 
can be cast more than once while the spell is 
stili running. Doing so ends the magic man* 
aget' s effcct, 

The materia] components are a humming- 
bird’s tongue and some poppy secds. 

Notes: Restricted to chronomancers; com- 
mon. 

Magic Mirror 
(Divinafion, EnchantmenO 

(Artifice) 

Level: 4 
Range: Touch 
Components: V, S, M 
Casting Time: 1 hr> 

Durati on: I rd ./level 
Area of Effect: Special 
Saving Throw: None 

By means of this spell, the wizard changes a 
normal mirror into a scrying device similai to a 
crystal bali The details of the use of such a 
scrying device are found in the DMG (in 
Appendix 3: Magical Item Descriptions, under 
the dcscription for the crystal ball). 

The following spells can be cast through a 
magic mirror: camprehend languages , read 
magic, tongues, and infruvision, The following 
spells have a 5% chance per level of the caster 
of operaimg correctly: detect magic M detect 
good or evil t and message. The base chances 
for the subjeci to detect any crystal ball-l ike 
spei 1 are listed in the DMG (again, under the 
dcscription for the crystal ball). 

The mirror used must be of finely wrought 
and highly polished sil ver and cost not less than 
1,000 gp. This mirror is not harmed by casting 
the spell, but the other material components— 
the eye of a hawk, an eagle, or even a roc, and 
nitric ac id, copper, and zinc—are used up. 

Notes: Common spell (PHB), 



Magic Missile 

(Evocation) 

(Fore e) 


Level: 1 

Range: 60 yds, + 10 yds./Ievel 

Components: V p S 

Casting Time: 1 

Dumtion: Instantaneous 

Area of Effect: 1-5 targeis in a IG-ft. cube 

Saving Throw: None 

Use of Ihe magic missile spell creates up to 
five missiles of magical energy that dart forth 
from the wizard 1 ® fingertip and unerringly 
strike their target. This includes enemy crea¬ 
tores in a melee, The target creature musf be 
seen or otherwise detectcd to be hit, bowever, 
so near-total concealment, such as that ofFered 
by arrow slits, can render the spell ineffective. 
Likewise, the caster must be able to identify 
the target. He cannot direct a magic missile to 
"Strike the commander of the legioni unless 
he can single out the commander from the rest 
of the soldiers. Specifie parts of a creature can¬ 
not be singled out. Inanimate objects (locks, 
etc.) cannot be damaged by the spell, and any 
attempt to do so wastes ihe missiles to no 
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effeci. Against creatores, each missile infllcls 
ld4M potata ofdamage. 

For evcry two extra levels of experience, the 
wizard gains an additional missile—he has two 
at 3rd level, three at 5th level, four at 7th level, 
etc., up to a total of Five missiles at 9th level, If 
the wizard has multiple missile capability, he 
can havc tbem strike a singlc target creature or 
several crea tu res within a 10-foot cube as 
desired. 

Notes: Common spell (PHB). 

Magic Missile Reflection 

(Abju ratio n, Alteration) 

Level: 2 

Range: Touch 

Components; VS, M 

CastingTime: 2 

Duration: 2 rds. + 1 rd./levet 

Area of Effect: Creature touched 

Saving Throw: None 

This dweomer wcaves an invisible field 
around the body of the recipient that reflects 
magic missiles eniirely back at their source, so 
that the protected creature takes no harm. The 
missiles are reflectcd for fui! damage unless 
the source is protected against them. 

The spell can be transferred by the protected 
being to another creature by willing the magic 
to move and speaking the one-word initia! 
incantation as the new recipient is touched. The 
incantation is made initially by the caster as 
she touches a spell recipient, who probably 
hears it well enough to repeat it. A being so 
bestowing the spell need not be a speileaster. 
These transfers can be done as often as desired, 
but only once per round, and only ane creature 
is protected at any given time. The spell dura- 
tion is not extended or shortened by transfers. 

This spell was once known as Skalantka s 
kiss because that long-ago sorcercss of Myth 
Drannor bestowcd its protection on compan* 
ions in the adventuring band she led by means 
of a kiss. 

The material component of the spell is a 
drop ofthe caster's saliva. 

Notes: Rare or very rare in the Forgotten 
Realms setting; vinually unknown elsewhere. 


Magic Mouih 


Magic Mouth 

(Alteratkm) 

Level: 2 
Range: 10 yds. 

Components: V t S, M 
Casting Time: 2 
Duration: Special 
Area of Effect: 1 object 
Saving Throw: None 

When this spell is cast, the wizard imbues 
the chosen objcct with an enchantcd mouth that 
suddenly appears and speaks its message when 
a specified event oceurs- The message, which 
mmi be of 25 words or less, can be in any lan- 
guage known by the speileaster, and can be 
delivered over a period of one tura. The mouth 
cannot speak magical spells or use command 
words. It does, however, move to the words 
articuiated—if it is placed upon a statue, the 
mouth of the statue would ac tua i ly move and 
appear to speak. Of course* the magic mouth 
can be placed upon a trec, rock, door, or any 
other object, excluding intelligent members of 
the animal or vegetable kingdoms. 

The spell functions when specific conditions 
are fuifilled, according to the command of the 
speileaster. Some examples are to speak "to the 
first creature that touches you ” or 4t to the First 
creature that passes within 30 feet." Com- 
mands can be as genera! or as detailed as 
desired, although only visual and audible trig- 
gers can be used, such as the fotlowingi “Speak 
only when a venerable female human carrying 
a sack of groat clusters siis crosslegged within 
1 fbot." Such visual trrggers can react to a char¬ 
acter using the disguise abiltty. Command 
range is 5 yards per level of the wizard, so a 
6th“level wizard can command the magic 
mouth to speak at a maximum cncounter range 
of 30 yards (“Speak when a winged creature 
comes within 30 yards."). The spell lasts until 
the speak command can be fulfilLed; thus, the 
spell duration is variablc* A magic mouth can- 
not di stingui sh invisible creatores, alignments, 
level, Hit Dice, or class, except by cxternal 
garb. If desired, the effect can be keyed to a 
specific noise or spoken word. 

The material component of this spell is a 
smaJI bit of honeycomb. 

Notes: Common spei) (PHB). 
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Magic Resistance — Pluma 
(Abjurarum) 

Level: 4 
Range: 0 

Components: V, S, M 
CastingTime: 1 rd, 

Duration: 1 tum 
Area of Effeci; 5 ft/level radius 
Saving Throw; None 

This potent spell combines the effects of a 
minor globe of invulnerability wiih some 
unique features of it$ own. The spe 11 cancels 
out ali magic effects within the area of effeci, 
including spei Is direcied at the caster, the use 
or effects of magical items, and abilities. 

The magic rexistance spell can be broken by 
a successful dispel magic ; but it ts treated as 
I6th level for purposes of dispelling, 

The material component for the spei! is a 
smalf clay image of Qotai, whieh is crumbled 
as the spell is cast. 

Notes: Restricted to practitioners of pluma 
magic (ihe Mantica setting); common. 

Magic Resistance Uudone 

A Mystara setting spell, aka pier ce magic 
resistance. 



Magic Staff 

(Enchantmeut/Charra) 

(Artifice) 

Level: 5 

Range: Touch 

Componems: V T S, M 

CastingTtme: Special 

Duration: Special 

Area of Effect: The wizard *s staff 

Saving Throw: None 

This spell allows a wizard's staff to store one 
spell level for every three levels of the caster 
Thus, a 9th-level wizard can store ihree spell 
levels (three Ist-level spells, one 1 st and one 
2nd, or one 3rd-level spell), 

Spei Is that are to be stored in the staff must 
be memorized normally by the wizard, The 
spei Is are then cast as normal when charging 
the staff; casting requires the spelPs normal 
casting time plus one round. The spell is wiped 
from memory and materia! components are 
consumed. AU spelts to be stored must be cast 
into the staff within 1 turm AII stored spells 
have a casting lime of 3. 


Spelis remain in the staff umil cast or dis- 
pelled, or up to 1 hour per level of the caster 
Affer this time, all stored spells fade away. 
(Note that on low magic worlds, M4 or less, ihe 
staff will not function, though it will fimetioti 
normally if taken to a higher magic world 
before the duration expires,) 

Only wizards who know the magic staff spell 
can cast spells from anolher wizard's magic 
staff, This applies to wizards who have never 
learned or could not normally cast the spells 
stored in the staff It is common for the staff's 
owner to impiant a command word that must 
be used by anyone wishtng to employ the staff. 

The materia! component For this spell is a 
staff cut from an ash trec. For each spell level 
the wizard intends to imbue into ihe staff, it 
must be inlaid wiih rubies worth at least 1,000 
SP- 

Notes: Uncommon spell ( ToM ), 

Magic Tailcir, Odeen’s 

See Qdeerfs magic tailor, 

Magical Doom, Xult’s 

See Xult’s magical doom. 
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Magical Minions 

d% 

Category 

Athasian Dragon-King magic; I 4 v 

01—20 

Paralyzation/poison/death magic 

psionic component renders the 

21-40 

Rod/staff/wand 

spell uncastable by wizards : — 

41-60 

Petrification/polymorph 


61-70 

Breath weapon 

Magieal Plagiie 

71-00 

Spdl 

Athasian Dragon-King magic; _i * 

psionic component renders the 


Magoetism 

spell uncastable by wizards . tZ 

(Altcration) ^ 


Magical Susceptibility 
(Alteration) 

Levd; 6 
Range: Touch 
Components: V, S 
CastingTime: l 
Duraiion: Special 


Levd: 3 
Range: 60 yds. 

Components: V, S, M 
CastingTime: 3 
Duration; 3 rds./levd 
Area of Effect: 30-ft, radius 
Savirtg Throw: Neg. 


o 


Area of Effect: Creature touched 
Saving Throw: Neg. 

This spelL gives the creature a -1 penalty to 
saving throws against one type of special attack 
(paralyzation/poison/death magic, rod/wand/ 
staff breath weapon, etc.). If the creature fails a 
saving throw vs. spdl, roll percentile dice and 
consuit the table io find which type of saving 
throw is affected. The caster can change the per- 
ccnlile roll by ±1% per experience level, exert- 
ing some control over the eategory affected. 

The penalty is permanent, although it can be 
negated by means of a limi te d wish or wish. A 
remove curse cast by a spdlcaster of equal or 
higher levd is also effective, The creature *s ini¬ 
tia! saving throw against this spei 1 is not 
affected by any penalty the spell might inflict. 

Multiple castings of this spell can affect a 
single saving throw up to -1 per five levels of 
the caster (-2 at I2th levd, -3 at 15th, —4 at 
2Qth, and so on). 

Notes: Very rare spell. Known to bc in 
Prisma l 's Pocket Library, Voi IX. 


This spell can be used in two ways, depend* 
ing on the desires of the wu jen at the momen! 
of casting. lfeasl upon himself, the spdl gives 
the wu jen the ability to draw iron and steel 
items to his hand upon eommamf 

The item must be in the area of effeci. Gnly 
one item can be called per round. If the item is 
hdd by another, that character is allowed a sav¬ 
ing throw vs. spdl to resist the effeci. Repeated 
attempts can be made upon ihe same item, pro- 
vided cach attempt is made in a different 
round. 

A wu jen could attempt to snatch weapons 
from the grasp of others or change the fiight of 
arrows. If the item summoned has greater mass 
than the wu jen, the effeci is opposite—the wu 
jen is drawn to the item. Attempting to magne- 
tize a man in metal armor norma!Sy results in 
the wu jen being dragged to the item, not 
always a desirable resuit. The spdl is powerful 
enough to pull the wu jen through ihe air; it ean 
be an effective melhod of Crossing chasms pro- 
vided there is a sufficient mass of tron on the 
other side, 

if cast upon anotber, that individual is 
allowed a saving throw vs, spdl to avoid the 
effect, Thcreafter, alf iron and steel items 
within 30 feet of the individua! are drawn to 
that point. Items in the possession of creaturos 
allow the creature a saving throw as explained 
above. Again, if the mass of any item is greater 
than that of the target point, the direction of 
movement is reversed. In either use, weapons 
drawn by this spdl cause no damage sinee they 
are not wielded or controlled by a conscious 
mind. 

The material component for this spell is a 
piece of lodestone. 
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The reverse of this spell, demagnetize, can- 
cels the effects of magnetism, The material 
component is a small woodcn rod. 

Notes: Commoti in oriental settings; other* 
wise very rare. 

Magnificent Mansion, 

Morde nkametTs 

See Mordenkainen 1 ® magnificent mansion. 

MahtorrTs Mental Exchange 

See life force exchange 

MahionTs Menta] Transfer 

See life force transfer. 

Mailed Might 

(lllusion/Phantasm) 

{Skadow) 

Level: 3 
Range: Touch 
Components; V, S, M 
Casting Time: 3 
Durati on: I rdVlevel 
Area of Effect: 1 creature 
Saving Throw; None 

By means of this spell, a wizard protects 
himself or herself or another touched creature 
with temporary, iilusory armor The armor has 
no weight, nor does it encumber its wearer or 
in any way affeci movernent or spellcasting* To 
Ihe wearer; it is invisible and undetectable, 
making no metallic sounds when struck or 
moving, and so on, To others, it appears as 
translucent, ghostiy armor, visible in outfine 
but nonreflective and soundless. 

It protects the wearer as Lf it were chain mail 
(AC 5). Minor iilusory displacement makes 
enemy melee attaeks less effective, reducing the 
aemal damage from each melee attack striking 
the caster by 3 points, The ptuirtom armor also 
confers a +1 saving throw bonus against ali 
attaeks protected against by magical armor, 
Funhermorc, the armorod creature looks as 
if it were shadowed by far larger, more power- 
ful armored crcatures who stand behind it and 
move with it, Crcatures of serui- or low Intelli- 
gence (2 to 7) who observe this effect may flee 
in fear of the strange and powerful armored 
creature they face. More intelligent crcatures 
are ofien disconcerted and may respect the 
potentia! powers of the protected being more 
than they otherwise would, 

While the armor itself cannot be success- 


s 


fully disbelieved, any ability or magic that 
coumers illusions (such as ime seeing) allows 
its user to ignore the effects of this spell. 

The material component of this spell is a 
small fragment of real armor: piate or metal 
mail-weave. 

Notes: Rare spell m the ForgOtteK Realms 
setrmg; virtually unknown elsewhere. Known 
to be in a rare tome, Sefaar's fnejfable Conjura- 
tions. Magic, and Phantasms. 

Maintain 

(Abjuration, Necromancy) 

Level: 6 
Range: Touch 
Component®: V, S, M 
Casting Time: 1 tum 
Duration: 1 day/level 
Area of Effect: 1 creature 
Saving Throw: None 

This spell is used on the Savage Coas! in the 
Red Steel setting. The affected creature is 
maintained at his or her current stage of Red 
Curse effect for the duration of the spell. A 
recipient m the Time of Grace remains there 
(except for suffering the loss of a single ability 
point); a recipient in the Time of Loss or the 
Time of Change stays at exactly the same point 
as when the spell is cast. The use of a Lcgacy 
ability by a recipient of maintain immcdiately 
dispels the maintain spell. 

As mentioned, this spell does not prevent the 
loss of the initial point from the appropriate 
ability score, nor does it eliminate or heal any 
detrimental effects, It does not work on Inheri- 
tors. lf the recipient affected by a successful 
deplete spell (for which the caster need make 
only a norma! attack rolt, without the -4 
penallyk the maintain spell ts immcdiately 
diminated* and the futi time called for by the 
deplete spell is instamaneously appliedto the 
Time of Loss and Change. 

Since cinnabryl is difficult to find in some 
places, priests deve 1 ope d a spei! to counteract 
some of the effects of the Red Curse. After 
some work, wizards were able to duplicate the 
spell 1 ® effecls. 

This spell is used throughout the Savage 
Coast, but most commonly in Robrenn* Eus- 
dria, Renardy, Bellayne, and Herath. In several 
small towns, the village priest or wizard makes 
rounds, casting the spell on ali who need it. 
This holds off detrimental effccts, and also 
keeps mosf of the comrnon folk in those small 
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lowns froin using Legacies. 

The spell requires at least a week*s worth of 
undepJeted cionabryl. This must be touched to 
the recipienti head at the end of casting, but is 
not consumed in the casting The caster touches 
the target creature while reciting the spelTs 
verba! component to aclivate the spei!. 

Notes: Found in the Red Steel setting, com- 
mon; otherwise virtually unknown* 

Major Cloak 

(lllusion/Phsntasm) 

Leve!: 9 
Range: 0 

Components: V, S, M 
Casting Time: ! 

Duration: Special 
Area of Effecti 1 tand mass, 5,000 sq. mi. 
Saving Throw: None 

This spell was used by the Irda to cloak the 
island Anaiatha. it causes a land mass that is 
surrounded by water to become in visi b te to ali 
excepi the species that norma!ly inhabit iL The 
island cannot be detccted by sight or by scry- 
ing, Furthermore, the illusion affects ali who 
come within one mile of its coastlitte, eausing 
them to take a route aroimd the island while 
making them believe that they are taking a 
direct route through the “waters” where the 
island is actually locatcd. 

There is one drawback to this spell; it does 
not prevent the cloak from radiating intense 
magic + and those who scry the seas for magic 
may be able to detect it* Because wizards of the 
Mischta cannot reach 18th level, they have not 
been able to use this spell to hide Selasia. 

The required material components have not 
been recorded, and the Irda have not revcaled 
them, but it is certain that there are one or more 
exotic components required. 

Notes: Known in the Dragonlance setting; 
very rare. 



Major Creation 

(Illusion/Phantasm) 

(Shadow) 

Level: 5 
Range; 10 yds. 

Components; V, S, M 
Casting Time; 1 turn 
Duration: Special 
Area of Effeci: Special 
Saving Throw: None 


Like the minor creation spell, the major cre¬ 
ation spell enables the wizard to pull wisps of 
materia! from the Demiplane of Shadow to cre¬ 
ate an item of nonliving, vegetablc nature— 
soft goods, rope, wood f ete, The wizard can 
also create mineral objects—stone* crystaL 
metal, ete* The item created cannot exceed l 
cubic foot per level of the spellcasler in vol- 
ume. The duration of the created item varies 
with its relative hardness and rarity: 


Vegetable matter 
Stonc or crystal 
Precious metals 
Gems 
Mithral* 
Adamanti te 


2 hrs,/level 

1 hr/levcl 

2 tums/level 

1 turn/levd 

2 rds./Ievet 
1 rd./level 


* Includes simi Lar nrt mculs, 

Attempting to use any of these as materiat 
components in a spell causes the spell to fail. 
The spellcaster must have at least a tiny picee 
of matter of the same type a s the item he pians 
to create—a bit of twistcd hemp to create rope, 
a chip of stone to create a boulder, and so on* 
Notes: Common spell (PHB\ 

Major Delousing, Nimodes 1 

See Nimodes 1 major delousing. 

Major Domination 

(Enchatittnent/Charm) 

(Mentaiism) 

Levet: 7 

Range: 10 yds./level 
Components: Y S 
Casting Time: 7 
Duration: Special 
Area ofEffect: 1 creature 
Saving Throw: Neg. 

This spell resembles the 5th-level spell dom¬ 
ination, but the telepathic link between caster 
and subject is even stronger. When this spell is 
casi* the subject receives a saving throw vs. 
spell at a -2 penalty. Wisdom adjustments 
apply* but natural resistance to charm speJJs 
doesnH. A creature making its saving throw is 
stowed for ld4 rounds. 

The caster can try to dominate a different 
creature each round subject to two limitations: 
The wixard can control only one creature at a 
time* and the wizard can try lo dominate a spe¬ 
ci fic creature only once in a single casting of 
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this spclL A protection from evi} effect prevenis 
the caster from exercising active ccmtroi over a 
creature, but it does not prevent contrai from 
being established. 

The wizard forges a strong telepathic iink 
with the subjeet. Languagc and intelligence are 
no barrier: As Icrng as the subject is not mind- 
less, the caster can force the creature to do as 
he wishes, Whilt the spell musi be cast initially 
on a creature wkhin range,. the wizard can 
command the creature from any distante, as 
long as both are on the same plane. 

If a creature strongly resists. rhe wizard may 
have to concentrate (doing nothing dse that 
round) to enforce his ccmtroi Extreme aets and 
those of se If-de struet ion allow an immediate 
gains a new saving throw with no penalty and a 
possible +1 to +4 bonus, depending on the cir- 
cumatances. in any event, the creature also 
receives periodic saving throws in ordcr to 
break free of the spei). These vary with the 
intelligence score, levef or Hit Dice of the 
individua!, whichever is most favorable. 

Notes: Uncommon for memalists; otherwise 
very rare, (Updated from Polthedron Newszine.) 

Major Enchantment, Serrei^s 

See Serrers major enchantment. 

Major Missile, SniIloc's 

See SnUloc’s major missile. 



Intclligence 

Levels/HD 

Time 

Befween 

Decio 

3 or iess 

Istdess than 2 

3 monihs 

4 to 6 

2nd^up to 3+2 

2 monihs 

7 to9 

3rd/up to 4+4 

1 month 

10 to 12 

4th/up to 6 

3 weeks 

13 to 14 

5th/up to 7+2 

2 weeks 

15to 16 

6th/up to 8+4 

1 week 

17 

7tb/up to 10 

3 days 

18 

8th/up to 12 

2 days 

L9 or more 

9th/more than 12 

I day 


Major Paradox 

(Chrottomancy) 

Levd: 9 
Range: 0 

Components: V, S 
Casting Time: 1 d4 hrs. 

Duratum: Instantaneous 
Area of Effeci: The caster 
Saving Throw: None 

This spe 11 changes an important evcnt in the 
caster's past. This is just lilee paradox . but the 
eveni can be up lo one year past. Such an event 
could be changing from a Historiali to a Seer, 
acquiring a proficiency in prophecy rathcr than 
alchemy, or deciding to research a new spcll raiher 
than create a new magica! item. The event must be 
one the chronomaneer had contro) of at the time, 
and something should always be given up. 

The change should atways be evident but not 
necessarily work the way the caster hopes for. 
The DM should also feel free to remove any 
items or relationships he feels would not have 
becn found as a resuit of the caster's mcddUng. 
After ali. the things that are changed Hkely 
were important to the chronomaneer at one 
time. Also, the turbulence has a 50% chance of 
attraeting a time dimensional or a Guardian 
from the Demiplane of Time. 

Notes: Restricted to chmnornaneers; common. 

Maladweomer 

(A Iteratio n) 

Reversible 

Level: 3 
Range: 10 yds. 

Casting Time: 3 
Components: V, S, M 
Dura f ion: 1 rd./level 
ArcaofEffect: 1 creature 
Saving Throw: Neg. 
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By means of this spell, an wizard causes any 
and al) spells and spell-like powers cast or 
wielded by a target creature, including items 
used, io be at the nadir of their effecti veness; 
that is, any damage caused by offensive ntagics 
will be the minimum possible, saving throws 
against sueh magics are cnhanced by a +4 
bonus, and spei Is that are extant (such as magi* 
cal chartus) and ongoing at the time the maiad¬ 
weomer takes effect are reduced in efficacy. 
For instance, a ckarmed individua! who had 
previously fatled to save against the spell might 
immediately be allowed another saving throw, 
with the +4 bonus. 

The material component of this spell i$ a 
small, ciear glass or crystal prism, whtch is 
smashed (with a weapon-blow, or against a 
wall, rock, or floor) in the spellcasting. 

The reverse, dweomerboost (also called 
empradweomer) permits ali magic cast or 
wielded by the recipient creature to be of maxi* 
mum efficacy (maximum damage and effects) 
for one round, If the caster makes a saving 
throw vs. spell at the end of the first round, the 
dweomerboost lasts a second round. 

While the materiat component is the same as 
for maiadweomer, the crystal nced not be 
smashed; rather. it vanishes when spellcasting 
is complete, 

Both forms of the spell ean be cast upon the 
wizard, so that maiadweomer would enable an 
wizard to lessen his powers when compelled to 
work magic against his wishes. 

Notes: Vcry rare in the Fqrgotten Realms 
setting (mostly by a special wizard type, the 
incantatrix); otherwise virtually unknown. 
(Updated from Dhaoqn Magazine.) 

Malec-KetlTs Flame Fist 
(Evocatlon) 

(Fire) 

Level: 7 

Range: 0 

Compone nts: V, S 

CastingTime; I 

Duration; 1 rd./level 

Area of Effeci: 1 creature or object 

Saving Throw: Special 

When this spell is completed, one of the 
caster*s hands (his choice) bursis into light and 
is surrounded by an aura of flame. The caster 
suffers no damage from this effect, and the 
illumination is equa! to that of a torch. 


An opponent touched by the wizard (an 
attack roll is required) must attempt a saving 
throw vs. spelL If successful, the touched crea¬ 
ture suffers 1 d4+2 points of fire damage and 
the flame remains on the caster*s hand (he can 
make further attacks with it unii! the spell 
duration expires). If the saving throw is failed, 
the flame leaves the caster^s hand to surroynd 
the creature's body in an aura of searing fire. 
The superheated aura bums for I round, inflict- 
ing ld4 points of damage per level of the 
caster. 

Instead of attacking a creature, the caster 
may choose to touch any single object, which 
is automatically surrounded by the searing aura 
for 1 round and must make a successful item 
saving throw vs. magical fire or be destroyed. 
The aura can surround an object up to 5 cubtc 
feet m volume per level of the caster. 

Notes: Uncommon spell (ToM). 

Malefic Meld, StrahcTs 

See Strahd*s malefic meid. 

Malraz's Dramatic Death 

(Illusion/Phantasm) 

Level: 7 
Range: 0 

Componenls; V, S 
CastingTime: I 
Duration: 3 rds./leve! 

Area of Effect: Special 
Saving Throw: None 

This spell creates a programmed illusion of 
the caster dying a horrible death, while the true 
caster i$ cloaked by impmved imisibiltty, as the 
4th-Ievd wizard spell. The intent is to get the 
wizard's enemy off his traiU giving him time to 
either escape or launch a counterattack. A 
series of different demises are available to the 
caster, depending on the command word whis- 
pered. The words are: 

Air: The wizard appears to gasp for breath, 
dying of suffocat ion. 

Earth: The wizard appears to tum to stone. 

Fire: The wizard appears to burst into 
ftames, screammg and dying horribly. 

Water: The wizard seems to flail about in a 
pool ofliquid and drown. 

Blade: Wounds appear on the wizard, as if 
from a melee weapon. 
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Bow: The wizard appears to be killed from a 
missile weapon, such as an arrow ihrough the 
heart. 

Seizure; A shocked expression appears on 
the wizard*s face, then he keels over, 

Shock: Sparks fly about as the wizard seems 
to he electrocuted. 

After the death scene ends* a convincing 
looking iUusionary corpse is left behind for the 
duration of the spelL Viewers attempting to 
disbelteve must spend one round examimngthe 
scene to have a chance at success. The speil 
aJso can be cast upon a projected i mage (see 
the 6th leveJ speil project rmdge) to truly mys- 
tify opponents. 

The somatic component of the spdl requires 
the caster to ciutch at his chest while whisper- 
ing the eommand word. 

Notes: Rare or very rare speil. (Updated 
from Poi YHEDRotf N ew szine.) 

Manor’s Mind Vision 

(Divmation) 

(Mmntalism) 

Level: 7 
Rangc: 0 

Components: V, S, M 
CastingTime: 1 rd. 

Duration: 2 rd ./level 
Area of Effect; 90 fL radius 
Saving Throw: None 

Manor s mind Vision is essentia!ly a more 
powerful version of Manor s mindsight. It is 
subject to the same restrictions and bonuses in 
terms of movement, combat, and coneentra- 
tion, as the mindsight speil, and has the same 
area. It has tbree main differences: 

• The mind Vision speil allows the wizard to 
view any area as if it was brightly lit 

* Divinations of 4th leve! or Jess can be cast to 
combine with mind Vision at any time. 

•Any illusions ereated by 4th level spells or 
less will be apparent as such, and the tine 
form of any item or object polymorphed or 
altered by a 4th level speil or less (or an 
equi valent, such as a potion of potymorph 
seif or a wand of iltusion) can be easily deter- 
mined, Invtsible objects and creatures can be 
seen. 

•The caster’s enhanced perceptions operate in 
his norrnal field of vision without concemra- 
don to a distance of 90 feet 



The basic parameters of the speil follow: 

• Everything tn the area of efifect is perceived 
simultaneously: the wizard need not look up 
or down to see objects out of his normal field 
of vision while concemming, 

• Using the ability granted by the speil in order 
to see outside the caster’s norrnal field of 
vision requires concentration. A caster con- 
eemrating on “seeing ,1 cannot move, cast 
speils, or engage in any sirenuous activities 
while doing so, If the caster^s concentration is 
broken, the speil is not mined and the caster 
can resume viewing after the interruption is 
resolved. 

•No actual sensory organs are needed for the 
mind vision speil—-the caster being blinded or 
blindfolded does not hinder its use. The mind 
vision speil can be used in conjunction with 
darksense, infravision, ultravis ion, and other 
sight-cnhancing speils of 4th level or less; the 
enhanced perceptions have the area of effect 
of the mind vision speil, 

•The mind vision speil can be combined with 
other divinations of 4th level or less: detect 
tnvisihle, detect ev// r detect magic . etc. The 
area of effect of the enhanced perceptions is 
the area of the mind vision speil. 
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Maiishoorfs Xom Talona . 


The material component of the spell is two 
eyes from a being originating on a plane other 
thanthe Prime Material plane, immetsed in a 
mixture of a potion of ESP and a potion of 
gaseous form. These are destroyed as the spell 
is cast. 

Notes: Uncommon for diviners; otherwise 
rare or very rare. Known to be in Manor s Man- 
ual of Sight. (Updated from Dragon Magazine») 

Manor f $ Mindsight 

(Alteration) 

{Mentalium} 

Level: 5 
Range: 0 

Componente; V, S, M 

Casti ng Time: 6 

Duration: 5 rds./level 

Area of Effect: 20 ft, 4* 5 ft./level 

Saving Throw: None 

By means of this spell, a wizard gains the 
ability to coneentrate and 4+ see” everythmg in 
the spelTs area of effect This happens regard- 
less of intervcmng objects* bul is subject to 
existing lighting, Everything in the area of 
effect is perceived simultaneousty; the wizard 
need not look up or down to see objects out of 
his norma) field of vision while concentrating. 

Using the ability granted by the spell 
requires concentration, A caster concentrating 
on '“seeing 1 * carmot move» cast spells* or engage 
in any strenuous acti vities while doing so. If 
the caster^s concentration is broken, the spell is 
not ruined and the caster can resume viewing 
after the interruption is resolved. 

No actual sensory organs are needed for the 
mindsight spell—the caster being blinded or 
blindfolded does not hinder its use, The mind¬ 
sight spell can be used in conj unet ion with 
darksense, infravision, ultravision, and other 
sight-enhancing spei Is of 4th level or less; the 
enhanced perceptions have the area of effect of 
the mindsight spell» 

The spell has limitaiions* It allows no spe- 
cial benefit with respect to illusions, nor distin- 
guishes between magical and nonmagical 
items, nor allows discovery of alignment. The 
caster cannot see traps, tricks, pits, magical 
symbols* or other invisible or magically con- 
ccaled items or objects unless able to detect 
such items normally. 

However, the mindsight spell can be com- 
bined with other divinations of 4th level or 
less, provided these are cast first: detect invis¬ 


ible, detect evil. detect magic, etc. The area of 
effect of the enhanced perceptions is the area 
of the mindsight spell, 

The spell requires the preserved eye of a 
btink dog, which is reusable. 

Notes: Uncommon for diviners: otherwise 
rare or very rare. Known to be in Manor r s Man- 
ual of Sight (Updated from Dragon Magazine.) 

Manshoon^s Xorn Talons 

(Conjuratioii/Summonlng) 

(Earth) 

Level: 5 

Range: 10 ft. to 70 ft. 

Components: V, S, M 
Casting Time: 5 
Duration: 1 tum + \ rd./level 
Area of Effect: Special 
Saving Throw: None 

This spell t also known as stony hands, cre- 
ates an invisible half-moon are in front of the 
caster, set from 10 feet to 70 feet distant, The 
are is 12 feet broad at tts cemer, and the tips of 
its curving "homs” are 20 feet apart. To func- 
tion at all, the spell must be cast on a solid* 
level surface, such as a floor, lawn* clearing, or 
flat roof (the surface can be covered by water 
no more than a foot deep). If solid, nonliving, 
objects (such as walls, furniture, or stalag- 
tnites) are in the area of casting, or if the space 
is too small to permit the half-moon to fully 
form, the spell does not take effect and is 
wasted. 

Any living being except the caster who 
enters any part of the crescent-shaped area of 
effect is instantly attacked by 2d4 stony taloned 
arms. These nonliving, unintel ligent magical 
constructs rcsemble the upper limbs of living 
xorn. They erupt from the ground and grasp at 
any targets for ld2 points of crushing damage 
each (THAC0 6); a successful hit means the 
clawcd arm holds its victim fast, inflicting no 
Further damage on it. (The talons rise only 
where an intrudor steps, not all across the half- 
moon» so the area of effect can be determined 
only by tria! and error.) 

Gnce they 4 ve grabbed victima* the arma sim- 
ply hold on until the spell expires. Trapped 
individua Is cannot move beyond the streteh of 
iheir limbs. They suffer -2 penalties 10 all 
attack, damage, and saving throw tolis, and 
losc all Dexterity-related Armor Class bonuses. 

The talons do no more damage* but a trapped 
individual can try to tear free of all of them 
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Maitflc* Alustnels 
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once per round* A singlc successfyl open doors 
roll is required; each failed attempt inflicis I 
poim of damage upon the victim. Once free of 
the talons, the individua! can leave the area 
unhindered. 

The talons are AC 0, and each must be deall 
55 points damage lo shatter it. Spells that affect 
stone can be used against the talons istone to 
Jlesh and rock to mud boih affect the lalons for 
ld4+2 rounds, lowering theii effective AC to 7, 
and making them suffer double damage from 
ali attacks), and a passwalf spell destroys al! 
lalons in a parhway equa! in extent to its usuai 
area of effect (even talons that have nat mani- 
tested)* Spells such as move earth, which ptays- 
ieally affect terram. do not work against the 
talons. Dispet magic spells shorten the duration 
of taJons by one round per spell, bnt have no 
apparem immediate effect—they do not cause 
talons to open* paese, or fade away. A dispet 
magic casi in an area does not preveni this spell 
from functioning if no talons have yet niani- 
fested. but does shorten the spell duration as 
noted. 

The material componem of this spell is a 
piece of xom flesh, bone* talon* or hidc. 

Notes: Kttown to Manshoon* a powerful 
wiz4ird in the Forgotthn Realms setting, 

Manfle^ AlustrieCs 

See AlustrieTs mantle, 

Manfle, Hyykur*s 

See IlyykuCs mantk. 

Manyjaws 

(£ vocat ion) 

(Force) 

Levek 3 

Range: 10 ft./level 
Components: V, S, M 
Casting Time: 3 
Duration: 6 rds. 

Area of Effect: Special 
Saving Throw: A 

This speJl brings into being one pair of 
clashing jaws per level of the caster, up to a 
tota) of 10 jaws, floating in midair. These are 
actually strings of disembodied teeth* without 
gums, Itps* or gullets. Thesejaws attack one 
creature per round and fly about at a move¬ 
rnem rate of 15 (MC: A) in accordance with the 
caster Is silent aci ofwill, If other spdlcasting 
is undertaken by the caster, the jaws either 


hang stationary or, if already attaeking a crea¬ 
ture* continue until the caster resumes control 
over them, 

The jaws are constructs of force and can 
penetrate any nonmagical armor. The jaws 
automatically hit their targel each round. Each 
jaw bites for ld4 potnts of damage per round. 
Magica 1 armor of any sort (not braeers or 
rings) provides some protection from the jaws* 
Their damage is reduced by I point per jaw for 
each magical plus of the armor worn {leather 
armor +2 reduces the damage by 2 potnts per 
jaw), A target creature that makes a successfut 
saving ihrow vs. spell takes half damage from 
each jaw** with a minimum of ] poim of dam¬ 
age being inflicted per jaw. 

The material component of this spell is at 
least two teeih. The teeth can be of any size* 
can bc from any sort of creaturcs* and are con- 
sumed by the spell. 

Noles: Very rare in the Forgotten Realms 
semng; virtually unknown elsewhere. 

Map, \luirara\ 

See Muirara s map. 

Mflrch 

(Alteratiou) 

Level: 1 
Range: Touch 
Casting Time: 1 
Components: X S, M 
Duration: 1 hrJtevel 
Area of Effect: Special 
Saving Throw: None 

Casting this spell allows an encumbered per- 
son to walk at his normal unencumbered move- 
ment rate. Because the movement is powered 
by the spell* the person suffers no more physi¬ 
ca! fatigue than he would sitting in a chair for 
the same iength of time* This spell must be cast 
on a subjeci abi e to walk; a subject must be 
able to lift his burden in the first place. The 
spell is dissipated when the subject staps walk- 
ing for more than one round or picks up more 
than his maximum encumbrance. More than 
one person can be affcctedi the duration is 
divi de d evenly among those toucbed when the 
spdl ia cast. 

The material component of this spell is a 
pinch of pepper. 

Notes: Common for apportat ion specialists, 
uncommon for transmuters: otherwise rare. 
(Updattd from Dragon Magazine). 


J 


544 


V 






\ 


Marveious ShieJd, Drawmij’8 

See Drawmij’s marveious shield. 

Mask 

Reversed form , see aura, 

Mask of Death 

(Necromancy) 

Level: 4 
Range: Touch 
Components: V, S* M 
CastingTime: 1 rd. 

Duration: 1 hr,/level 
Area of Effect: l creature 
Saving Thrqw: None 

By casting this spell. a wizard can change a 
eorpse's features eo make it appear to be some* 
one else. The caster must possess an accurate 
portrait of the individual to be duplicated, or 
must have a dear memal image of the person 
based on persona! experience. 

If animate dead is cast on the body, it can be 
animated to become a zombie that looks 
exactly like the copied person, The double is a 
miridless automaton, however. havmg ait the 
characteri st i cs of a normaJ zombie. 

This spell can be cast on a creature that has 
already become a zombie, A wizard who does 
not control the zombie must successfully touch 
the zombie Ln combat (a successfut attack roll 
is required). 

The materia! component of this spell is a 
drop of doppleganger*s blood. 

Notes: Uncommon spell (Tvbf), 

Mask, Ottar 1 ® 

See Ottars mask. 

Mask Bloodline 



Level: 2 
Range: Touch 
Components: V T S 
Duration: 2 tums/level 
Casting Time: 4 
Area of EfTect; t creature 
Saving Throw: Neg. 

This spell is cast on blooded characters to 
hide the derivation and strength of their blood- 
tines from others. Bloodlirces, because of their 
divine nature, are somewhat resistant to being 
hidden; the subject therefore must mi! a saving 


throw vs* spei! even if he wants the spell to 
work. The bloodline *s strength adds a modifier 
to the rotl as follows: tainted* -2; minor, -0; 
major t +2; great, +4. 

If the subject fails the saving throw, the 
bloodline is completefy masked; nothing shon 
of a limited wish will reveal its derivation or 
strength for the duration of the spell. If the sub¬ 
jecti saving throw succeeds, obvious charae* 
teristies of the bloodline (such as a bloodmark 
or other secondary char&cteristic) are masked, 
but a know bloodline derivation or know blood- 
line strength spell will sueeeed normalty. 

The subject of the spell cancds the effect if 
he uses any blood abiiity during the spelTs 
duration, This means that some characters will 
be forced to operate at below thetr norma! abiL 
ities for the duration of the spell if they want to 
keep their blood lines secret (such as characters 
wilh heightened abiiity). 

Ershegh and awnshegh characters are diffi- 
cult to affect with this spell, since they almost 
always bear unconcealable marks of their 
bloodlines, The DM may wish to increase the 
modifier to their saving throws or disallow the 
use of the spell altogether unless it is cast in 
conjunction with another powerful illusion or 
poiymorph spell. 

Notes: Common on Cerilia, the Birthright 
setting; unknown elsewhere. 

Masque Mask — Drow 
([ II usi on/Phan i asm) 

Level: 1 
Range: 0 

Components: X S 
CastingTime: I 
Duration: 2 or 3 rds. 

Area of Effect: The caster's face 
Saving Throw: None 

This spell is used by drow wizards who wish 
to conceal their identihes for a short encounter 
or momentary sighting. It works only on living 
flesh, and oniy on a caster with a face (although 
ali faces, if the caster has more tban one, are 
affected). 

The masque mask transforma the surface 
appearance of the casters facial features inio a 
shifting blur, studded with eyes. The caster's 
owa eyes™however many currently have 
sight—will appear in their customary locations 
and with their usual appearance (that is, a mage 
blind in one eye will only display the t4 good T1 
eye: and one with more than two eyes will 
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Masqueradc 
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a 


show them all, even if trying to conceal the fact 
with eyepatches or shutting cycs during this 
speM). This effect cannot foil true seeing or any 
magic that penetrales illusions, and in any case 
lasts only for 2 or 3 rounds (even rotl = 2 
rounds, odd = 3 rounds; the caster has no con- 
trol over duration). The spell does not conceal 
hair hue or cut, general sltin coloration, ear 
shapes, and so on, and is the re fore seldom abJe 
to conceal the race of the caster. 

The spelTs name comes from its use at rev- 
eis, to conceal the caster*s identity when 
unmasked—but it is more often used when 
fleeing a crime sceue, or whik perpetrat ing a 
crime. 

Notes: Restricted to drow; uncommon. 


the feather of a hummingbird and a btt of the 
toenail of an elepham. 

Notes; Common in oriental settings; other- 
wise very rare, 

Mass Blindness 

(Illusion/Phantasm) 

(Shadow) 

Leve i: 9 

Range: 5 yds./level 

Components: V, S 

Casting Time: 9 

Duration: 3 turm 

Area of Effect; 20 x 40 x 40-fi 

Saving Throw: SpeciaI 


Masquerade 

Athasian Dragon-King magic; 
psionic component renders the 
spell uncastahie by w izards, 

Masfl 

(Alterat ion) 

Level: 5 
Range: 60 yds. 

Components: V t S, M 
Casting Time: 1 rd, 

Duration: 5 rds. + 1 rdVlcvel 
Area of Effect: One item, 1 cubic ff/level 
within a 10 ft. cubic area 
Saving Throw: Neg. 

By means of this spell, the wu jen is able to 
control the weight of an item if it is within the 
size tange of the area of effect, He can render the 
object so heavy as to be tmmovable or as Jighi as 
a feather. Throughout the duration of the spell he 
can alter the weight of the item at wiU, increasing 
it one round and decreasing it the next The mass 
of the item can be increased or decreased up to 
5% per level. At lOth level, the wu jen could 
change the mass of an item by 50%, The change 
in mass has no adverse effect on the properties of 
the item affected beyond the change in weight. 
Furthermore, multiple items can be affected if ali 
are within the same 10-foot square area. Missiles 
can be increased up to double their mass (causing 
double the normai damage) and stili fired 
although their nsnges ane halved, Heavy items can 
be carried with ease, although the bulk of the 
item may prevent it from being carried readily. 
Thus, a huge boulder rendered extremely light 
would stili be difficult to carry because of its size, 

The material components for this spell are 




This spell strikes blind or deaf, or both* ali 
creatum up to 4 Hit Di ce with no saving throw: 
Those of greater level or Hit Dice, but less than 
the caster save vs, spell at -4 to avoid the effect. 
Creatures whose levels or Hit Dice are equal to 
or greater than the caster‘s are receive a norma \ 
saving throw: The caster can designate one spe- 
cific group to be exduded from the circle*s 
power; for example, the spell could blind ali hui 
humans, ali but wizards, alI but royal guards- 
men, and so T The circle itseif remains in place 
for 3 fuJJ tums, and creatures who enter the area 
of effect during this time are also struck by the 
spolTs effects, Magical items that enhance sight 
or hearing are rendered inen. 

Affected creatures and magical items remain 
affected until the spell ends or they blunder out 
of the area of effect, The effect cannot be 
ended by a dispel magic spell, but di spei 
enchantment, limited wish, or wish can emi the 
spell, and an antimagic shell suppresses its 
effects (remember that spells cast while deaf- 
ened are 20% likely to fail), The caster can end 
the effect at will. 

Notes: Uncommon for illusionists, necro- 
mancers, and shadow mages; very rare for 
others. 


Mass Charm 

(Enchantment/Charm) 

(Song) 

Level: 8 

Range: 5 yds./level 
Components: V 
Casting Time: 54 
Duration: Speci aJ 
Area of Effect: 30-ft cube 
Saving Throw: Neg, 


V 


J 


546 





547 






















Mass Contagion 
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A mass charm speli affects either persons or 
monsiets just 3 $ a charm person or charm mon- 
ster speli. The mass charm speli, however, 
affects a number of creatures whose combined 
levels of experience or Hit Dice does not 
exceed twice the level of experience of ttie 
spellcaster. AII affected creatures must be 
within the speli range and wiihin a 30-foot 
cube. Note that the ereatures' saving throws are 
unafifected by the number of recipients (see the 
charm person and charm mons ter spei Is), but 
all target ereatures are subject to a penalty of 
-2 on their saving throws because of ihe effi- 
ciency and power of this speli. The Wisdoro 
bonus against charm spells does apply. 

Notes: Common speli (PHB), 

Mass Contagion 

(Nccromancy) 

Level: 5 
Range: 30 yds. 

Components'. V, S 
Casting Time: 5 
Durat ion: Special 
Area of Effect; 10-ft. radius 
Saving Throw: Neg, 

This speli wracks the subjects with disease 
and weakness. Up to one creature per gaster 
level can be affecte A but ait must be within a 
iG-foot radius. Creatures afiflicted with mass 
contagion must make a successful saving throw 
vs. speli or be immediately stricken with 
painfuJ symptoms, including bolis, blotches, 
lesions» and shaking fits. Strength* Dexterity, 
and Charisma are reduccd by 2 points, and all 
attack rolls have a ~2 penalty. 

The eflfecr persisls until the afflicted creature 
receives a cure disease speli or spends ld3 
weeks of complete bed rest to recover frotn the 
contagion. Those ignoring the condition for 
more than a day or two may be subject to worse 
afflictions (and possibly death) at the DM’s dis- 
cretion. 

Notes: Uncommon rn the Ravenloft set- 
ting; otherwise very rare. 



Mass Domination 

(Enehantment/Chann} 

(Mentalism) 

Level: 9 
Range: 60 yds. 

Components: V, S 
Casting Time: 9 
Duration: Special 
Area of Effect: 30-ft. cube 
Saving Throw: Special 

This power fui domination speli affects any 
nonmindless creature, The speli Controls up to 
2 Hit Dice or levels of creature per caster level 
The creatures are allowed a saving throw vs. 
speli, but at a -4 penalty. Language or species 
is no barrier to ihe caster f s control 

The caster can, at will t exercise an empathic 
link (as the 3rd-level speli but without empathic 
shock damage) or domination (as the Sth-level 
speli) over any creature that is in thrall to this 
speli provtded both of them are on the same 
plane, The caster cannot perform other actions 
while exercising one of these effects. 

Excepi when exercising an empathic link or 
the 5ih-leve! domination , the caster retains his 
full movement, combat» and spcllcasting capa- 
bilities As with the major domination speli, 
the dominated creatures gain periodic saving 
throws based on the most favorable of IntelLi- 
gence, Hit Dice, or level to shake offihe spells 
effects. In addi 1 ion, extremely distasteful or 
self-destmetive orders immediately grant a 
new saving throw at a +1 to +4 bonus to break 
the caster T s control. 

Gnce establisheA the link remains in place 
no matter how far apart the caster and subject 
are, but orders carmoi be iransmitted to sub- 
jects on a different plane. The caster can 
release individua! creatures frorn mass domina¬ 
tion with a single command, 

Dominating rnany creatures at once can be 
fatiguing to the caster. For every 4 Hit Dice (or 
levels) per caster level dominated thraugh mul¬ 
tiple castings of this speli, the casteris Constitu- 
tton score is temporarily reduced by 1 poinl For 
example, an 18th-level caster dominating 75 Hit 
Dico of creatures suffeta a 5-point reduction lo 
his Constitution score (75 + 18 = 4,16; rounded 
up to 5). The speli euds when the caster is 
destroyed the creatures free themsclves, or the 
caster voluntarily releascs them. 

Notes: Uncommon for mentalists; otherwise 
very rare. (Updated from Polyhedron 
Newszine.) 


J 


548 


V 




Mass Moimts 


A 



Time Between 

Intelligence 

Levehi/HD 

Checks 

3 or less 

Ist/Iess than 2 

3 months 

4 to 6 

2nd/up to 3+2 

2 months 

7 to 9 

3rd/up to 4+4 

l month 

10 to 12 

4th/up to 6 

3 weeks 

13 to 14 

5th/up to 7+2 

2 weeks 

15 to 16 

6 th/up to 8+4 

1 week 

17 

7th/up to 10 

3 days 

IS 

8 th/up to 12 

2 days 

19 or more 

9th/more than 12 

1 day 


Mass Fanalicism 

A r hastati Dragon-King magic; 
psionic component renders the 
speil uncastahle by wizards. 

Mass Invisibility 

(Illusion/Phantasm) 

Level: 7 

Range: lOyds/tevd 
Components: V t S T M 
Casting Time: 7 
Duration: Spccial 
Area of Effect: 60 x 60 yds. 

Saving Throw: None 

This is a more extensive adaptation of the 
invisibility speil for battlefield use. It can hide 
creaturcs in a 60-yard x 60-yard area: up to 400 
man-sized creatures, 30 to 40 giants, or six to 
cight large dragons. The effect is mobile with the 
unit and is broken when the unit attacks. Individ- 
uals teaving the unit become visible, The wizard 
can end this speil upon command. 

The materia 1 components of the mass invisi- 
bility speil are an eyelash and a Erit of gum ara- 
bic, the former encased in the latter. 

Notes: Common speil (PHB). 

Mass Jump 

(AJteratlon) 

Level: 2 
Range: 0 

Components: V t $ T M 
Casting Time: 2 
Duration: ld3 rds. + 1 rd/level 
Area of Effect: 10-ft. radius 
Saving Throw: None 

This speil confers the ability to leap once per 
round for the duration of the speil on ali crea- 
tures that are within the area of effect. Leaps 
can be up to 30 feci forward or straight upward 



or 10 feet backward, Horizontal leaps tbrward 
or backward have only a slight arc about two 
feet per 10 feet of distante traveled, The mass 
jump speil does not en sure aafety in landing or 
grasping at the end of the leap. 

The mass jump speil is used as pari of a 
boardtng action. For example, it allows several 
pirates to arrive on the deck of an attacked shtp 
before the two ships are fully grappled, thus 
offering some chance of surprise, On the Inner 
Sea on Toril, this tactic is common enough to 
not be totally surprising eo experienced sailors. 

The material component of this speil is a 
grasshoppeCs hind leg. to be broken by ihe 
caster when the speil is cast. 

Notes: Uncommon for the pirates ofthc 
Inner Sea in the Forgotten Realms setting; 
otherwise very rare. 


Mass Mrnints 

(Conjuratum) 

Level: 5 

Range: !Oyds,/levet 

Components: V, S, M 

Duration: l hr,/level 

Casting Time: 1 turn 

Area of Effect: Create s L mount/level 

Saving Throw: None 


This enchantment, similar to the ist-level 
wizard speil mount, allows the castcr to con- 
jure a number of mounts, The mounts obey the 
wizard (or riders designated by him) willingly 
and to the best of their abilities. When the speil 
expires* however, the mounts disappear, possi- 
bly pitching any riders and equipment to the 
ground* 

One mount is conjured for each level of the 
caster’s experience; for example, a I3th-level 
wizard can call 13 horses to serve for 13 hours. 
The caster can elect to conjure fewer animals 
than his limit. Ali ihe mounts created by a sin- 
gte speil must be the same type of animal and 
will be of varying natural colors unless the 
wizard otherwise specifies a color (such as jel- 
black riding horses for night travel), The con- 
jtired moums do not come with gear. 

The wizard can spegify the type of mounts 
gained by this speII (subject to regional avail- 
ability), choostng from the list below. Non- 
Cerilian mount statisties arc in the Mgnstrous 
Manual tome, 

The material components. regardlcss of what 
type of mount the wizard wams to conjure, are 
a horseshoe and a tuft of fur. 
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Notes: Common on Cenita, the Birtkright 
setting; unknown elsewhere. 


Conjured FuJI Speed 

Mount Carrylng Capacity 

Worg (Wolf) 100 Ibs, 

Pony 160 Ibs. 

Light War Horse 170 Ibs. 

Riding Horse 180 Ibs, 

Hippocampus 200 Ibs. 

Medium War Horse 220 Ibs. 

Varsk (Cerilian Lizard) 240 Lbs + 

Mule 250 Ibs. 

Draft Horse 260 Ibs. 


Mass Polymorph 

(Alteration) 

Levd: 8 
Range: 120 yds, 

Components: X S, M 
Casting Time: 8 
Duration: Permanem 
Area of Effeet; 60-ft. cube 
Saving Throw: Neg H 

This mighty spe 11 allows the caster io simul- 
tancmisly polymorph a large number of crea- 


tures: up io 4 large indtviduals, 12 man-$ized 
individuals, or 24 smaJI creatures can be 
affected if they are in the area of effeet. Huge 
and gargairtuau creatures cannot be affected. A 
mixed group can be affected; for example, a 
caster could affect one ogre (counts as three 
men), four hobgobltns (one man each), and six 
kobolds (two countmg as one man) with a sin- 
gle casting of the spelL 

Creatures that fail their saving throws are 
affccted just as if struck by a polymorph other 
spell. The creatures receive a system shock rolJ 
in order to survive the transformation (30% 
plus 1% per HD if no Coit statuito a score is 
available). The polymorphed creatures gain the 
form and physica! abilities (physical attacks. 
Armor Class, and movement but not special 
attacks or magical abilities) of their new shape, 
The subjects must make a special Intelligence 
check to see if they retain their own minds and 
personas; set polymorph other for details. 

The caster can transform the creatures m\o 
one of no more than three different forms when 
the speli is casu In other words* while the 
caster might affect creatures of a dozen differ¬ 
ent types, ali the creatures must be transfonned 
into individuals ofone, two, or three species. 
In the exampie given above t the caster could 
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Mass Teleport Withoui Error 


tum the ogre into a fat piglet, most of the hob- 
goblins into rats, and one hobgoblin and tbc 
kobolds into chickens with a single casting of 
the spell. 

The materi a l component is the Caterpillar 
cocoon of a rare buiterfly or moth. 

Notest Uncommon for witches and trans* 
muters; otherwise rare, 

Mass Suggestion 

(Enchantment/Charm) 

{Mentalis m, Song) 

Levd: 6 
Range; 30 yds. 

Components: V» M 
Casting Time: 6 

Duration: 4 tums + 4 fums/level 
Area of Effect: 1 creature/level 
Saving Throw: Neg. 

The mass suggestion spell enables the wi z- 
ard to influence the actions of one or more cho- 
sen creatures in the same way as the suggestion 
spell. Up to one creature per experience level 
of the castor can be influenced, provided that 
ali subject creatures are within the 30-yard 
range. Undead are not subject to this spell The 
suggestion mu st be reasonably worded and 
understood by the creatures, and must be the 
same for ali hearing it. Creatures successfully 
saving vs. spell are unaffected. Saving throws 
against the spell suffer a penalty of-I, and if a 
single creature is to be affected, its saving 
throw suffers a -4 penalty. Note ihat a very rea- 
sonable mass suggestion can cause the saving 
throw to be made with an additional penalty 
(such as - l t -2, etc.) T at the discretion of your 
DM. A mass suggestion can continue in effect 
for a considerable durat ion, at the DfVTs discre- 
tion. Conditions that will trigger a special 
action can also be specified; if the condition is 
not met before the spell expires, the action will 
not be performed. 

The materia! components of this spell are a 
snake's tongue and either a bit of honeycomb 
or a drop of sweet oil 

Notes: Common spell (PHB), 


r 

Mass Teleport 

(AJteradon) 

(Dimensiott) 

Levet: 7 
Range: Touch 
Components: V, S 
Casting Time : 1 rd. 

Duration: Instantaneous 
Area of Effect: Up to 12 people 
Saving Throw: None 

By casting this spell, the caster instantly 
transporta himself and up to 11 compantons to 
another location. Distancc is not a factor, but 
interplanar transport is not possible, Aecuracy 
depends on the casteria familiaiity with the tar* 
get location (see table), Only one rol! is made 
for the entire group being teleponed, with 
“familiarity” being that of the caster 

While casting this spell, the caster standa in 
the center of a circle formed by his compan- 
ions, who must hold hands for the entire round. 
Breaking this circle before the end of the round 
disrupts the spelL 

Notes: Uncommon for apportation special- 
ists; otherwise very rare. 

Probability of Teleporting: 


Destination is: 

High 

On 

Target 

Low 

Very familiar 

01-02 

03-99 

00 

Studied carefully 

01-04 

05-98 

99-00 

Seen casually 

Qi-08 

09-96 

97-00 

Viewed once 

01-16 

17-92 

93-00 

Never seen 

01-32 

33-84 

85-00 


Mass Teleport Without Error 

(Alteration) 

(Dtmension) 

Level: 8 
Range: Touch 
Components: V S 
Casting Time: 1 tum 
Duration: Instantaneous 
Area of Effect: Up to 12 people 
Saving Throw: None 

This spell is simiiar to the mass teleport 
spell. The caster transports himself and up to 
11 companions to any known location in his 
horne plane with no chance of error. 

Like teleport without error, trsvel to other 
planes is possible, but only to locations that the 
caster has previously studied carefully. No mat- 
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Massmorpfa 


A 


/ 


ter how eareful (his perusal was, there is a 
chance for mishap whcn traveling to another 
plane, Accordingly, the caster must roll for 
accuraey. Again, breaking the circle before the 
end of the turn disrupts the speil, 

Notes: Uncommon for apportation special- 
ists; otherwtse very rare. 


Probability of Teleporting: 


Destinat ion is: 

High 

On 

Target 

Lflw 

Very familiar 

01-02 

03-99 

00 

Studied carefully 

01-04 

05-98 

99-00 

Seen casually 

01-08 

09-96 

97-00 

Viewed once 

01-16 

17-92 

93-00 

Never seen 

01-32 

33-84 

85-00 


Massmorph 

(Alteration) 


Level: 4 

Range: lOydsVlevel 

Components: V r S, M 

Casting Time: 4 

Duration: Special 

Area of Effeci: ]Qft. cube/fevel 

Saving Throw: None 

When ibis spei) is cast upon willmg crea¬ 
tures of man-size or smaller, up to 10 such 
creatures per level of the caster can bc magi- 
cally attered to appear as trees of any sorl. 
Thus, a company of creatores can be made to 
appear as a copse* grove, or orchard. Further- 
more, these massmorphed creatures can be 
passed through and even touehed by other crea¬ 
turos without revealing their true nature, Note, 
however, that blows to the creatur e-irees cause 
damage, and blood can be seeit, 

Creatures to be massmorphed must be within 
the spelTs area of effect; unwilling creatures 
are not affected. Affected creatures remam 
unmoving but aware % subject to normal sleep 
requirements, and abie to see, hear, and feel for 
as long as the speII is in effeci. The speil per- 
sists until the caster commands it to cease or 
umil a dispel magic spetl is cast upon the crea¬ 
tures. Creatures left in this state for extended 
periods are subject to inseets, weather, disease, 
fire, and other natural hazards. 

The material component of this speil is a 
handful of bark chips from the type of tree the 
creatures are io bccome. 

Notes: Common speil (PHBl 


Master of Arius, Tenser*$ 

$ee Tenser*s master of arms. 

Master Undead 

(Necromancy) 

Level: 9 

Range: 10 yd&./lcvet 
Components; V, S, M 
Casting Time: 9 
Duration: 5 rds./level 
Area of Effect: 50-fL cube 
Saving Throw: Neg. 

This powerfui speil allows the caster to con- 
trol the actions of any type of undead creatures 
as if they were intelligem creatures under the 
effect of a charm person spelL Undead so con- 
trolled can perform precise tasks for the caster. 

The caster can affeci one undead within the 
area of effect per level. In cases of mixed 
undead, the weakest are affected first, ihen 
those with more Hit Dice. Ali undead affected 
must be within a cubic area 50 feet on a side. 
Undead with more than 3 Hit Dice are permit- 
ted a saving throw vs„ speil to avoid the speil. 
Ltches and undead with 10 or more Hit Dice 
have a bonus of +4 to this saving throw, 

Undead creatures controlled by this speil 
are mastered for the speil duration, then are 
restored to their own foften nominal) comroL 
The caster does not need to know any common 
language with the undead to effect the control. 
The undead beings can be ordered to perform 
self-deatructive actions—and the caster can 
even attack them—without the speil being 
broken. 

The material component of this speil is a 
crushed diamond worth at least 500 gp* which 
is consumed in casting. 

Notes: Very rare speil* originating in the 
Forggtten Realms setting. Known to be in 
the Book of Daimos, 
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Duhgebns&Dragons 

WizoR^s Spell Compendium 

VoLume Ttoo 
The Ultimate Collectioni 

The Wizard's Spell Compendium is a four-volume c 
series descrlbtng every wlzard spell for the AD&D 
game. Spells have been collected from rule books, 
campaign settlngs, supplements, adventures, and 
magazines datlng back to 1975. Earty entries have 
been updated to be immediatety usable, making 
thls the player's and DM's definitive source for 
wlzard spells. 
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